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Context
This proposal will be an exploration behind three key words: Character Design, Storytelling and World Building, to learn the crucial factors and their relationship behind the creation of cartoon animation. I will examine a selection of theories and perspectives behind professional animators, show creators and writers that correlates to my three key words, which will be separated into three sections.


Character Design
To define a character is to identify an individual's behavior, thoughts, and feelings. In the animation industry, the same characteristics apply but include the form of imaginative-based thinking through concepts and designs of a fictional figure known as cartoon characters. Characters included in the animation industry are commonly used for cartoon television shows, films and advertisements and stand in focus in an animated show.
A character’s personality is a crucial part of creating engaging, believable, and likable designs. It is not enough to have a beautifully drafted character, but your audience should be able to relate to it and “connect”.
(Nikolaeva, B. 2017)
Characters starring in animated shows and films pose as the show’s focal point, signifying that the importance of character design should be highly considered. Therefore, the design and attributes of a character should include memorable features such as shape language, a complimenting colour scheme and the inclusion of a distinctive style that separates the character in question from other existing characters. 
[image: ]
Fig. 1. Vasquez, J and Logan, S et al (2020) Invader Zim Vol. 10
A notable example of great character design is included from a cartoon animated television series for children called Invader Zim (Invader Zim, 2001). The show stars its main protagonist, Zim, an alien that crashes on earth with the unfamiliarity of his surroundings with the fascination of invading earth. Featured in a graphic novel for Invader Zim (Vasquez, J and Logan, S. et al 2020, p.17-84), An excellent job at portraying the differences between alien-like characters that differentiate against human characters in character design is illustrated through each species appearance, alongside the use of colour schemes (fig 1). Different colour pallets categorized between each species, along with the irkens comparison to the humans, separates each of the species within their character design. The aliens, known as Irkens, consist of a pink, green, and purple colour pallet, where the same applies for the equipment used by the alien species. Whereas the comparison with the human character designs against the aliens consist of dull, unsaturated colours that separate each species apart. [image: ]
Fig. 2. Vasquez, J and Logan, S et al (2020) Invader Zim Vol. 10
Another page inside the graphic novel displays more of the alien characters who are of the same species as Zim (Fig. 2). When a selection of characters is grouped together as the same species in a scene, difficulties immerse to differentiate between each character. However, in the graphic novel, the alien characters share the same statement, but are defeated by the technique of shape language where each Irken consists of various body shapes, including unique clothing items. And despite similarities in design, these implemented features separate each design as a stand-alone character with unique personality traits. An educational video published on YouTube highlights the association of concepts with shapes implemented onto character design. The YouTuber further educates each shape categorizing with a selection of terms that the human mind associates said shapes with. According to the Youtuber, shapes implemented onto character design share the same association. For example, circles are associated with the subject of cuteness and friendliness. Whilst with squares, the design implies that characters are strong and stable, lastly with triangular characters implying danger and aggressiveness (RohitVinay Art Channel, 2021). There is a use of shape language with each alien (Fig. 2) where one alien design features a circular body and shortness of height that implies the character as cute. With the other alien design, it features taller aliens with sharper edges that come off as harsh and dangerous. Shape language in design introduces a character's personality without dialog or description beforehand. 

In Basics Animation 03: Drawing for Animation, states the significance of body language and how including different unique movements in animation for a character indicate behavior, emotions, and personality. With a slanted posture and floppy legs, it gives the impression of a character who is relaxed or gloomy, while an upright posture imposes tenseness and gaiety. (Wells, P et al. 2019, p.56-57). This statement is true when reflecting human behavior. The examination of realistic human behavior is dull and static, whereas in the moving cartoon industry, exaggeration of facial features is implemented in animation to enhance the indication of emotion and expression. Joe Adamson states that the exaggerated movements with a subtle grain of realism in animated cartoons, gives characters unique characteristics. (Adamson, 1999, p.15). Exaggerated movements and expressions are implemented throughout the series of Invader Zim, alongside the comics to express the alienated behavior behind Zim to depict his hyperactive behavior and the comedy of the franchise.

World Building
World building does not consist of a fictional world alone where characters solely live, but the inclusion of relatable attributes such as politics, religion, tradition, and character lifestyles that creates an emotional or relatable connection. World building in animation consists of two sides of building with one side consisting of a world of fiction-based lore, whilst the other point structures from realistic world features that are distinctive enough that separates reality from fiction. There is a contrast of opinions, and critiques regarding what is good worldbuilding in the animation industry for cartoon shows, with one subject brought up by Anders, J.C, who states the difference between good and great worldbuilding. The publisher expresses that good worldbuilding includes the characters familiarity with everyday objects and occurring concepts, that differs from great worldbuilding where characters have not been trained to adapt to unfamiliarized concepts outside of said characters comfort zone. (Anders, JC. 2014). The unfamiliarity of surroundings in relation to a character creates obstacles that must be overcome, which begs the question of how characters in a story will overcome said obstacles. Returning to Anders statement, great worldbuilding stands stronger than good worldbuilding as there is more interaction between the characters and the world they live in, therefore developing the story behind a fictional world. 

