The importance of shapes and silhouette and how it affects character design
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Introduction

Character design is an important aspect of game; it affects how players will understand and engage with characters and the games they’re in. I will research into character design with a focus on how character design applies to games, why it is important and how to use it effectively. Researching into this topic will allow me to improve upon my own character designing capabilities, I aim to be able to create character designs within game context using the methods and knowledge I gain from my research into how things such as shape language effects how players will view and perceive the character. I aim to explore how my designs are seen by others using surveys to gather what people think and then improve on my designs using the information gained from the surveys to further use shapes to communicate character traits and intentions and using silhouette to create recognisable characters. I will use Photoshop to create my character designs using the research I have conducted to create designs attempting to use shape language and silhouettes effectively and I will use Google forms in order to create surveys about character designs and record reactions to my designs in order to adjust them based on the responses to make them more effective. By the end of the project, I will have produced character designs that have been developed using research into what makes character designs effective and use the responses and feedback gained to further develop them to create an effective character design. I will create designs with my existing knowledge of character design before researching to compare my designs after research and feedback. In order for this project to be successful I will need to keep myself on a schedule to make sure I have time for drawing the character designs, researching, and gathering data on responses for my character designs to be able to really utilise the knowledge I gain from doing this project and actually improve upon my ability to design good characters that are readable, effective, and cohesive. By doing multiple designs over time I will be able to apply the feedback I gain to my designs combined with the research conducted and be able to see the impact it has had on how my characters are designed, improving my knowledge and skill of character concepts and designs overall. 

Potential Timeline
	October
	Research sources and compile them and start planning designs


	November
	Create designs based on preliminary knowledge and research, try set up survey


	December
	Compile research and data into the interim Viva

	January
	complete and present interim Viva

	February
	Use data gained to further research and develop designs

	March
	try set up another survey, compile data and research into the report

	April
	complete and hand in report, start work on finalised designs and viva

	May
	present final viva and designs



Research

Character design has been researched and explored for years, the concept of assuming character traits based on appearance and first impressions is far from new, in 1946 Polish-American psychologist Solomon Asch published a paper ‘Forming impressions on personality’ [1] on how people make impressions of others and make assumptions based on certain traits which has been applied to character designs and development into shape theory and using silhouette to define character. Shape theory in character design is used to show and imply traits based on design alone, three main shapes are used being and combined to create characters that viewers and players will be able to recognise and associate personality traits and alignments with, circles which generally communicate a character that is potentially playful, unified, friendly, and comforting, triangles can be associated with things such as power, action, energy and potentially aggression, squares can be used for characters who are stable, trustworthy, secure and equal, ‘Creative character design’ chapter five [2] details how each shape can be used effectively for character designs and help to build a silhouette, building a character on shapes allows for a strong silhouette that can be used as the base for smaller design details while keeping the traits present. Shape can be combined to create more complex characters that give off a mix of traits or to empathise them, page 57 of ‘Fundamentals of character design’ [3] goes into detail on how combining shapes can be utilised within character design and how transforming the shape can also alter the perception of traits without changing the base shape. ‘Creating characters with personality’ chapter two [4] talks about the use of variance in character design, how using shapes of differing sizes can help empathise certain features and traits while also creating a more interesting character, using a mix of straight and curved lines together can make a design flow together better and feel livelier. Silhouettes can be created quick and easy during the design process, this helps to create several explorations that utilises shape language to create a personality and communicate traits and create a design that flows together without working on the details of them making use of variations in the shape sizes to create a cohesive design, silhouette exploration can be done until a design is chosen to be detailed further, Chapter three of ‘Creative character design for games and animation’ [5] delves into this as a process on the brainstorming area of character design, chapter ten of the book also goes into detail on how a silhouette can be used to highlight areas that would benefit from exaggeration and emphasis to create a clear personality and recognisable silhouette. Silhouettes are important and can be used in games to help players not only assume personalities but to identify characters, ‘The illustrative world of Team Fortress 2’[6] explores how silhouettes are used to make the identification of classes easy for players to recognise while playing using shapes and negative space to indicate to players what they are currently fighitng at a glance meaning the silhouettes of the characters actively affect the gameplay beyond just a cosmetic level making it extremely important to games. Character design is also important as it can tell the player what game they will be playing, it will tell the player the kind of character they are or will interact with, the style of the game and may dictate whether they’re inserted in playing at all, ‘Character Design in Games Analysis of Character Design Theory’ [7] goes into detail about why character design is important and how it affects games.
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