


   
 An investigation on how artists use techniques to create hyper realistic character design.














Abstract:
This research paper is about investigating hyperrealism and how artists use it in today’s industry, games, films and books. It is also about analysing and understanding horror for character design. There are experimental stages of developing a character design involving many different methods.
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ii. Introduction 
This project is about how artists engage their audience through hyperrealism in their designs, creating hyper realistic features through their own style. The artists that will be included in this research will be Hans Ruedi Gige, (H. R. Giger) and Aaron Sims. This investigation is about developing a creature design by analysing and learning the artists’ techniques, studying hyperrealism. The style of the artists methods could create exaggerated pieces through their design, which could be related through hyperrealism. Research is conducted for studying animals and human anatomy for developing the character design. The final character design is a then made into a digital painting. The painting is used for pre-visualisation and development for a short film, “Cellus”.
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	Diagram 1 - Project Layout
Figure 1



iii. Methodology
This devised plan is based on studying the technique of hyperrealism. To thoroughly understand the layout, the study will be based upon researching techniques through artists, films and documentaries. Which will support the practical side of this research study by going through designing stage of the creature. Designing the creature through various poses, which consists of monkey and human anatomy. Hyperrealism will be analysed through the artists and understand the method of hyperrealism, how it effects and draws an audience through their visual perception. 
a. Artists and films 
Hans Ruedi Giger, also known as H. R. Giger, a surrealist artist and sculptor. In 1964, he produced artwork, using ink and oil paintings. He then discovered the airbrush, creating more of his own unique paintings through his own technique of painting with an airbrush. His work is sexual and exotic creature design. In 1977, he released his most famous book called “Necronomicon”. The book was used as visual inspiration for the film, Alien, directed by Ridley Scott. In the film, H. R. Giger created creature designs for the “Xenomorph”, developing the creature through different stages of growth throughout the film. 
Concept art or concept design is known to be a visualisation of ideas, which is currently only written as words or thoughts from someone else’s head. The multiplicity and hyper realistic concept art create a fictional world, where the artists influences and develops a visualisation for a film, game or book. This makes artists feel inspired, which drives the production of a film, series, game or a book. Hyperrealism is becoming a “popular genre of art, attracting a diverse audience even those who might not ordinarily be interested in art” (T. Kazuhiro). As the hyper realistic detail of the art captures and draws their attention. 
How does this relate to Hyperrealism? These artists influence their audience through their creature design and hyper realistic detail. Hyperrealism is defined by the art style, including art which is characterised by capturing the realistic or lifelike illustrations through its exaggeration through realism. “Hyperrealism can create an atmosphere of Surrealism because nobody sees the world in such detail.” (Rushdie. S.) 
	[image: ]

	H. R. Giger – “FaceHugger”
Figure 2


To understand the creature design of the “Xenomorph”, are extra-terrestrial predators. They develop through different stages, starting from an egg, known as the “Ovomorph”, hatching a parasitic organism, “Facehugger”. Its main purpose is to find a host to implant a “Chestburster” embryo, killing off the “Facehugger”. The “Chestburster” develops and becomes an infant form of a “Xenomorph”, bursting through the chest, killing its host. Then it quickly develops into an adult “Xenomorph”. 
The fluidity and sexualised art on H. R. Giger’s paintings of the different forms of the “Xenomorph”, show immense imagery of terrifying living organism known as the “Facehugger”. This image in figure 2, which shows a fear factor of spiders and a sense of horror, where the creature has grabbed the face. In the film, it inserts another living organism into the body. This is sexualised, however influenced from H. R. Gigers art work. In a frightening way it pushed the production of the story, developing another sense of fear, which prevents the host from escaping. 
According to the documentary Giger’s Alien, during the designing process, H. R. Giger said, “a creature without eyes is driven by instinct alone would be far more frightening.” This shows, within developing the creature they have considered the design to be more predatorial and chilling to look at. When H. R. Giger developed the sculpture, he used layers of plasticine to add in cables, vertebrae of snakes. He also worked with Carlo Rabaldi who casted the creatures head, experimenting on the practical affects of the creature. 
H. R. Giger method of painting is using an airbrush. Depending on the distance, between the artists and the painting, the fader and lighter the painting becomes. Whilst examining an airbrush painting video, Geoff Bullock says, “As you can see, I’m not only controlling the thickness of the line and the amount of paint, I’m controlling how dark it is.” the paint brush digitally will nullify the affect. 
The genre however of both films Alien 1979 and The Thing 1982 is horror, which will be used as a main source of material of understanding how it is used and how the creature design creates a scary appearance for the audience. The alien creature design is often sexualised in H. R. Giger’s paintings; however, the design of the creature shows immersive and defining features of an alien species. 
By examining H. R. Giger’s art work, multiple of his airbrush paintings have dark backgrounds with very light shading, bring out the characters or creature designs. Although, this brings out the use of colour, making his paintings more horrific and terrifying the viewers standpoint of an alien organism, going in the character. 
	Furthermore, H. R. Giger’s method is to design the painting via a pre-drawn design, which is then taken to a canvas. Where it is then designed faintly for it to be painted onto. By examining his painting of the “facehugger”, the lighting affect is a big effect on the creature, as it points the main focus on the creature. Showing the skeletal creature, hugging onto the characters face.
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	Demogorgon 
Figure 3