Steven Universe is set in the fictional town of Beach City on earth that is protected by a group of gem-like alien characters, known as the Crystal Gems (Steven Universe, 2014). The world building in the cartoon animated show takes form through the Crystal Gems originating from a gem-raced planet in space called Homeworld, who decide to stay on earth to adapt a different lifestyle to protect the planet from threats. For a species originating from another planet, earth is vastly different and affects the experiences and interactions behind the Crystal Gems who originated from strict orders and lack of self-freedom. There will always be a hierarchy in every world, whether the world is built up from fantasy or not, problems will emerge and interfere when the value of others is lost compared to the high grounds in charge. Sugar introduces the rulers of home world, that include throughout the series, with its members consisting of White, Yellow, Blue, and Pink Diamond (Sugar, 2019). Known as The Great Diamond Authority. Their former group starts out as controlling leaders to the citizens of Homeworld and forbids them from self-freedom and expression outside of orders. A change takes form in the second adaptation of the series (Steven Universe Future, 2019) Where the Diamonds grow out of their harsh authorities and discover that the gem-race feels more beyond being servants. This is particularly a good example of world building because when one or more leaders are in control of a world with a change in behavior, it impacts citizenship throughout the world. 

Rather than a setting where the alienated-like characters feature the experiences of an unfamiliar planet unlike their home planet, the creator of Adventure Time (Adventure Time, 2010), takes a different approach to world-building in the cartoon animated show. Rather than an earth-based setting ruled by humanity, pursues a twelve-year-old boy named Finn, who is allegedly the last human living on Earth, along with his pet dog set in a futuristic setting of Earth that is ruled by non-human beings. With the futuristic storyline where Earth is not ruled by humankind, the main character, Finn, is expressed as the alienated character in the timeline as the character's species is sought to be a myth and or lead to extinction after the Mushroom War; An apocalyptic war in the timeline before the birth of Finn that overpowered humanity to a decreased drop.

Boddice states that anthropocentrism is the point of view that humankind is the only and primary holder of moral standing. The writer states further that the relationship between homo-sapiens and other living beings is 'incommensurable' as the intelligence of humans is higher, including the ability to think accordingly compared to many other animals, thus a point to why most humankind do not apply equal rights to other species. (Boddice, 2011, p. 60-61). But the case of anthropocentrism in the story of Adventure Time falls in the opposite direction for the same reason as the prime civilization on Earth in the show not consisting of human civilization. Humans are no longer the focus of the hierarchy against all living beings in Adventure Time which changes the point of view on how the main character will be treated and the experiences of said character. returning to the topic of great worldbuilding expressed by Anders (2014) earlier in this essay sets an example to why the story in Adventure Time is great worldbuilding, because a human character that grows up in a different version of earth compared to the one that is realistically ruled by humankind, means for the character to adapt to a different lifestyle and creates obstacles for said character anew. 

Storytelling
Storytelling in the world of animation highlights a tale through storyboarding before taking a step into the animation process. This technique allows the narrative to take form as a visual interpretation. A storyboard is the draft of an animation creation displaying the interactions, personalities, story and how characters interact with the world around them.
Ultimately, a cartoonist must place the story into a logical narrative sequence; and this, essentially, is the task of the storyboard artist. The use of the storyboard is a premiere aid in preplanning a filmed live action or animated feature. 
(Hart, J. 1999, p. 4)
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Fig. 3. Sibley, B. (1998) Wallace & Gromit - The Wrong Trousers: Storyboard Collection
Storyboards use guideline cues which indicate how and where the character is moving on a screen for animators. An example of guideline cues used is included in a storyboard featuring a cartoon character dog named Gromit, where rough drawings of arrows surround said character to indicate how and where Gromit’s head will move in each scene. Alongside the arrow cues, appear rough crossed lines that indicate the character moving faster because of the matching expression of Gromit appearing confused and alert. (Sibley, B. 1998, p. 82) In the case of a nonverbal character, guideline cues increase in usage as a character like Gromit relies on movement as a form of communication. “Silent characters can be a very powerful tool in storytelling because they can represent anything the audience can’t see or hear. (Jenkins, P. 2022)”
[image: ]
Fig. 4. Sibley, B. (1998) Wallace & Gromit - The Wrong Trousers: Storyboard Collection
Expressions of characters are not the only element of storyboarding, but the inclusion of the behavior behind scenes and the objects that the characters interact with. Elaborate layout drawings of a train chase sequence created by Nick Park, the creator and director of Wallace & Gromit in the book, demonstrate the chase sequence between the characters in Wallace and Gromit: The Wrong Trousers (Park, N. 1993). "Faster pacing usually requires good coverage, which means shooting a variety of shots and angles of your subject. (Videomaker, 2013, p. 247)" The first sketch in the blueprint (fig. 5) has a great number of angled camera shots noted down. With fast-changing camera angles in a short period of time creates adrenaline which is beneficial for Gromit being non-verbal and enhances his emotions without the use of a voice.
Another point of storytelling is that a written narrative is essential before the animation and storyboard process, as it is the fundamental structure that clarifies the vision of a story. Familiarity in animated features sits beside picture books as both mediums are structured with a narrative script that investigates character traits, and scenarios before exploring visual interpretations. But what presents through all types of storytelling, whether it be film, animation, or books, is a compelling story that will hook interest and memorability. Both animation and picture books feature a sequence of drawings in order that tells a story, but what makes animation more compelling is the difference between the film adaptation behind the picture book of The Lion Who Came to Tea (Kerr, J. 2007). The two mediums share identical art styles, same plot, and characters, but the film has additional voice actors, alongside animated characters (The Lion Who Came to Tea, 2019) that strengthens the communication of emotions and the expansion on each character's personalities. Returning to Nikolaeva’s quote (2017) in the keyword section: Character Design, does exactly stated. Although Tiger’s first appearance when entering through the door with a sharp tooth grin emits a dangerous animal, his round body shape and chubby face defeats the concept of threat which fits the giddy and playful dynamic of Tigers personality.

