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ITERATIVE DEVELOPMENT
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For my first iteration of my character design, I followed closely to the work I had produced in the first half of the module. I wanted to keep to the Grecian theme strongly, though I struggled to see the outfit fit in the genre of ‘Souls-Like’. 

[image: ]This is a design of her face, utilising the colourful, attention drawing aspect I had planned beforehand.

While I liked this design (as it mainly fit the mood board I had created), I felt as though it was too extravagant for the world that I was placing this character within. To combat this, I delved further into researching the character design behind ‘Elden Ring’ [1]. 

I noticed that most characters stick to drab, unsaturated colours not to only fit in their environments but to tell a story. There is repetition between topics like death, rebirth, and magic-- the characters who partake in these are often representations of it, meaning they cannot be outlandishly coloured.

This meant, unfortunately, I had to sacrifice the ‘colourful’ aspect of Hera to make her fit within the hypothetical game I was creating her for. 
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Following my research, I created four more iterations. For the first, I tried to stick to the slight gladiatorial theme I had before. I tried to shape her ear feathers into a Corinthian helmet instead, and although I believe the design is interesting, it felt too ‘mortal’ and heroic. To combat that, I created the second design in sought of a ‘religious’ style outfit, as Hera’s priestesses often held immense religious and civic authority in Ancient Greece. 
	As I liked the second design, I delved further into the religious ideation. The following design after reiterated this idea. I felt, however, that it was too Aztec or Egyptian with the lack of layering, so I combined the two designs I liked the most (3 and 4). 
Switching my design to Hera exclusively (and disregarding the ‘Boss’ form), I wanted to keep the ‘beastly’ aspect of Hera that I had planned for, so I placed the feathers on her arms as though she is being taken over by it. I also wanted to make Hera a boss in which the player fights, so mobility and combat would have to be thought of within her design—this is why her legs are free, and the chain wrapped around her ankle is broken, but her arms are still tangled by the rope at her waist. I wanted to give the sense that she has broken out or escaped from her captor. 
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After I was happy with my design, I tried multiple different colour palettes. I chose colours in which have represented Hera in a historical sense, and the gold for a ‘Grecian’ feel. I tried to keep to unsaturated colours.

From my research, I also learnt that this genre (mostly) uses exclusively two colours for a palette, but changes tone to separate them. While colouring I tried to be careful with values as to not create a ‘muddied’ design.

I decided upon the middle one, as it was closest to my mood board and the colours are more seamless in comparison to the other two palettes. I thought that the red’s values were too close together and the purple was too obvious, so the green design was the natural middle ground. 

In the future, I think having a preset colour schedule could save me a lot of time in this process as I would only have to change saturation and hues. 





[image: ]ORTHOGRAPHIC


This is a small practice of orthographic sheets I created before moving onto my final pass. I wanted to make sure I understood the perspective and how to lay out the corrective guidelines. 
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This is the final pass for my character design, following my iterative designs and previous research. 

While I believe this character fits into the genre that I created it for, I am aware that it is far from my original mood board and previous designs. I think that, in the future, I can create an additional mood board a little further into my process, once I have the story and ideas written out. This may help me create outfit (additionally colour palette) iterations that are closer together, meaning I can utilise my time more effectively and develop a single design further. 



Please see page [8] for the final render.
[image: ]FINAL DESIGN
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