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To what extent does character design effect
emotional engagement and player immersion in
video games?

-Aesthetics/Stylistic choices (Shape language, colour palette etc.)
-Narrative (Personality, backstory, relation to the game world etc.)

-Performance/Animations (Movement, facial features and expression etc.)
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Presenter Notes
Presentation Notes
My independent project cover what extent character design effects emotional engagement and player immersion in video games.

But when talking about character design I don’t mean just their appearance, but also what purpose does that character serve
What’s their narrative and back story and relation to the game world
How are their actions are animated and what expressions do they give off.


Performance Capture

-Motion Capture records major body movements
of a performer.

-Performance Capture also records voice lines,
subtle movements such as facial expressions and
gestures. [3]

fire baby, Johnny Silvefhand.

[2]

[4]


Presenter Notes
Presentation Notes
A critical part of my project covers performance capture.

However, hilst Motion Capture is the most popular term, it only entails recording major body movements of a performer.

Whereas performance capture takes that up a step and captures a performers voice lines and subtle movements such as facial expressions and gestures.


What industries use performance capture

for animation?
TV & Film Video Games

' [8]
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Andy Serkis has already stated that performance capture is already prominent in modern day cgi for films, as it helps transform an actor's performance into an avatar character. But in recent years we have seen AAA game studios also integrated performance capture into their animation pipeline.


Why use performance capture over
traditional animation methods?

P N g Pros: Cons:

-Realism and Accuracy -Not suitable for all animation styles

N - -Efficiency and speed -Physical constraints
-Consistency -Cost and Complexity
-Versatility in function -Post-processing requirements

[10] [11] [12]
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When it comes to using Performance Captures over traditional 3D animation methods there are a list of pros and cons,
By using performance capture, we can make our character come across a lot more life-like with their subtle animations, as well as the accuracy of how a character would move.
Performance capture can also be quite versatile as movements can be used for characters that aren’t quite human, such as Benedict Cumberbatch playing Smaug.

But performance capture cant be used for all animations, especially with stylised character such as Walle or Eve who don’t have faces of anatomical limbs. Physical constraints also play a part as performers are only human and they can’t fly or jump out of 12 story buildings.

Depending on the production, the equipment and stage quickly wrack up a large bill as cameras aren’t expensive and props have to be handmade. Finally, when all the performances have been captured, they have to be post-processed and developed to ensure they appear correctly; this could result in performances being retaken if not captured correctly.




Pcap Previz: Storyboard

Transformers

Blackout’s Rampage

LOGAN

oISA

Logan

SC FA Farmhouse Attack

Decapitation Scene

Storyboards by Marc A. Vena 006

[15]
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Moving on to the Performance capture pre-visuals, the process still takes on a lot of traditional animation previsuals for example story boards are always useful for planning scenes.

First we have story board of Blackout’s Rampage from Transformers, which shows how the artist visualizes destruction, and also how the soldiers are first confused by what they’re seeing and immediately begin to fire on the target after assessing the threat.

The Logan story board I helps a lot more with the actual direction of the shot as you have the shot reference with a short description of what is going to happen in that shot.

Then this inception hallway fight scene I found really interesting as in the scene two characters are fighting in a spinning room, so the storyboard is a drawing of just the room and the shots have been keyed in around the one room.

https://www.studiobinder.com/blog/storyboard-examples-film/


Pcap Previz: Character Conce

FROM HELL & 071 -~

[opposite] Marauder / [above] Marauder ideation—Emerson Tung

: : _ ;o [21]
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One of the most important factors of the performance capture is of course our character. Creating variations of concept art for one can help flesh out and spawn more ideas for one character. For the marauder villain in Doom they essentially took the Doomguy and did multiple variations, where over time he begins to take on a more demonic appearance.

Having concept art of the character within the games environment can also help see if the character really blends in to the game world.

Then finally a 3D sculpt of the character is made ready for rigging and animation.


b DR - DR

Pcap Previz:

Shot List

| A B ¢ D E F G
# Name Description | Props | character | set Builds | Notes
001 el _idle Idle with no weapon Elf
002 elf_idle_combat Idle with sword Sword ENf
003 oif_walk Walk forward Elf Take 3 is bast
004 eif_run Run forward ENf
005 eif_walk_start_forward Start walking forward Elf
006 el walk_start_right Start walking to the side EN
007 elf_walk_start_back Start walking backward Elf
008 elf_run_start_forward Start running forward Elf Take 5 is best - look for consistent speed
009 elf_run_starl_right Start running o the side EHN
010 elf_run_stari_back Start running backward EN
011 ell_walk_slop Walk 1o stop EN
012 el _run_slop Run to stop ElN
013  olff_climb_050cm Mantle over 050cm box EN 050cm Box Cul - 50cm is loo small for game
014 el _climb_100cm Mantle over 100cm box EY 100cm Box
015 el _climb_150cm Mantle over 150cm box EH 150cm Box
016 olf_climb_200cm Mantie over 200cm box EN 200cm Box
017 elf_vaull_100cm Vault over 100cm box EH 100cm Box
018 elf vaull_150cm Vault over 150cm box El 150cm Box
019 eolf_attack combo_sword_1 Sword attack right Sword EN & Ore Start from right swing
020 elf_attack_combo_sword 2  Sword attack left Sword  EN A& Orc Start from left swing
021 elf_attack_combo_sword_3  Sword attack overhead Sword EH & Orc Start from overhead swing
022 el block sword Block generic attack Sword El & Orc
023 ol dodge sword lefl Dodae left altack Sword EN & Orc

[22], [23]
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A previz element that’s unique to mocap and pcap, is a shot list.

