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Abstract
Most if not all movies, series, books, games and stories are focused around a character or characters. It can be argued that characters make a story but what makes a character? Then what goes into a character’s design or is creating a character and its design the same thing?
[1] “Character: 1. [noun] the mental and moral qualities distinctive to an individual. 1.1 The distinctive nature of something. 1.2 [mass noun] the quality of being individual in an interesting or unusual way. 1.3 [mass noun] Strength and originality in a person's nature. 2A person in a novel, play, or film. 2.1 [with adjective] A person seen in terms of a particular aspect of character.” (Oxford Dictionaries | English, 2017)
[2] “Design: 1. [noun] a plan or drawing produced to show the look and function or workings of a building, garment, or other object before it is made. 1.1 [mass noun] the art or action of conceiving of and producing a plan or drawing of something before it is made. 1.2 [mass noun] the arrangement of the features of an artefact, as produced from following a plan or drawing. 2 A decorative pattern. 3 [mass noun] Purpose or planning that exists behind an action, fact, or object.”  (Oxford Dictionaries | English, 2017)
The definition of character talks a lot about a character’s individuality and also their or its personality, while the definition of design talks about planning and art. Character design is a combination of both, in most cases a character’s design should reflect their personality and tell you the viewer who there are and what they are about just in how they look, the reason we say most cases is because sometimes the design can be used to misdirect a viewer for many reasons which would become apparent in a character’s respected story.
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INTRODUCTION
There are many aspects of character design, many thought processes and often much research that has to be done to define who a character is, what they look like, if they belong or fit in with the world they are set and even if they will appeal to your target audience or have a potential to market a product. 
[3] “Character design is a vital component of Pixar's work. Character is what drives the story and breathe life into a film. 
The design of characters for the film begins during the initial stages of the development of the film. Pixar's character designer’s work with the director as the script is still being written to bring the characters to life. As the concept and script of the film goes through many changes, so does the design of the different characters.” (PIXAR, 2017)
This paper is a look into just that, here we are going to look into how a character is created, where an idea can come from and how it evolves into what it becomes. It is a look into the very thought processes that goes behind a character and their design, what can effect a character’s look, the different techniques that can be used and what effect a design can have on a character itself. All this can be started in many ways but we will work through the process in a more categorical or linear fashion starting from the creation of the story or world that the character is created for, research and development that can go behind a character to make sure they fit into the world they are being placed in. The start of the actual visual design from the basic shapes and how they can affect the character in a particular way such as implying a personality trait and can affect their movement. Silhouette, how designing a silhouette and give the character definition to stand out. Moving on to detail, creating costume, hair, face, accessories to colour schemes, possibly looking into how advertising, creating a product or product placement can effect design and then finalizing. 
Methodology
This is a very broad subject and has a vast array of different approaches for a similar outcomes. However, there are also many set principles that should be considered or followed such as “the shape rule”, the shape rule refers to the basic shape of a character, this rule is often followed when creating basic or cartoony characters such as Disney, Looney tunes and Pixar, for example an upside down triangle usually is the base for a hero character or further in depth when crossed with a long rectangle can create a villain. Other areas that shape can effect is how the character holds or presents themselves, their movement and walk but all this can also be played with to misdirect the viewer, these are just a few basic areas with more in-depth capabilities that could be looked into in detail.
Another rule that should be followed is to do with the setting of the story or world in which the character is situated for example if set in a Victorian or “Steam punk” setting (which is popular at the moment) research should be done in the styling of their attire, even the slightest thing can change a character or even say something about them. On the other hand a character can be created then a world/ story can be built around them, both are legitimate ways to look at a characters design and neither can be considered wrong though some may argue either case.
Colour is also an important factor, this usually bleeds though into the whole aspect of a project, story or world. Colour schemes are generally researched and reviewed at the start of a project to know the world on which a story is based but can traverse from the character to world and vice versa. Colour can also be used to attract a view’s attention or detract it. A very good example of this is in the Warner Bros. cartoons and animated movies primarily looney tunes, they create the main characters to have a bright colour scheme often using primary colours while the back ground use slightly darker colours and some characters can be very dull to reflect their personality or persona.
There have also been characters created with the idea of marketing and producing products as the main focus, often done in standard advertising but is has bled into whole shows and movies such as Transformers to name just one widely known example.
