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Abstract:

The purpose of this paper is to give insight in what to think about when designing characters for
games.

It takes up what to think about when giving a character the personality, the ability to speak,

the ability to act, and the graphical appearance, to either Playable characters, to Not playable
characters, to related characters, and to groups of characters.

It explains some human associations to colors, forms and emotions, together with examples from
successful characters we know about, and from characters that have failed.

It also contain a list of what should be included for a gamecharacter before it can be set in
productions.



Abstrakt: (in swedish)

Meningen med denna uppsats @r att ge insikt i vad att t2nka p- n®r man designar karakt®rer for
spel.

Den tar upp vad att t2nka p- d- man ger karakt®ren en personlighet, f°rm-gan att tala, f°rm-gan
att agera, och ett grayskt utseende, till antingen en spelbar karakt@r, en icke spelbar karakt2r, till
karakt®rer som @r relaterade till varandra, och till grupper av karakt@rer.

Den forklarar vissa m2nsliga associationer till f2rger, former och k&nslotillst-nd, tillsammans med
exempel p- lyckade karakt®rer vi k2nner till, och p—~ misslyckade karakt®rer.

Den inneh-ller 2ven en lista p— vad som b®r vara inkluderat f°r en karakt®r innan den skall s@ttas i
produktion.
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Introduction:
Hi!, My name is Fredrik Mattsson. Please... Call me fedde!

| am one of those who call myself a character-designer?.

I am when | write this still a iyoungé student whots largest goal is to ygure out how to make designs for characters that
not only I, fithe creatord enjoy, but also other people whoill encounter these characters of mine on one or two steps
through life.

Since | was a small lad, | thought that that pen | always had in my palm or between my yngers could create pretty
interesting lines, together with other lines on sheets of paper laid before me. Those lines together with a bucket of
colorful paint, and inspiration from the world around me created a visualization of the worlds in my fantasy.

Since the year | the yrst time ever played a game on a console?, | have created characters that | feel that | can identify
with. The most important character to me is a character who is inspired by myself. | know him, because we think the
same way, which makes me identify with him, which makes me like him, because he reminds me of myself. In this
way | think it is easier to develop this character because | already knows how he is gonna react, or act, because he is
going to react, or act the same way | would, if | could.

Other characters | created was characters | got inspiration by, and developed together with friends. We wanted to go
on impossible adventures together! But the ones we went on together werenit impossible at all. They sure was fun and
inspiring, but didnit include those fearful fantasy-creatures like three-headed dragons in shifting colors and bloodthirsty
vampires with long silver-gray hair, they didnit include travels to the inner core of the earth, nor space exploration
through teleportation portals connecting every solar-system in the galaxy. They at the most included building a shelter
for the night in a deep forest 100 meters away from the closest house, so that we could go home to sleep because it
was to cold to sleep outside in the wet northland we grew up in.

Anyway...

In order to go on these impossible adventures we created ourselves as we wanted to be in our fantasy. We drew
ourselves as what we thought was cool characters. We all looked alike, as our heroes in fteenage mutant ninja
Turtlest did. We could separate the characters by putting the yrst letter in our names on our own character, and dress
them up in clothes with our favorite colors. (We were lucky that we all had different colors that appealed to us.)

With our characters inspired by ourself we now went on these impossible adventures weid longed for, but in form as
pictures and text, as in the form of the magical media of Comic-books.

This was many years ago! The characters we created are still alive. | have taken upon my shoulders to raise them,

to educate them, to train them, and give them their own special personalities. The core is still the same. Theyire all
adventurers, but in their own way, inspired by what | remember from my friends from when we were kids, and inspired
by how live seen them grow up, and become what they are today.

And today they have explored every planet in the solar-system. Theyive been to other galaxies, they have been on
adventures in the jungle, they have searched the seas. They have met new friends, and fought many enemies, and
slayed three-headed dragons in shifting colors.

And why brag about my darlings like this? Because by developing a character in an hour may give a strong graphical
appeal, and might give it some personality. Everything is almost always about money in the gaming business, but |
will not think about that in this document! In the end there is the characters that have been developed with love and
patience that will have depth, and someone will notice the difference. | also encourage everyone to remember what
they created before their time of now, and get inspiration from it. Even if it didnit work back then because of different
reasons, it might work for other reasons later on. So remember and keep everything youive done and look back at it
for inspiration.

I will now continue by writing about character-designs for games.