A shot list is a list of all the animations that need to be recorded. A description of how they need to be performed, any props or setbuilds that are used and which character they’re for.


Pcap Previz: Set Building

[24], [25] [26]
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To ensure performances fit into the surroundings of the game world, a blockout is made of the scene in programmes such as maya or unreal engine. The block out is created with scale in mind in order to mark boundaries for the performer, as well as measurements for any props that would need building.


Traditional Animation Principles that can
apply to Performance Capture


Presenter Notes
Presentation Notes
While researching animation and performance I did notice that a lot of traditional animation principles still apply to  Performance capture,


\\/ﬂ:

Atriox - Halo Wars 2 WA S

\é%

Appealing and Engaging (27

-Capture audience's attention.
-Visually striking characters.

-Dynamic movements

Stylistic Qualities 128
-Interesting character design.

-Colour palettes, textures & [29]
materials.

-lconography and branding
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For example, Animation should capture the audience's attention and maintain their interest. This involves creating visually striking characters and sequences that are enjoyable to watch. Engaging animations often include dynamic movements, interesting character designs, and captivating stories that draw viewers in.

This is similar for stylistic qualities, by having interesting character design aesthetics, by utilizing colour palletes, textures and materials. Or by using iconography and branding.

So the character Atriox from Halo, his face is riddled with battle scars, he frowns and grits his teeth when he speaks, this match with a weapon that glows red helps indicate that he’s the bad guy similar to how the sith in star wars use red light sabers. As the colour red can be associated with anger, evil, warning.


Bane — Batman: Arkham Origins 4hyg®

Interpretive Qualities [30]

-Anger: Gnash teeth when
throwing the punch.

-Strength: Speed, impact and
aftermath.

-Camera angles: Low-angle
shots aid emphasis on power
through Bane's large stature.

{4
ARKHAMYORIGINS

[31]
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Interpretive qualities are key elements that allow viewers to interpret a character's emotions and intentions through animations. To enhance these qualities, animation techniques can exaggerate movements or expressions, effectively conveying feelings.

For example we can see that Bane here is quite an angrey brute character the way gnashes his teeth when throwing his punch.

Then his strength is shown through the punches Speed= cocks back in anticipation, blink and the punch has been thrown Impact=smashing batman to the floor, Aftermath= batman bounces of the ground and dust is thrown into the air

Then low camera angles help emphasis power through Bane’s large stature as his upper body is no longer in the shot.


Internal Psychological stages!3?

Anduin Wrynn — World of Warcraf@fiiiii:

-Subtle facial expressions and

P 00 NS

-Emotions, motivations and
thoughts.

gestures.

Anduin's PTSD:
Grievence
Anger
Confusion
Sorrow

[33]
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Internal Psychological stages Can help audiences Understand a character's emotions and motivations, allowing animators to create nuanced performances that resonate with the audience. 

For this example in the cinematic for world of warcraft, Anduin is having essentially a PTSD attack when being asked to fight again. The performance capture on the face really excels in showing different stages of emotions in a short amount of time such as grievence, anger, confusion and sorrow.


Arno Dorian - Assassin's Creed: Unityé)l

External Acting Stages(s4l

Evil soldier? = The way the child runs away
from him.

Arno has killed before = How casually he
walks up to the guard.

Arno is trained in combat = The finesse and
timing of his kill.

Posture = Portrays confidence

[35]
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Opposite to this, We have external acting stages that focus on the observable behaviors and physical actions of characters, including gestures and body language. 

Capturing realistic body mechanics is essential; Such as Arno Dorian here who casually struts up to this soldier and with such finesse dodges an attack and takes out the opposing threat. The body language of Arno itself can be interpreted as he’s a trained killer with how easily he does this. Also by having the little boy run away from the soldier and looking up in awe at Arno is almost as if he’s looking up to a hero or in this case an anti hero. His upright posture also portrays confidence which helps emphasizes he’s used to doing this.


Ellie - The Last of Us: Part Il  THELASTOFUS

PART Il

[36]
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Overall, the goal is to create animations that not only look good but also resonate with viewers on a deeper level, allowing them to connect with the characters and the story being told. By focusing on these interpretive and stylistic qualities, animators can elevate their work, making it more memorable and impactful.


Storytelling Through Visuals in
Video Games

[37] [38] 3 ” \ N [39]
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There’s many ways story telling can be implemented in to video games, and one I really like is through the visuals on the character. For example Batman Arkham city’s story takes place across one night, and as the player makes their way through the games story, they’ll notice subtle changes to the suit as dirt marks, cuts and bruises appear on batman, and even holes on his cape. 

Similair to mortal kombat where as the fight goes on, the more mutilated these characters become. However you never see a change in their animations, there’s never a sign of fatigue even though they’ve been fighting to the death.


Proposal — Storytelling Through Animation

| Health State Emotional State Enemy
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So for my proposal I have a 3D model of a character from Paragon, and through using performance capture I’d like to do multiple scenarios where this character is unsheathing his blade, but the way he prepares his weapon for combat is performed differently depending on his 
health state (so if he’s injured or tired, the blade will have a heavier feel to it), 
his emotional state (where if he’s confident he may walk around with his blade propped up on his shoulder),
And what enemy is in front of him, Where this would also play a factor in the emotional side of things


Thanks for listening!
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Thank you for listening, are there any questions?
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