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Storyboarding: How it shapes the illustrations within the gaming and animation industries
Introduction:
Within this proposal, I will be talking about the three keys words that will help me set up the basis for my plan and my project. This project will look at theorists such as Salisbury, Martin & Styles, Morag Children’s Picturebooks: The Art of Visual storytelling, Hart’s The art of the Storyboard and more. My goal is to delve into depth about storyboarding shapes and designs the basic concepts and visualisations for the gaming and animation industry. Alongside this, I aim to research into the storytelling within games and how storyboarding can help to portray the story using concepts and ideas.

Storyboarding:
Storyboarding is the first key word and the first key factor within my project plan. Storyboard is the concept of creating the basics of any animation, game, etc. Having a storyboard is allows for a constant point of reference within the development stages of any project. It also serves as a medium for easy adjustments as well as an easy way to see if something is wrong within the design.

“we seek the same feeling from a psychologically immersive experience that we do from a plunge in the ocean or swimming pool: the sensation of being surrounded by a completely other reality, as different as water is from air, that takes over all of our attention, our whole perceptual apparatus.”
(Doros Polydorou (2024) quoting Murray Citation1997, 98–99)

This quote suggests that players want to feel immersed in the story and want to feel like they’re a part of the story, in which storyboarding helps to create that immersion as it creates the right level of depth and surreal feeling that creates more realism within the game. This reinforces how storyboarding is a crucial part of creating how games or animations will play out. Therefore, linking in with my title as it demonstrates and showcases how important storyboarding is to create immersion in games and within animations. It also can help to create suspension and unease which is also a big part of segments in the gaming and animation industries.
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		(Figure 1, Walt Disney Animation Studios. n.d.)
This is a storyboard sketch I found for Disney which showcases the storyboard design process behind one of their movie animations. This links into my title and my practice as it is designing intricate characters and laying them out onto a storyboard and using that storyboard to create frames for an animation.

[image: ]
(Figure 2, Illustrating Children’s Books-CREATING PICTURES FOR PUBLICATION, Salisbury.M)

This storyboard sketch, I found during my research, and it showcases how the illustrator has used storyboarding to set out the layout and compositions of how they wanted their story to look and be presented.
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	(Figure 3, Illustrating Children’s Books-CREATING PICTURES FOR PUBLICATION, Salisbury.M)

This is another storyboard sketch that I found when researching for this project. This fits into my title as it is showcasing how storyboarding is helping to layout the ideas and concepts into what will become a flowing scene.
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(Figure 4, (Children’s Picturebooks- The art of visual storytelling, Salisbury.M & Styles.M, n.d)

These four photos are all from two different sources I found in the library when I was doing research. These are a few of the storyboard designs this book on Storytelling showcases. It shows how ideas can form and how an idea or concept could be structured. Storyboarding is also crucial as it can fully show if an idea can function efficiently.

“Storyboards are a powerful tool in visual storytelling, bridging the gap between concepts and final execution. By mastering storyboard creation and design, you can decor your projects with clear, compelling narratives.”
(Lisandro, R., 2024). 

	This quote infers that storyboarding has varying steps to it and how it is sometimes required to make specifics like animations or game concepts. This allows for animators and game designers to get a base structure to both work on and to go back to if necessary. Furthermore, storyboarding acts like a support guide and links with my project plan as storyboarding is a major segment into creating layouts for any gaming experience and any animations and this is used because storyboarding gives rough visual ideas that are more difficult to construct just in the mind or immediately in a design software.

“The storyboard artist starts in collaboration with the producer, the director, the production designer/art director and even the lighting designer.” (Hart, J., 2014). This implies how storyboard artists come to create the pieces and basics of the concept which demonstrates that storyboarding for a specific concept can take more than just the artist, it can take a team to debate out the overall visual design and look of the storyboard and layout. Furthermore, fitting into my title as collaborative storyboarding can further enhance the illustrations that are within games, therefore, making the games feel more elaborate and consistent.

“The Transreality Storyboarding Framework (TSF) has three components that help designers follow comprehensive production strategies that serve modern creative pipelines and deliver aesthetic and technical excellence as well as strong narrative alignment”
(Rasool, J., Molka-Danielsen, J., & Smith, C. H., 2020)

The quote discusses the behind the scenes of storyboard structuring. It mentions how framework helps the designers; this enforces how storyboarding is a big factor in most creative industries. Furthermore, going back to how it helps within games, storyboarding contributes to shape gaming as without creating a rough storyboard visual, most game designers would just be creating the game and hoping that everything fits together without being able to see how each part fits beforehand. Plus, without a visual storyboard, if they make a mistake, they have no visual storyboard to go back to for help.

Character Design:
Character Design is the second key factor in my project as storyboarding needs some character or object to focus onto. Characters allow for a wide range of storyboard ideas as characters can be posed in various ways and can also have a wide range of expressions/emotions. Character designs also vary based on 2D and 3D concepts, to which storyboarding can help to test these different concepts.

“we present a fast and intuitive storyboarding interface, which enables users to sketch-out 3D virtual humans, 2D/3D animations, and character intercommunication.” (Mao, C., Qin, S. F., & Wright, D. K., 2006). This links storyboarding and character design together by explaining how storyboarding helps character designing. This therefore showcases how storyboarding can affect how a character can be portrayed and laid out within the concept which then allows for characters to be placed down within the story. Furthermore, linking back to my title of storyboarding helping to shape illustrations within games as storyboarding helps to shape character designs and models, allowing the designers to visually see how the characters can act or move without having created the character in a software just for the character to be non-respondent.
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(Figure 5, Animatronic Concept Art created by Schröder)

This design is created by an artist called Claudia Schröder. She created the character concept art and designs for the Five Nights At Freddy’s graphic novels. This image is the concept art of an animatronic within one of the graphic novels. This relates to my title as character designing is often combined into storyboarding as to test character movement, facial expressions and just the overall fit and design of the character.
[image: Leaked Gravity Falls Season 2 Storyboard Revisions : Alex Hirsch : Free ...]
(Figure 6, Character Concept Art by Hirsch)

These concept character designs are created by Alex Hirsch. These are the initial concept stages of the show Gravity Falls, showcasing how the characters express various emotions. Emotions and expressions are a very big factor in designing characters as they help to bring characters that sense of life but also helps bring the feeling of depth which allows the player to get more immersed and feel for the characters who are presented. Therefore, this links to my title as character storyboarding and designing can help to give a better understanding of how character facial expressions can be explored and viewed.