These are a few things that have been explored and researched amongst all the things in-between.
Therefore, because this can be such a big subject to cover and several books can and have been written about the subject we have narrowed the research down by only trying to focus on two character types, that is heroes and villains also doing this give us a control. A few people were asked to take on the task of following some of the methods and principles that are commonly used in the professional and non-professional world of character design to create designs of their own. These subjects came from both artistic and non-artistic backgrounds. The research should hopefully show if these methods are effective and can be followed by anyone, they may also show if some methods do not need to be followed or if some people find certain stages too difficult, not helpful or even a hindrance to their creative ways. The principles and methods are have been split into stages and followed in order. 
First, stage one was to create a story or world in which their character is to be from, if only just a short background, description of powers/ abilities or personality traits. 
[4] “Think about the meaning of the word ‘character’. You’re supposed to breathe life into these things. Make them appealing and give them magic that will allow people to imagine what they’re like to meet and how they might move.” – Neil McFarland (PIXAR, 2017)
Stage two was to try and portray the character, personality or traits of the character in simple shapes for example.  [5](Blog.inkydeals.com, 2017)
As you can see with these iconic characters from Walt Disney’s Aladdin the first shapes were not as simple as just squares, circles and triangles but were still very simple and still seemed to portray the character’s personality and one could almost visualize the way in which these characters could potentially move just from the basic shapes.
Stage three is silhouette, this stage can help an artist visualize the best way in which to present the character and can also show the characters unique appeal. Here one could also consider props or weapons but these are also available at later stages and is at the discretion of the artist.

[6] (2.bp.blogspot.com, 2017)
Stage four, minor details. This stage is just so you get a better feel and look at your characters final out come before you add colour.
Stage five, colour. Colour can say many things about a character but when thinking of colour one must think of colour theory and what kind of colours will work in the whole project or world but for this particular part study we will only be consider the colours chosen for the stand alone character.
Stage six, details. By this point an artist should already know who the character is and what they are going to look like but it’s more about adding that little bit more personality and information about the character, also at this part an artist can add that little bit of flare to their character.
Stage seven, props and weapons (optional). Although every stage was optional the artist will be encouraged to try every step but this step could have already been done in previous stages or not needed at all. 
These steps have no general order per say and some can be missed but this is what we are trying to find out, whether or not there is a guide line rule or if we can start to think of some as obsolete stages.
Critical and Contextual Review
As stated previously the subject of character design is quite varied in opinions of practice and techniques, it is because of this, this research is being done. Many books, video tutorials, blogs and web pages have been produced attempting to tackle this subject but unfortunately not many peer reviewed papers, it had appeared in a few papers as a gloss over to get to the main subject and also a few have been written are more refined and target more specific aspects of the subject or targeting the subject in a specific field the uses character design so for this reason most research was taken by following publications, websites, webinars, video tutorials and blogs from industry professionals and published books, all have been researched to find out what artists within the profession of character design and concept art do and if every stage is necessary or can be done in a different order.
Project spesific research
Story/ Background
Creating a back story or background may not seem important to some people but to any industry artist knowing this is the direct first step to knowing what they are going to want to create and this goes for any design of anything but characters especially. Creating background doesn’t always mean making up something new or even knowing where the character comes from, it can also mean for whom you are creating the character for, if it’s for a project, a company or perhaps an advert, this is also accompanied by research. Knowing a character’s background also helps shape their personality and knowing the personality should also aid in the decisions made during the creation process. It tells you who there are, how they present themselves, what their purpose is and why they are being created. Aaron Blaise an art educator, website publisher for CreatureArtTeacher.com and well-known character designer, animator and director for Disney has a seven step list to “Great character design”. In this list after research and knowing actual anatomy which could also be considered research he states.
[7] “3. Know the universe: Character designs must serve the overall look of the film! The “design conceit” or “look” of the film is something that is developed as a part of the pre-production process. If your designs and images don’t look like they “belong” in the world of the film I can guarantee that they will be rejected by an art director every time.” (Cartoon Brew Connect, 2017)
Which shows the importance of knowing where the character comes from he then in the next step says.
[8] “4. Understand the Story (And How Your Character Fits): No matter how big or small the role of a character in film is, you should understand their place in the story and their motivations. It’s not just a matter of knowing the plot. You have to know their motivations… How does your character think? What are their needs? Are they happy? Are they sad? Why?
