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Task D: Iterative Development

Each of my iterative designs used the same base body sketch, as I knew this was the form I envisioned for my character. Using this blueprint I could rotate different head designs, allowing for easy comparison to one another when making my final decision.
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Iterative Design One:
This first design is an adaptation of a previous iteration I had completed, representing similar elements including the eyeball design and overhanging mouth. I like this design and it leans into the human/slug hybrid, conveyed with a mutant likeness.
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Iterative Design Two:
This design took inspiration from the sludge-like body design. I took this idea and translated it to the head, creating a melting, slime creature. I enjoyed some elements of this design, specifically the gloopy mouth and eye details. Overall, this design did not deliver the unsettling feeling I was aiming for. If I were to redo this drawing, I would remove the ‘hair’ portion as I feel this component takes away from the eerie tone I was wanting to convey.
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Iterative Design Three:
For this iteration, I wanted to convey a deformed, human-like creature. Unlike my other designs, this was inspired by Harlan Ellison’s ‘I Have No Mouth, and I Must Scream’ [1], in which a grotesque body, possessing no mouth, is inflicted onto a human. I believe the most uncanny designs are those that take the human form and twist it into something we recognise but can no longer understand. Although I liked the idea of this design, I felt that there was something lacking.
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Iterative Design Four:
With this design, I decided to push the experimentation further. I took mild inspiration from my previous assignment’s iterations, including the overhanging mouth and the melting eye sockets. I chose to add eyeballs within the sockets to give the creature a slight human feel. I like this design as I feel it delivers on the unsettling feeling. 
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Iterative Design Five:
For my fifth design, I decided to return to the human-creature hybrid, attempting develop what my third design was missing. The result was a recognisable human face possessing misplaced features. For me, this achieved the strange and uncanny feeling, conveying a mutated human hybrid.









[image: ]

Final Iterative Design:
Although iterations four and five were some of my favourites, I really liked elements of iterations one and two and felt that combining these would enhance their design. From this, I blended the forms together, refocusing on the slug features whilst representing a melting, mutated creature. I chose to pursue this as my final design as I felt that it stayed true to my initial ideas, whilst refining it into a stronger design.








Task E: Model Sheet
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Before starting my model sheet, I sourced a guide from The Invisible Thread [2] to keep my process informed and consistent. I tried to keep the model sheet true to my chosen iterative design, only mildly altering the proportions of the body into a fuller figure.

Drawing my model sheet digitally allowed me to verify that the top, back and side views were all proportionally accurate and aligned to one another, ensuring the design to be easily translated into a 3D model or other concepts. Finally, I added colour to the model sheet to make the character more distinct. 


Task F: Final Design
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I chose to represent my final design in the form of concept art, first completing the line art. Much like my iterations, I wanted the character to seem like it was reaching out to grab the viewer. As for the eye design, I felt this could be made into an effective focal point for the image.




To decide on a colour palette, I first viewed some videos explaining colour theory and how to apply it [3]. From this, I knew I wanted a mildly desaturated palette with grungy and muddy tones. As thinking in colour is not a strength of mine, I researched pre-existing palettes as a starting point. From this, I found a colour set that represented the hues I envisioned for my character [4].
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I chose this palette as I felt the brown/green tones would fit the skin, enhancing the sludge-like body, and the red would apply well to the eye flesh. By using this premade colour palette, it allowed me to stay consistent in my design and not deviate into different saturations or hues that are inharmonious to one another.
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Base colours placed over sketch. I altered the base skin colour for the iris to have a slight variation of colour whilst also keeping the colours harmonious and consistent.

Next, I viewed tutorials on how to render digital art [5] to inform my next steps. From this, I learnt the importance of value and accurate lighting. To ensure that my lighting was correct, I used the app ‘Magic Poser’ [6], allowing me to create a lighting reference on a human model.
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Using my chosen colour palette, I occasionally altered the brightness and saturation for the characters shading and highlights. Alongside this, I adjusted the iris colour to be a more saturated yellow to establish a subtle focal point. This decision was informed through colour theory. Focal points are often defined through a dominant and saturated colour, whilst the background should consist of desaturated hues as to not overshadow the dominant colour.
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To finalise my design, I needed to decide on a background colour. To keep my colours harmonious, I tried variations of red, of which is the complimentary colour of green. As colour is not one of my strengths, I found it difficult to settle on a colour based on what looked right, however, I eventually narrowed my choices down to the two colours shown. Although I liked the purple-red background due to its bruise like hue, I felt that the contrast of the red background elevated my character in a more noticeable way.
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After deciding on the background colour, I enhanced the scene through shading, alongside outlining the light source. After this, I felt that the image was still lacking in something. To remedy this, I added subtle ambient lighting by overlaying a pink-red hue where the light source hits the character the strongest. This results in the following, final design.
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After adding ambient lighting and subtly adjusting some shading, my final concept piece was complete. Throughout this process, I felt I advanced a lot in my rendering skills and understanding of lighting within character design. If I were to redo this image, I would incorporate the practice of perspective when drawing my character to ensure that the proportions and direction of my design is accurate, alongside experimenting with more dynamic perspectives.
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