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Introduction
This proposal will be exploring three key words, Concept art, Narrative and Games. Exploring three key words will help understand how visual storytelling through concept art creates a Game. Additionally, how character development and characteristics are made, and how concept art develops the game world. These options allow the user to explore imaginative new worlds with mythical beasts from old legends of folklores, hidden within a small Welsh village within the countryside surrounded by both mountains and forestry. 

Through this proposal as an illustrator, I hope to develop a deeper understanding of how concept art works on creating illustrations, along with a narrative to develop a new and interesting world. This is where others can explore and play within the game, engaging with the narrative, as well as creating a home and farm identity. This is used to make an income, to decorate the players home, also to buy animals for the farm, and to interact with characters within the game.

Concept Art
Concept art plays a crucial role as a visual representation of ideas, helping to shape the overall narrative in creative industries such as film, animation, and video games development before the production process begins. Before a single scene is animated and or a game world is built the concept art is the first step that brings the world and characters to life. It helps set the mood and tone, tying the narrative together for the entirety of the production.

The creative project in video games and or animations first begins with the project manager, or the group of people who is are in charge to manage the project. During the creative process a concept artist is hired to assist in the creation of the general feel and look of the overall project, as supported by Honkanen, T. (2017, p. 36). Often a concept artist can be brought in before there is a complete idea on what the project will encompass, or before there is a design document. In some cases, concept artists can have a strong influence on the direction that the overall project may take.

The task that the concept artist has is to visualize creative imagery that will help the illustrator, 3D and level designers that are involved in the project, who create the assets that can be implemented into the final outcome.  Regardless of how many artists are involved in a project, having a dedicated concept artist or a team helps ensure the concept art maintains a consistent look and feel. The primary role of a concept artist is to bring ideas to life visually.

A rough idea is often developed by the project manager or the lead visual artist, it is then sent to the concept artists for visualization. The rough ideas can range from purely textual to visual reference in the form of sketches. Once the project begins, concept artists are expected to create work in a short period of time to produce results for the project. Traditionally, concept artists are expected to work locally inside the business to which they are expected to produce concept art, so they can quickly show the visualization of ideas to the project team members so they can provide feedback to the concept artists. Working remotely is also possible, but the feedback tends to be longer due to the time zone differences and emailing tends to be considered not as urgent as a face-to-face conversation.

The concept art for this project will concentrate on the development and design of the characters withing the games, also the development and the atmosphere of the game world with Welsh culture incorporated, this includes holidays, mythology and language and a translation of text for non-Welsh speaking players.


[image: ]Figure 1, image of St. Daved 

The concept art will be based on a few of the different Welsh holidays such as Dydd Gwyl Dewi Sant/ Dydd Gwyl Dewi (Saint David’s Day), This holiday is a time to celebrate Welsh culture, heritage and the legacy of St David, who is revered for his life, teachings and miracles. There will also be concept art based on an event to celebrate the Eisteddfod (National Eisteddfod of Wales) a Welsh cultural festival where people come together to celebrate and compete in various artistic and literary activities, which is a long-standing tradition in Wales.
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Figure 2: image of the Eisteddfod (3ed of Aug 2024)

The concept art of the characters will have a wide range of illustrations and rough sketches of the planning stage of the character development and designs of each character that will be incorporated within the game defining their unique characteristics. There will also be a few different designs of playable characters that the players can select, these have different outfit options for the players such as different hats, shoes, clothes and accessories that the player can buy in game with the money that make from their farm. Additionally, there will also be different pet options that they player can select. 

Character development theory, particularly from sources like Vogler's (2007) "The Writer's Journey," suggests that the visual design of characters is essential in conveying their roles and growth within the narrative. Through the evolving appearance of the characters, the player can see the development of their personality and relationships over time, enriching the overall storytelling experience.


Narrative 
Narrative plays a key part in the gaming industry as a crucial role in immersing the players into the story of the game, giving context to gameplay and creating emotional connections with the characters and the game world. Regularly players play games based on the artwork, characters and the narrative that the players can follow along with, while enjoying the game.

Narrative within games is not just there, it is an experience that helps introduce the players into interaction helping them immerse themselves into the story-world, discovering new elements and exploring the game world often helps the player build a narrative of their own.

 As a player often or not you want to experience a new and fascinating world with an interesting and captivating narrative behind it, such as a world full of fantasy with kings, queens, nobles, knights, elves, fairies and many more mythical beings with magic and science working together within the world. An example would be a game by the name of Legend of Zelda (The official home for The Legend of Zelda, 2024) which was directed and designed by Shigeru Miyamoto and Takashi Tezuka where Miyamoto produced the game, and Tezuka wrote the Narrative and script. A statement by Miyamoto about the game-

“The game features a world of swords and sorcery, and you adventure across this spectacular land called Hyrule, so it seemed appropriate. When throwing out all sorts of ideas for names and assigning them to enemies and so forth, we thought Hyrule sounded perfect for the name of a region.” 
 (Miyamoto, 2016 p.5)
This strengthens the statement where both narrative and concept artwork create a whole new world.