All the above images are all mostly showcasing 2D character designs/concepts as storyboarding mostly is designed 2D and then can be taken to 3D. 3D character designs get a little trickier as you must make sure that the character model remains correct and doesn’t break during segments otherwise it will break the immersion of the story.
	3D character designing adds a new aspect for storyboarding and illustrations within games. They have more rendering. “Studios can avoid mistakes and deliver on time by storyboarding directly in 3D, with the help of game engines.” (Gouvatsos, A. et al., 2016). This infers that the best way to get the 3D results they want, is to storyboard in 3D to begin with. Therefore, this demonstrates how storyboarding doesn’t just have to be created 2D and that sometimes creating a 3D storyboard can help with making specific ideas. 

Recreating 2D character concepts/concept arts into 3D can be tricky as the aim is to try and make the design as accurate as possible. Some games are updating their current character models to make the characters look more like the initial concept designs. An example of this is Genshin impact where their older designed characters don’t look exactly like their concept arts whereas their more recent designs look more closer and more accurate to their concept art styles.

Environment Design:
Environment Design is the third and final main factor in my project for creating my Storyboard final design. Environment design is a key factor when designing storyboards as it helps to roughly visualise the perspectives of characters and objects and even of other buildings. Within games, environment design is key as creating an environment is what helps to make the game feel more real and give the game that lived in kind of feel to it as you want the players to be able to connect with the game.

“Level design encompasses not only the visual layout and architecture of a game space but also the integration of gameplay mechanics and the way players interact with the world.” (Game Design Skills. 2024). This quote refers to how important designing an environment can be to game design which in turn reinforces the importance of environment design within the world of storyboarding. This links to my title as environment storyboarding and how it shapes illustrations within games as it demonstrates how world building and environment design can not only provide a nice scenery but can also be used to tell its own story or become its own interactivity which in turn makes gaming more immersive for the player and makes storyboarding a more interesting key concept.
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	(Figure 7, Environment Concept Design created by Hirsch)
These designs are also created by Alex Hirsch. These are the initial concept stages of some of the environment for the show. The designs here show the process behind both the development stages and the colour testing stages. This image from Alex Hirsch relates to my title and my proposal as when thinking about storyboarding, environment designing is typically showcased due to the situation that most games or animations have a background, and backgrounds are a good way to test storyboard layouts.

[image: ] (Figure 8, Concept Art from some Environment Design created by Hoyoverse)
This design was created by a company called Hoyoverse. These are some concept designs for a house in the environment. These link to the environment concept design as they are merely for background purposes, but they also allow for the players to interact with them in various ways, creating a more immersive game experience.

“Adventure was among the first to focus on creating an immersive experience: providing, through its second-person prose, an illusion that you were really there.” (Reed, A., Murray, J., & Salter, A., 2020). This quote suggests that Adventure games were one of the first sets of gaming to delve into the depths of immersive gameplay. This implies that adventure games started becoming more advanced in storyboarding immersive play before most other games. This links back to my title as environment design can be used to tell both the main story and its own additional story ideas which refers to storyboarding as creating a storyboard can help to influence the designing of the environment but also of the subliminal story underneath that is yet to be uncovered.

Practice:
By conducting research into my three key words: Storyboarding, Character Design and Environment Design, I was able to further enhance my knowledge of the behind the scenes for creating both animations and games and this allowed for me to gain a better understanding of how crucial storyboarding can be as it helps shape and define how to possibly structure a concept or idea and can allow a person to view their test ideas and see whether a segment/section needs to be altered or adjusted or whether their concept idea actually works as intended.

For my final year, my practice will be centred around character design and storyboarding designs and story. My project will be to illustrate storyboard designs for both a character and the story that will unravel around them (storyboarding as if I were designing the base concepts for a game). I want to be able to use my skills to design a character that I feel accurately represents what I want to do in my career and to be able to delve into the idea of looking at how varying factors can affect how my storyboard comes to life.
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	(Figure 9, My own sketch)
This image features two test storyboard concept sketches I had for my project idea. These two sketches showcase the concept of a character looking and then a concept of the character in perspective to a tree. I created these two rough sketches just to help me visualise what some storyboard segments could look like.

[image: ]
	(Figure 10, My own sketch)
This is a rough little storyboard sketch of an idea I had for my project. The plan with this sketch was to create a segment of the character moving though a section of the environment. Storyboarding this idea helped to see how it works together and whether the idea could flow smoothly.
[image: ]
(Figure 11, My own sketch)
This was a quick sketch of a character in a pose so I could test whether I think they would fit into my storyboard idea. I wanted to test out posing so that I had a rough idea of how she may look.

These three photos of little sketches I made to help me visualise how my concept ideas might work. These sketches are the base concepts and some rough visuals. I will draw inspiration from my chosen artists by analysing why I really like their work and how their work aligns with mine, creating a variety of character designs and poses to which from there, I will create a final board with the chosen final character design along with segments of storyboard designs beside the character and a little concept book filled with more storyboarding inside.
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