All of this information will begin to inform the look of your character and will give your designs a sense of attitude and life. This is what will ultimately help your audience connect with the character and ultimately make for a better design, and hopefully a better film.” (Cartoon Brew Connect, 2017)
We can also look what Tom Bancroft who comes from a similar background as Aaron Blaise having worked on some of the same projects and also video games mentions in his blog.
[9] “What does a character designer do? As mentioned in the definition, the character designer is usually the first person on a production (film, video game, TV series, etc.) to begin visualizing the characters from descriptions given to them for a given story” (Bancroft,2017) 
To look at character design from a different angle and medium Jon Burgerman, an abstract character designer puts his character personality at stage ten of his character design tips list and even though his characters have a very simple shape and form is very abstract personality is still on his list he states.
[10] “Interesting looks alone do not necessarily make for a good character design; its personality is key as well. A character's personality can be revealed through comic strips and animations, where we see how it reacts to certain situations. 
The personality of your character doesn't have to be particularly agreeable, but it does need to be interesting (unless your characters is purposely dull). Personality can also be expressed simply in how the character has been drawn.” (Burgerman, 2017)
Which further shows the importance of background and story for a character.
Basic Shapes
Starting with basic shapes can instantly tell you a lot about your character, it’s personality, it’s persona and how it moves, for a simple example, looking at body shape and upside down triangle is usually preserved as a strong man with broad shoulders, a circle generally shows an overweight character that can often be oafish and a long rectangle Is a tall slim character often seen to be wise or intelligent but obviously these can be played with, with the characters actual personality but if we look a bit deeper and start with the long rectangle then merge that with an upside down triangle we get the broad shoulders on a tall figure that usually represents a sinister character.
.[image: ]
This is just looking at humanoid characters generally because when turning an inanimate object into a character its shape is more defined by what it was before being turned into a character like the characters in Disney’s ‘Beauty and the Beast’ and not only does their shape express their personality or persona but when you see them you can imagine how that character would move. Although, research has shown that creating a character from basic shapes is more directly aimed for simple characters aimed at children and a younger audience as Pixar announce.
[11] “Characters aimed at young children, for example, are typically designed around basic shapes and bright colours.”” (PIXAR, 2017)
That being said the “basic shapes” step is still being left in the test to see what results will come out. You can however still create more detailed characters with basic shapes but they are more built up and consist of more shapes and not so generic shapes e.g. long oval shape or “sausage” shapes for limbs and rhombus shapes for the body with another oval or egg shape for the head and so on… which doesn’t necessarily give you definition to the character exactly but playing with the shapes can help.
[image: ]
Silhouette
Moving from the basic shape step when you have created your characters shape you can find a good way to repose and/ or add accessories to said character by testing their shape in silhouette to give the character more personality and life but according to sauces this has become a relatively new standard practice with in the industry especially the games industry where in most games a user only gets a split second to make out what the character is and which way they are facing also they could be at a distance so they can’t make out any detail. This is also used to give a character a defined look, a look that allows a viewer to know in the same split second which character they are and what makes them different 
to other characters. Even though this step is now primarily used for those purposes observing the silhouette being used by seasoned artists and professionals for a first stage you can really see the advantages of this practice leaving a creator with an abstract shape that can be made into an original design when adding the minor details and highlights when being created digitally. This stage can almost negate the props stage because a characters props or weapons can be created in this stage unintentionally but that decision is left to the artist.
Colour
[12] “There is a large array of emotional responses that are associated with colors. Some of these are obvious, some obscure. Certain associations are specific to a country or region, while others are universally recognized—being rooted in human anatomy or observable natural phenomena. Some colors can have different meanings, even opposing meanings, based entirely on context and application.” (ZevenDesign, 2017)
The statement above is prosaically the reason that a characters colour is important. Colour can tell a viewer or user even more about the character with the psychology of colours. For this an entirely new report could be written so as not to go into too much detail here is a link to help further explain the theory of colour.             https://zevendesign.com/color-association/ in this link there is a detailed article called ‘The Psychology of Color: A Designer’s Guide to Color Association & Meaning’ that has an outline of what colours have what meanings, what they represent and what psychological effect they can have on a person.
