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Worlds Apart:

how do we relate to characters worlds apart from
our own?

In my independent project, | would like to propose the question of how different genres of
games and media may tackle representation whilst sticking true to their worldbuilding and
setting, and how their audiences relate to these characters despite how they may have little in
common with them visually and thematically. How differently does a game that’s set a thousand
years in the future in a dystopian society create its characters, to a fantastical fictional world of
magic or superheroes? | intend to explore how gender, culture, ability, body types or other traits
are expressed differently in cyberpunk genres versus fantasy. | am planning to create a final
physical artbook, split into two sections of cyberpunk and fantasy, with character designs and
research throughout.

| want to delve into the rationale of how games like Cyberpunk 2077 [1] portray class and race so
vividly in its universe, and how ‘cyberware’ [2] can impact a character’s experience in the world
(akin to how concepts like race, gender and even disabilities could affect someone’s experience
in our everyday life). It is worth noting that since Cyberpunk 2077’s inception, throughout the
game and genre itself, lay orientalism and xenophobia. As covered by Kazuma Hashimoto from
Polygon [3], the main storyline of Cyberpunk 2077 is the ineffective dismantling of a large
Japanese corporation that pulls the strings behind the city’s major events. Even with the
negative portrayal of a Japanese corporation, it also praises and- some could say- appropriates
a mix of Chinese and Japanese culture (as seen in locations such as Japantown and Kabuki) in
the dystopian society, as if the fear of America no longer being American in the future is
dystopianin itself.

(4]




I am also interested in exploring why fantastical genres seem to have so many species’, like
elves, dwarfs, witches and wizards, Gods and Goddesses, and how the numerous species
would navigate their respective worlds being so intertwined with other species, and how this
relate to our lives. | find it particularly interesting that fantasy games specifically allow people to
experience a life other than their own. This is of course not exclusive to the fantasy genre;
however, it is only emphasised by how many different species other than human exist in these
spaces. As supported by an article from SDLC Corp [5], itis mentioned that fantasy games (not
limited to, but choice games are included in this) allow the player to explore different aspects of
their identity (again, not limited to, but including race, gender, age and class)with freedom and
without consequence. This allows for self-expression, and especially in games that allow
character customisation such as Baldur’s Gate 3 [6], the player truly feels immersed in the
universe, and are more emotionally inclined to care for ‘their’ character and their relationships
withthe NPCs and cast.
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Character design plays a big role in why or how our audiences can relate to characters in media,
and the mentality behind why someone may gravitate towards a specific genre. Split Fiction [8]
is a game that touches upon this— both main protagonists are fans of each genre (cyberpunk
and fantasy), and the further the player ventures through the game, the more they find
understanding in why the characters themselves find solace in writing about their respective
genre. Despite not being a half-cyborg, half-human, despite not being of an elven race— why
can we, as people, see ourselves in characters like these? This is what my final report will cover.




Aims and Objectives:

deliverables, intentions and timeline

As aforementioned, | would like to create an artbook on character design. In this, | may also be
exploring the different art styles that can be seen in each genre, time-permitting. The artbook
would be splitinto two sections, one would be centred around the cyberpunk aesthetic, and |
would be creating characters that fit into the aesthetic, whilst the other section would be
revolving around fantasy. | will be including my notes, research (both written and preliminary
studies), as well as the design process for each character, creating reference sheets and
including QR codes/links to timelapses of any final illustrations. | will also be conducting public
questionnaires, exploring how people relate to their favourite characters inmedia, and later in
the process, | will be creating a questionnaire on how my audience relates differently to the
characters that | will personally design for this project. These guestionnaires will be publicly on
numerous sites, such as LinkedIn [9], X/Twitter[10] and TikTok [11]. l intend to open this project
with preliminary research on two games of each genre. Cyberpunk 2077 (2020)/Cyberpunk
Edgerunners (2022) [12], and God of War (2018) [13] /God of War Ragnardk (2022) [14]. | have
chosen these two franchises as they were released at similar dates, | would consider them of
the same relative size, and the fact that they were both initially PlayStation [15] releases so
would technically have a similar pool of players. | intend for my research to remain as fair as
possible, and data from questionnaires will allow me to gather both opposing and agreeing
viewpoints.

My intended timeline is as follows:

1. Oct-Nov: Preliminary research into Cyberpunk and God of War; how their players
relate to the game differently, what they appreciate differently about the characters and
how their characters are designed— | will be doing this through articles on reviews of the
game and questionnaires for the public.

2. Nov-Dec: Then, | will shift my research toward character design in the broader sense in
both genres. In this stage | will start to create practical work using my research, such
as studiesin silhouette design, shape language and any cultural designs that are
appropriate to be applying in the future character design stage (i.e. in God of War, the
main protagonist Kratos is originally from Greek mythology, however the post-2018
games derive their lore from Norse mythology—how does this effect audience
relativity?). At this point, | will also be releasing the questionnaires for public viewing.




3. (INTERIM VIVA) Dec-March: | will then go on to creating the character designs. My aim
is to create at least two finalised character designs for each genre- with at least one
reference sheet for a character. As | am designing the characters, | will be including my
research within the artbook itself, as well as the writing section of my independent
project.

4. April-May: | willbe finalising the layout for the artbook in early April, as well as
hopefully getting it printed. If | cannot source a printer for the artbook, | will opt to create
itdigitally. | aim to finish my report in early to mid-April.

5. (FINAL VIVA) Early May: After | have readied the final viva, | will be creating a portfolio
website of work from this project and from previous ones, to prepare for the industry.

Finalised layout for
artbook and report

Start practical work, finish
questionnaires I FINAL VIVA
Oct I Dec Feb Apr I
Nov Jan Mar I May
I I I Final prep viva
INITIAL INTERIM VIVA Finalised character
PROPOSAL designs
DELIVERABLES:

1. Artbook.

2. Areportdelving deeper into this project with my
research.

3. Final presentation that summarises this project.




Resources:

brief overview of concepts, studies and literature to be
used

Some resources that | may opt to use in my research. This is a brief overview, and | intend to
include more in my future work on this project.

1. DrMick: a qualified therapist that plays video games with a focus on their characters- he
has played both Cyberpunk 2077 and God of War Ragnarok. [16]

2. Designing Creatures and Characters by Marc Taro Holmes. [17]

3. Fundamentals of Character Design by Meybis Ruiz Cruz, Randy Dale and Sweeney Boo
(8]

4. The Art of Character by David Corbett [19]

5. Creative Character Design by Bryan Tillman [20]
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