Proposal/Extended Essay
Researching experienced show creators and their work in this proposal has expanded my knowledge behind the structured creation of animated cartoon shows and the discovery of key factors and development that should be included before the animation process. The three keywords in my proposal further my research on sub-questions that explore bad compared to good, animated shows and how they have changed and impacted the animation industry in modern times compared to past creations. Why is diverse representation in animated cartoons important? How has comedy changed in cartoons over the years? What does cartoon animation do that life action and other forms of film cannot achieve?
[image: ]Fig. 5. Turner, S. (2023) Plushie Playplex Poster Concept [Photograph]
My proposal practice-based project will consist of creating three digitally illustrated posters for a cartoon animated show I am in the process of developing, called Plushie Playplex (Turner, 2023) Using an example of my past work as a concept for a poster, features a collection of circus themed anthropomorphic animals. The composition will include characters in various circus-themed clothes and poses along with the logo design for the show name. The three poster designs for this project will be used as the front cover for Plushie Playplex when viewing the show online, as if the show were published to a streaming service.


[image: ]
Fig 6. (Disney, Terrace, D. Bosma, S)
An example of an illustrated poster for an animated cartoon show features a composition consisting of characters from The Owl House (The Owl House, 2020). The example (Fig. 6) is an illustrated poster from season 3 of said show, that displays minor details and scenarios from the characters of what will happen in the season's episodes, but in a way that does not reveal too much information to reach spoiler territory. The same example will be used for Plushie Playplex with the three posters being treated as if each illustrated poster is from a season in the show (fig. 5). After developing ideas for my proposal, I hope to gain concepts of what ideas for episodes will surface in my show.
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Nick Park's elaborate layout drawings for the train chase sequence.
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SCENE 37

. Ext. Newsagent's. Day.
Gromit's attention is caught by a poster in the
window.

. 37.Shot 11. Ext. Newsagent's. Day.
Itis obviously the Penguin with a red rubber
glove on his head.

Sc. 37. Shot 12. Ext. Newsagent's. Day.
Gromit ponders the poster for a second, but then
thinks ‘No,” he doesn't recognise him. He hears

a distant distressed Wallace and looks screen left

. Newsagent's. Day. c. 37. Shot 14. Continued. Sc. 37. Shot 13. Ext. Street. Day.
then looks in both Gromit looks this way and that as Wallace [“GRO..M...1..T1"] i
directions as Wallace zooms past behind. retums from another direction this time hopping.  Sound-effcts of breaking glass and burglaralarm. |
“Help! I demand! Gromit where are you? Lcan't “[Stop these Trouser-r-r-r-r-s! H-E-E-E-E-L-Pi - “SORRy1A : L
control the trousers! H - E-E-E-E-L-Pl” G-R-0-M-I-T!"

In carly sketches for this sequence, Nick Park considered making the Wallace attemps to halt his

WANTED poster as a photo-fit picture of the Penguin. On the poster used  post as e botnec towardsmg{)vns'fi‘g‘:. kﬁ;ﬂ"ﬁ:ﬁ?ﬁgﬁw‘f‘mﬁf: e
i the film, the amount of the reward was substanially recuced from ik funy idea which I had on a trai on the wa t the recoring comion. -
£10,000 to £1,000. NP: Sirce thi is o kind of ‘Beanotow, 1 theught £10,000 ¥ g
wwas eally jus too big a eward.”





