How have character designs, animations and video games evolved throughout the years and their effects?
Within this essay, I will be exploring how character design has changed throughout the years. I will analyse how character designs have changed in animations, videogames and more as well as what could have helped to impact their changes. I will look at internet sources as well as book sources or articles as reference to help with my research and some of my own knowledge on some of this. I will also include some photos based on some research that I have made which will help to explain the research further.

The film and Animation Industries Character Designs have adapted and changed throughout the years. This is due to newer technology being developed and more films and animators turning to digital rather than sticking to traditional drawing. The first ever character design was created by Emile Cohl and J. Stuart Blacktop. This ‘character’ was merely a stick figure that was drawn over 700 times and then put together to create an animation, ‘Cohl drew 700 individual drawings of a stick figure and filmed them in movement to show it interacting with its surroundings’ (admin, 2023). This indicates that the first ever ‘character’ type design was merely just a stick figure within animation and gaming.
	An animator who has adapted their style for Characters is Walt Disney. His first ever character design was Oswald the Rabbit, which was developed in 1927 with the help of Ub Iwerks. Oswald was featured in a variety of different animations between 1927 and 1928 until he was replaced by Mickey Mouse. The first Mickey Mouse design was steamboat Willy who wasn’t around for long until they re-designed him and created Mickey Mouse and his friends. 
In the more recent years, most animations are now digitalised due to advancements within technology. The multiplane camera was introduced in 1937 was a piece of technology that Walt Disney used, ‘The multiplane camera is a special motion picture camera used in the traditional animation process that moves a number of pieces of artwork past the camera at various speeds and at various distances from one another’ (Disney Wiki. 2017). This implies that technology also plays a major role in development of character designs and how characters get created. However, there are some who still use traditional drawn characters for their animations. As an example of a modern animation that still uses traditional style drawings, Gravity Falls does exactly that. They take inspiration from older animation by sticking to traditional style drawings to make a more cartoony feel, but they also incorporate modern styles for putting the animation together to make it more fluid and realistic.
One example of 3D digital models used in animations is The Amazing Digital Circus, which first started is debut on Youtube as of 2024. The Amazing Digital Circus is a fully digital animation with rendered 3D digital models that show a variety of expressions. They originally started off as drawings on paper from initial concept designs but eventually they became fully created as 3D models for the animation.
‘Flat characters were called humours in the seventeenth century’ (Newman, H, 2021). This both shows and indicates that character designs as a whole date far back in time, except they were not called by the same name as they are nowadays. This also implies that character designs have been existing for a lot longer than people think.
 ‘Despite wide adoption of physics simulation for the animation of passive phenomena, such as fluids, cloths and rag-doll characters, commercial applications still resort to kinematics-based approaches for the animation of actively controlled characters’ (Geijtenbeek, T. and Pronost, N, 2012 Pg. 1). This suggests that although technology has been advancing and that there are now multiple ways to design characters or animate them, some companies still stick to the basics for some parts as it is easier to control and make sure things are perfect.

Character designs when regarding games have also adapted quite significantly throughout the years with the help of technological enhancements. From blocky 8-bit pixel designs to full 3D-rendered, almost realistic models, character designs in games. 
‘Early video game character design was limited by hardware constraints, resulting in simplistic and pixelated sprites’ (Andersen, G. 2024). This reinforces just how much of an impact technology has had towards the creation and designing of characters as it states that character designs were limited by technological issues meaning that characters could not be rendered or hi8gh quality like they are in more modern times.
	The first ever game character to be created was Pac-Man in 1980, ‘Pac-Man was the first mascot character in gaming’ (H. Betti Industries Inc, 2024). This references that Pac-Man is the first major concept character design and the baseline for many character designs in the future. This also signifies that Pac-Man was the starting point and the first major design to take inspiration from, which a lot of companies did take inspiration from. 
	The idea behind Pac-Man was also inspired from something else. As stated in an interview ‘Iwatani explained that the dynamic between his yellow hero and the ghosts was based on the old "Tom and Jerry" cartoons’ (Zell-Breier, S. 2021) which just shows that even one of the oldest video game character designs was inspired by other things before and during his creation. 
The development of 16-bit character designs were becoming more popular as they had slightly more apparent features and designs than that of an 8-bit character. Though 16-bit character designs were slowly becoming popular, they quickly became outshone by 3D graphics.
	With the development of higher GPU’s and better technology, came the advancement of 3D concept designs and 3D models within the 2000s. The use of 3D concepts, allows for more depth and personality to the designated characters as well as more facial rendering and outfit rendering. Though some 3D designs look slightly different compared to other versions of themselves based on which device they are presented on. This is due to the size of the screen, the light that gets emitted from the device and how powerful that device is. Most modern video games create intense backstories for their characters to give them more realism and most backstories have some link to the design of that character.
‘They are able to form lasting impressions and memories, mostly without their audience knowing’ (Bloomsbury Academic, 2020). This references how video games can have long lasting impressions when it comes to people playing them. For example, some games make players feel sad or upset with their sad backstories, leaving a gloomy mood whenever that person thinks of the game. 
Alongside backstories and technological advancements, character designs have also progressed through various concept idea stages. These concept ideas will range from poses and outfit designs to game play wise regarding video games. A great example of game character development is a game called Genshin Impact which released quite a few of its initial concept outfit designs and gameplay ideas for its characters. This shows just how much work and thought goes into the process of creating characters and that it’s not always as simple as it looks.
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				(Creativeuncut.com, 2020.)
These are a few photos of some of Genshin’s concept designs of a character which shows stages of animations, style/design and poses/positions.
One game that has exceeded in portraying not only its character designs in an old way but also its whole game in general. This game is Bendy and the Ink Machine. This game was created in 2017 by a developer called The Meetly. This game is designed to take inspiration off Mickey Mouse with the style and it features someone coming back to something left behind. The designs of the characters are supposed to represent old cartoon characters from the older era where character designs were only black and white. The game sticks to a general black theme, mixing reality with cartoons, showing a mix of old and more modern ideas.
A lot of video games also create well-designed characters and then have them die off to create tragedy within the story. ‘Video games are the medium of loss and death’ (Harrer, S., Knowledge Unlatched - KU Select 2018: Frontlist Collection funder., & Knowledge Unlatched - KU Select 2018: Frontlist Collection funder, 2019). This links to the idea that character designs are also a way to get the players more into the game and how the game looks as well as get the player to become attached and enjoy the characters company all to inevitably end that character off, which creates a range of emotions within the player. Some game companies do this to create more depth and realism within their games and make them seem closer to how real life works which enhances their games. However, sometimes it can lead to players complaining that their favourite characters have been ended.

In relation to semiotics, character designs of both the past and the present use a range of symbols and signs. Semiotics are used within character designs a lot. Gravity Falls is a good example for showcasing semiotics such as characters clothes, hats, the houses and trees and surroundings. 

In conclusion, character designs have vastly developed and improved throughout the years, using more advanced technology and skill sets, yet it still shows that animators, game designers and character designers in general, still take inspiration from old and previous designs. Character designs can take inspiration from anything, whether cultural or religious backgrounds to even mimicking the way old characters were designed and bringing back old skills in the modern era. With this knowledge, I am hoping for my research to lead me into creating my own intricate character designs that are inspired by modern and older designs and I’m hoping to be able to work for a game design company where I can use these character designs that I will have made.
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