A concept artist, Aaron Sims works in previsualisation, character design, environment design and key frame shots for films and games by creating digital concept art. His artwork consists of realistic creature design and hyper realistic detail. For example, the art piece produced by his team, Aaron Sims Creative created a 3D concept art of a creature, called the “Demogorgon”, developed for a series, Stranger Things. Through its creature design, use of shadows and lighting show exaggeration. The contrast of the lighting attracts the audience’s attention through the realism of the creature design. 
Aaron Sims Creative built the creature by using 3D, which was previsualised as a 2D sketch. By examining the sketch, it looked like it was a experiment, which was developed into a final 3D design. The method of their approach was to use 2D to previsualise the creature before developing the creature. The development of the creature comes to life through its silhouette and design. 
	Furthermore, the method that Aaron Sims use is to first produce a description and an aim to produce various creature designs. Then produce that character in 3D, where they can pre-visualise the creature in the series it was made for, Stranger Things. The creature is similar to a flower when it starts to bloom, giving the opening affect with a lot of teeth. However, by analysing the creature design, it consists of a skeletal anatomy and terrifying bone structure. 
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	Marvel’s Spider-Man Game
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	God of War 4
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	Red Dead Redemption 2
Figure 4


Within the video games industry, more conceptual artists provide previsualisations. “With new and more powerful hardware however comes the need to boost the visual fidelity and sophistication of the art when working on AAA games.” A growing factor about concept art in the game industry, this is because the art work is based upon building and creating a world or character for a film, game or book. As an example, the “diverse range of game and art styles” means that “the industry provides most artistic freedom” by its conceptual design. The hyperrealism creates a world that encourages more artists to build a fictional world. For example, the most recent games, God of War 4, Marvel’s Spiderman and Red Dead Redemption. In 2018, these games were released, along with concept art. 
A sci-fi, horror film, Alien. A film that was released in 1979, directed by Ridley Scott. The logline of the film is “a space merchant, vessel perceives an unknown transmission as a distress call, its landing on the source moon finds one of the crew attacked by a mysterious lifeform, and they soon realize that its life cycle has merely begun.” Throughout the film, the entire ship was designed and produced specifically for tight places for the actors, making them feel tense and uncomfortable by the atmosphere. Making the actors feel actual horror throughout the film. 
There is a particular scene, where the character, ‘Kane’ portrayed by an actor, John Hurt. Where he is killed by a “chestburster”. The scene is built up through tension by creating a scene, where the characters share a meal. Making the character being the main focus on the shots, to anticipate and create a tension for the audience, making it seem like something is about to happen. Using an everyday experience for the crew, it becomes this horrific scene instantly, where an unknown entity coming out of the character. 
In the scene, the actors were not told of the scene and the affects, to create a realistic sense of horror for the scene, disturbing and disgust the actors. In first discovery of the creature, the effects of the scene required the actor to sit, with a ‘fake body’ of John Hurt, where they were able to create blood splatter scenes. 
The Thing was released in 1982, directed by John Carpenter. The synopsis of the film is “a research team in Antarctica is hunted by a shape-shifting alien that assumes the appearance of its victims.” In a scene of the film, there is a scene where the character “the good doctor” tries to defibrillate another character, where his chest suddenly opens and bites off the arms of the doctor. 
In comparison to each other, both films present this use of a fear factor, where they build an art form or creature in a sense of monstrosity to terrify humans. Both films have their own unique style of horror and design of their creatures. The fear factors they use are the use of blood, guts and anticipation to build tension. Alien scene was particularly interested to analyse as they build the tension through the camera shots. However, The Thing was also interesting because it was sudden and unexpected, throwing the audience off guard. 
b. Character Design
The character design is an important development to this study, as per the research, understanding the anatomy and building basic knowledge of digital painting is crucial to developing the final design of the creature. This involves research of understanding human and monkey anatomy and research based upon building a creature from imaginative figure through silhouettes and poses. 
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	Diagram 2: Creature Design Map 
Figure 4