Detail
To coin a phrase ‘God is in the details’ however in this case details on a character are almost just trinkets, they are added to make a character ‘pop’ they can be the difference between cartoony or realistic but they do not necessarily change who or what the character has become unless the artist chooses to do that such as give the character a big scar or something along those lines which would then be a defining trait that would draw the eye and give them a new feeling but aside from doing such a thing, details are more of ‘a cherry on top’.
Props/ Weapons
If the details are just the proverbial ‘cherry on top’ then a prop or weapon can be many things depending on the subtlety. Keeping to the ice-cream analogy the character being the ice-cream then a prop can be the sprinkles, the sauce or even the bowl it is presented in. It can define a character but can also seemingly do nothing at all, like most things when creating a character it is up to the artist’s discretion. 
Results 
After setting a few people with different artistic experience levels and some that have none at all with the task of creating a hero or villain character using the methods stated we should now be able to see if what is said in the research, by experienced artists and professional artists stacks up to work for everyone, if things can be done in a different way, if some things can be left out or if it is not as straight forward as that.
evaluation and conclusion
Stage one: Story or Background
During the test the subjects were told that they could use the stages as just a guide changing the order or leaving some out if they wanted or found them too hard to follow but they were asked if they could try and not skip this stage even if it  was very basic or just suggesting powers their character may have, that being said for most of the subjects they found this stage to be the hardest because some of the subjects were not used to creating and imagining something original for themselves. This maybe because some of the subjects especially the ones that don’t work or don’t have aspirations to work creatively. The ones that were creative said that this stage both helped and hindered them, it help to know a goal that they were working toward but it also hindered their freedom after the story was created. As a stage for creating a character for no particular reason then it seems to be not necessary but when set with a purpose or in the profession world it is an unavoidable one.
Stage two: Basic Shapes
As stated before basic shapes seem to only produce characters aimed at chidren and younger audences, this talking about the very primative and simple shapes i.e the triangle, squre and circle. That being said, the in experenced artists found this step to be very helpful but the seasoned artist found the stage very basic and more of a hindrence when moving to the sillhoette.
The theory was wrong for this being a fixed step in the grander scale but a success if looking to create a children’s charater which proves the research correct but it is a helpful step for those just starting to get into charater design.
See appendix: A 
Stage three: Silhouette and Primary Form
According to the subjects this was also a mixed opinion stage. It would seem that the seasoned artists found this the best step to start their creation process, most of the subjects on the experienced side even made this step before creating the story. They used this stage to “feel out” the character then create its story. On the other hand the inexperienced artists found this stage confusing and hard to work with, they fell into the same problem as the experienced artists and found it hard to transition from the basic shapes to the silhouette but also they didn’t know how to use the silhouette as a pulped form to make a solid form.
This theory was correct at being a good step in character creation and one can see why this has become industry standard practice although, this is a step for the creative minded and is a step that takes a bit of practice the find ones way.
See appendix: B
Stage four: Colour 
All artists agreed on this stage and said it was not helpful in the creative process and didn’t give the subjects more of a feel for their character but they did all also agree that the right colours could help a viewer understand a character or help the character stand out and make it more distinguished. 
Theory here was incorrect according to the study as a creation tool but was correct in being an informative step for an outside viewer.
See appendix: C
Stage five: Detail
All the artists enjoyed this stage and tried to use it to give their characters more definition, they were disappointed that they didn’t have more time to refine this stage but shows conclusive results. 
The theory, research and study all seem to agree on this stage. The detail does add to a character, give them definition but just adds a little to the characters story but doesn’t really tell you more about them than any other stage does.
See appendix: D
Stage six: Props
This stage was never an integral stage and would seem that most artists had an idea of what props their character was to have during earlier stages so should not be a stage in itself but is part of the process as a whole.
Overall Conclusion
It would seem the study shows that there is no definitive recipe for creating a character. It shows that the method does depend on the artist and what they are comfortable with or what their aims are. The creative process is not something that can not be particularly pinned down and any guide is just that it can be used to help but not followed as a bible of set rules, an artist has to find their own road and mix up the techniques and processes to find what works best for them.
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Appendix A: Basic Shapes
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Appendix C: Colour and tone
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Appendix D: Detail
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Silhouettes of characters designed by Ben Mauro
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