 There are also players who prefer war genres that have a compelling action-packed base, where they must save the world in some way with a story behind it where the player must uncover the secret behind the mystery of how it all began and how to resolve the problem. However, not all games have a full immersed narrative behind them. One game with a strong narrative that has a large fan base, is The Legend of Zelda, a game that has many versions with a different narrative that follows the key parts from the story and the main characters of the original.
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Figure 3: Legend of Zelda Fandom (2021)
The story follows a young elf-like boy who is named Link, where he must save the kidnapped princess from the Villain called Ganon who is a demonic like being. It is set in the fantasy land called Hyrule where the player playing as Link can fight monster and explore the world within the game. The player can also interact with many different characters that helps the narrative develop to find the ending with a different quest set for the player from the characters within the game. This acts as summary of the narrative behind the Legend of Zelda franchise.
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Figure 4: Legend of Zelder 30th (2018)

Many players within the Legend of Zelda fan base enjoy playing the game because of the fun and captivating narrative of the main story line of the game and they engage with the side stories that are within the game given to the player by various character that help the main narrative develop (The official home for The Legend of Zelda). Additionally, this attracts many players, due to the beautiful artwork and characters, with each role being different and unique (Zelda Wiki - Fandom). Each of the main characters that the narrative revolves around have a story behind their character. 

For example, the main character Link has a backstory which varies across different games and timelines, but he is generally presented as a hero who has been chosen by the goddess Hylia to protect Hyrule from evil and where he must help princess Zelda stop the evil villain Ganon or other malevolent forces. This allows the player to connect with the characters more and adds more depth to the narrative of the game. 

A quotation from the “GAME DESIGN AS NARRATIVE ARCHITECTURE” by H. Jenkins where he is saying,

“I find myself responding to this perspective with mixed feelings. On the one hand, I understand what these writers are arguing against - various attempts to map traditional narrative structures ("hypertext," "Interactive Cinema," "nonlinear narrative") onto games at the expense of an attention to their specificity as an emerging mode of entertainment”
(Jenkins, 2004, p.1).

As a gamer, one might find this quotation compelling, as the relationship between games and storytelling remains a divisive topic among fans, designers, and scholars alike. 



Games
There are many types of games, but the proposal will only discuss console, PC and video games. There are many popular types of game with different fan bases for each genre such as fantasy, war, life simulator, apocalyptic survival and many more. As a gamer, one finds a game that matches interest but sometime there are games that compel many different fan bases to come together because of how well developed the game is, regardless of the type of game. 

A specific genre of game that is popular are simulation type games that allows the player to experience a different life through their character, where they can build their own narrative such as Sims 4, Stardew Valley, Coral Island and Farming Simulator. These games allow the player to interact with the game world to make their own narrative, for example within Stardew Valley the player can develop their own farm, make an income to expand it, farm animals, grow food and interact with the different character that live within the town next to the player’s farm. These games act a method of escapism and well-being, through their use of fantasy and developing awareness of looking after a virtual habitat.
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Figure 5: Stardew Valley Farm (2017)

In Stardew Valley (Stardew Valley Wiki) there is also an option for the player to make a family, where they can interact with a set of romantic characters. The player must build the characters trust and later develop the romantic side once the friendship has evolved, the player can also gift items to the characters and go on outings, where there will be an event where the player will see a cut scene to learn more about the characters that live within the town.

 Colour theory plays a significant role in this dynamic, as the use of specific colours in the game helps to visually communicate the emotional tone of the relationships. For example, warmer tones like reds and yellows are often associated with affection or romantic interest, while cooler tones such as blues and greens are used to signify friendship and trust (THE LANGUAGE OF COLOUR IN CHARACTER DESIGN).  This subtle use of colour enhances the emotional depth of the player-character relationships, reinforcing the narrative as players progress through these social dynamics (THE LANGUAGE OF COLOUR IN CHARACTER DESIGN). 
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Figure 6: Romantical characters in Stardew Valley (2017)

This proposal outlines the key elements that will be developed for the game and reflect mechanics found in Stardew Valley, featuring characters the player can befriend and interact with, as well as romantic options that allow the player to shape their own narrative. This game will also incorporate Welsh folklore to help the users learn more about Welsh heritage and will have Welsh text and dialogue with a translation. This game’s aims are to share aspects of the Welsh history, and the many stories taught in Welsh schools, while also highlighting the beauty of the Welsh language for a wider audience.

Conclusion 
In conclusion, research of the three key words Concept Art, Narrative, and Games has aided the connections between these areas, this has directed my ideas for next year’s project. Through my research I learned a lot about the industry, that I would like to work in once I graduate and how much more I need to learn about perspective and landscape, also about how concept artist work and the role they play within the gaming and animation industry. 

Additionally, theories relating to character development, such as those presented by Vogler (2007), have influenced the narrative structure and emotional development of the intended game’s characters. This research has helped strengthen the ideas and the narrative of the intended game, therefore resulting in how I want the overall project to work.

The key question that has emerged from this research is: How does visual storytelling function in video game concept art? Further research will be conducted to deepen the understanding of how visual storytelling is employed in the creation of concept art for video games. 

The researcher proposed practice-based project will consist of concept art focused on the character development of in-game characters, including the romantic characters and various background characters who inhabit the town. This will also include character turnarounds, facial expressions, and outfit planning, as well as the extensive work behind creating the narrative of the game through concept art. Additionally, the project will feature illustrations of the town itself, along with a town map that players can access within the game. There will also be illustrations of mysterious characters and mythical beings that the player must uncover the secrets of the town.


Overall, this research has explored the intricate relationship between visual storytelling, concept art, and game narrative development. By examining the process of character creation, including the design of romantic and background characters, as well as environmental elements such as the town and its map, gaining a deeper understanding of the essential role concept art plays in shaping both the gameplay and emotional experience. 


And discussed what the project will involve where there will be detailed work on character turnarounds, facial expressions, outfit planning, and the integration of narrative elements into visual design, all of which contribute to the overall storytelling in the game. This practice-based approach will not only enhance the technical skills in character design and concept art but also provide valuable insight into the collaborative nature of game development, particularly in how visual elements communicate key aspects of narrative and character development. Moving forward, further research will focus on refining these concepts, ensuring that the art and narrative align seamlessly with the overall vision of the game.
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