This diagram was produced to show the direct route for development, where research influenced the character design. It outlines the experimental ideas and the build up to the final character. The diagram is also used to understand what the aim is and using what type of research to develop the character. 
The method of building the creature, blocking out the pose is needed for the intention of storytelling. Then produce a basic construction of the creature and the facial features. Thirdly, building up the elements for storytelling, for example (figure) shows a mutation appearing of a character, morphing into a creature. Half human and half mutated creature. 
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	H. R. Giger – Figure 5


Visual perception is defined by what a person can see and receive information visually, through their eyes. Their judgment, however is entirely up to the person who perceives that information and makes a judgment of that specific drawing or painting. The process of the developed creature is visually showing reoccurring theme, horror. 
How is it horror? Horror is an intense feeling of fear of something. This is where visual perception is an important factor, where horror can affect an audience, depending on how it is perceived. H. R. Giger engages his audience through sexualised forms of creature design, but in a terrifying way. To identify standing features of horror in the creature design of the Xenomorph, is the teeth, an extending tongue, skeletal anatomy, tail, long thin fingers and large extending head.
	The identified areas of the creature design present a sense of fear and darkness of a predator. It intensifies the use of a dark colour, black. Which engages the audience of how terrifying the creature is and how the fluidity of the creature becomes horrific. As the construction of the creature, colour is crucial as it influences the sense of perceiving the creature. As an example, green is a common colour for the use of good, characters such as Shrek or the Hulk. These colours influence the audience in a certain way to think that the character was good. 
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	Creature Design References 
Figure 6




The method of building the creature design, is to construct the basic lines of the skeleton, which is built into the pose. Then create the silhouette using anatomy, which builds up to creating the design of the character by using visual inspiration, such as the figure
After providing the construction and the line work of the creature, providing a black and white over the image helps differentiate when approaching the lighting and shadows. Hyperrealism is a technique, which can immerse an audience to the realistic qualities, however it engages with its colour contrast and adjustment of realism in lighting and shadows. Therefore, the basics is the understanding the poses, character design, texture, perspective and the building layers of shadows and lighting.
To develop a creature design is to consider what type of creature and the character pose. As a main aim, the narrative of the character is crucial to developing the creature design. The character is described as a creature, but the character is transitioning into a sort of creature. The character is bipedal, humanoid character who has similar traits that of a creature. The narrative of the story implies that the character injected himself with a type of a serum. 
Furthermore, the research follows the creature design developing into its own character. By researching and developing the character, inspiration from both films, The Thing and Alien improves the design and concept. However, understanding the anatomy and the examination of different types of monkeys such as a Southern Pig-Tailed Macaque, Mandrill or Lesula. The monkey anatomy is important to consider, although the development of the creature design took a different route to approaching the design. 
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	All Pose Tests
Figure 7


	The anatomy of the character stayed human, however the transitioned part of the character has changed him into a creature. To show the development of the character design, multiple poses were developed using references and studying different poses. By experimenting with these poses to capture the feeling of a creature. 
Firstly, Photoshop software was used to create gather the reference material as one image. The images were collected from Google images, researching into different creature designs and films to block out the poses in silhouettes. The genre of the project helped to construct and design a character who is a hybrid character. This let me creatively define the character swiftly through storytelling elements, building the basic construction of the character pose and defining the characteristics of the character. 
To accurately design a character, experimentation is crucial to create a character. To first design the character, a block out the silhouette in different poses are used to create the type of character. Therefore, an experimentation was conducted on many different poses to test their genre and type of characteristics. Once the character is defined in the silhouette, it’s built through adding detail to the character design showing the overall appearance of the character transitioning into a creature.
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	Pose 1, Figure 8


The silhouettes were multiplied into four of the same poses, which was then experimented on in different designs of character. To detail the character poses, a consideration of the type of transition would the character have, will it be reptilian, mystical, alienated or will it be the beginning stage of transitioning? Therefore, different experimentations on the type of character was important to consider for developing the final. 
Through development, the silhouettes are developed into different stages, which shows detail the characters. Each silhouette is different to show a different body type, muscular, stocky or slim. The main objective test on different body feature and see where the infection of the character transitions into the creature. As an example, the aim was to target the left arm, where the character injects himself with a serum. However, as per each silhouette, the experiment lead to develop different things of character such as hands, nails, ears, hair, feet, trousers, hairstyles and facial appearances. 
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	Pose 2, Figure 9


During the development of these silhouettes, the age group was widely considered between late twenties to the late fifties of the character. To experiment on the silhouettes, there were inspirations from other characters such as King Kong and Godzilla. From the first silhouette of these drawings, it was a developmental of a skeletal and demon mixture. As the development goes onwards, there were similar features that are classed as a zombie, however the aim was to have a mixture of human and creature features. Therefore, the design was experimented to see which pose and silhouette would work. These silhouettes influenced mostly the age group of the character and the monstrous feeling of the transition, the character goes through. 
	The characteristics were appealing and identified as many different characters, however through developing the characters. A common facial feature was always appearing, which was the gruelling or horrifying expression. This intensified the silhouettes in each one the expressions, visually disturbing because of the claws and the way the mouths are gruelling with saliva. 
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	Pose 3, Figure 10


As per development, these silhouettes were unsuccessful due to the lack of character and creature features. The problem is that the pose was facing the viewer, which created the problem of having some facial features that may be a symbol or a sign that the character is a creature. From developing these silhouettes, a focus on the creature is important to create horrifying appearances. 
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	Pose 4, Figure 11


Proceeding on to developing the creature’s appearances, this pose created a better storytelling pose, signifying pain, transition of the character who turns into a creature. The experimentation of the characters were developed on the alienated, mystic and grueled appearances. Throughout these silhouettes, the drawings connected with the first experiments, developing the silhouettes in even better storytelling than the first. 
The development showed progression of poses and silhouettes, which were inspired by multiple artists, films and real-life reference. Each silhouette had a different approach, however as the silhouettes were developing, a common thing was developing the character design. Which was the design of the character, scruffy jeans, boils, sharp ears, sharp teeth, sharp nails. The development of the silhouettes influenced the design throughout each silhouette, creating the final character design. 
[bookmark: _GoBack]The main aim was important to get across, this is because storytelling is important in the silhouette as much as it is with a character design. For example, each silhouette can tell a story through its pose. As per development in each pose, there was an experiment on how to tell an audience a story of the character and in what way they would see the character in the silhouette stage. 
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	Figure 12
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	Final Character design 
Figure 13


In this character design, specific areas of the character were influenced from the silhouette stage, however as the character design was slowly appearing, there were many changes when it came to the pose. This was because the aim was to show the infected area of the arm, appearing with veins and boils leading up to the character change into a creature. Developing the face, the uncanny valley was in effect, where the mouth breaks the reach of realistic qualities of an actual human. This highlights the terrifying aspect of the image, which tells the story of the character transitioning into a creature. 

Whilst examining and analysing the artist’s work, films and reference materials. A noticeable trace is that they use fear factors to their advantage, creating a sense of horror. The most commonly used in their creature design is uncanny valley. The uncanny valley is commonly known as a phenomenon where it is a sense of unease of a person viewing something. In this case, in The Thing it would be the dog that turns into a creature because of the animatronics and melted plasticine, makes it look uncanny. 
iv. Conclusion
In conclusion, a wide variety of development visually presents that’s hyperrealism is an implied technique. However, during the development, hyperrealism can be achieved through manipulating the texture, lighting and shadows of the design. 
	Although successful in developing a final character design showing the specifics for the added affect. There is a final character design, which was the very first step to developing the character. However, techniques that need to be followed is adding shadows and lighting. Along with defining texture of the clothes and skin. 
	[image: ]

	Creature Concept Sketch
Figure 14


Before developing the silhouettes, an artist block occurred during the development. It prevented further changes of the character. Therefore, to carry on the character silhouette, a pre-drawn sketch was drawn to slowly build the inspiration and influence the design. Throughout the creature design, there was many other options in terms of drawing the silhouettes by using this character design as influence. To break the artists block was to be inspired and influenced by artists and their work. 
The creature design is an attempt to make them feel scared from the horror of the character design. This outlines an ethical issue, where this could have an impact on the youth and people with a cognitive injury or learning disability. For example, the final painting will give them nightmares or make them feel intimidated or overwhelmed. Which may cause them to dislike the character design. This is important as it may drive a particular audience away and affect them in a negative way. 
Although, the likeliness of the creature design being uncanny can cause an affect is an advantage to make the audience feel scared of the character. Where the character turned into a creature. To relate to, the humanoid character is at a disadvantage as it a similar trait to humans. Which people may automatically assume that the character design is that of zombie character, rather than an infected character, where the character transitioned into a certain creature. 
Throughout the development of the character, it improved drawing skills, development through poses, silhouettes and developing the appearance of the character. There was also areas of knowledge, developed an understanding of using fear factors to design the character. Through iteration and experimentation, the design came to life. 
Realism grew throughout the final creature design. However, through the stages there was an unsuccessful turn, hyperrealism was not added to the character design. By investigating all these films and artists, the development changed. Which was changed the character style into a comic style instead of going towards a hyper realistic look. The affect was investigated, how it is as a technique and that conceptual artists use to create realistic design to develop their art work. This way concept art can engage an audience, inspire artists and people to play a game or watch the film. Which also includes producing more in production. It lets an audience feel like they are an apart of the story and the universe its held in. 
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