ILike those who call themselves artists as for when they self think they really are an artist no matter what anybody
else sais they are or not. The ones who can decide for themselves if they are worth the title.

2Super Mario Bros caught me !, | could not understand how | could move the little man around the TV-screen by just
pushing some buttons with my right thumb, and moving my left thumb back and forth. But | liked what | saw happened
when | did so!

3Teenage mutant ninja Turtles created by Peter A. Laird and Kevin B. Eastman.
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When making a game with characters in it it is easy to just add the number of character into the game that is needed.
Depending on what sort of game it is, we need different sort of characters though.

*If we make a FPS(yrst person shooter) we may need as much of the character as at least one hand of it. One hand to
hold the shooting-mechanics. The rest you will not see anyway, so why design it?

*If we make a platform or an adventure game we need some sort of character that we can move around in some sort
of igame-worldo. Lets say we design a sphere. Give it two dots and a line beneath, and we have a face. A character
should have a face. =)

*If we make a text-adventure we need to design text that describe there is a character. Lets say we design it like this: {
Her name is Lisa.t And we have our character.

These examples | made here are actually characters, but rather boring ones. It takes more than make the character
work as a character in the game. The character also has to work as a character in the game.

The characters have to be interesting to the player. But how do you create a character that is interesting to one who is
playing a game?

C why and § how:
| write this paper because that | want to understand better how to create interesting and good characters in games.
Whether they are playable characters or if they are NPCs (Not playable character).

By looking at how characters have been designed in the history, and by looking at human associations according to
expressions, forms, colors, and emotional states. | will ygure out how to make characters that players will like and
might even relate to.

| will also relate this paper to a opinion poll that | made in the purpose to see what other people like in playable
character, NPCs and what they dislikes in them. And how these opinions relate to what persons they are themselves.

My big questions are:

*What role has characters in games?

*How do we give characters interesting personalities, and how do you make the player see the personality?
*What does players and other humans associate according to shapes, colors, expressions and acts?

*How do we make the player identify with the characters?

*How do we make the player get emotivly attached to the characters?

*What do players like and dislikes according to characters in games?

*What should be designed diffrent depending on what kind of character it is, and what the target audience are?
*How should a character be presented before a production of it?

My major literature when writing this paper is creating emotions in games by David Freeman, and Understanding
Comics: The Invisible Art by Scott McCloud.
| have used the Oxford model for making comments.

How do you create gamecharacters / NPCs?:

If we look at characters in classical linear narration(story) in books and ylms, the most important is the driving force
of the characters motivations and desires, standing against one or more obstacles. These things makes the character
interesting to the audience, and makes them identify with them.

The domination of a characters traits (How the character look upon the world.) should be relevant to the theme of the
narration. The different characters in the story are all important in different ways, and therefore divided into different
groups of main and minor roles. The main characters are either protagonists(The hero/heroine, or the character/s that
the audience can identify with) or antagonists (The obstacle/s in the other main characters way).

In text you can describe the character personalities in their actions and, inner dialogue. In storytelling using pictures
there are other ways to describe the character. There, you yrst of all use facial expressions and body language (, and
speech).

Humans, as we are constructed, feel it rather difycult to empathize with one-dimensional game-characters thatis only
ability is to speak pre-written speech and preform predictable actions.

Because we know they are not real people we do not treat them as people. We treat them more as objects applied to
guide us further in to the game then as people. We do this because we know they have no emotional depth.

Real people, human or not, are dimensional, and because of this game-characters should be as well. Especially those
who are important to the game.



What is a character?:

There are ways to make a player feel more, then less, for the character in a game. First let take a look on what the
characterization of characters look like:

Markus Montola and Jaakko Stenros write in their Beyond Role and Play? that Scriptwriter Robert Berman have listed
six important aspects of dramatic personae, and think that these can be applied to the design of gamecharacters as
well as scripts (ylm).

Here follows the dramatic personae:

The Dramatic Personae:

*Dramatic need provides a purpose, focus and direction of story; it is the reason why the protagonist is in the story.

*Point of view explains how the character sees the situation(s).

*Attitude explains how the character takes on the situation(s).

*Change makes the character intriguing and realistic.

*Weakness/negative traits makes the character realistic and and is also a convenient way of building obstacles.
This is also perhaps the aspect that the character will be able to change in her/himself.

*Mannerism/habits Identiyable parts of the character that differentiate it from other. (Berman 1997, 51-53)

They also write about how Egri (1960) describes the character as the sum of physical, psychological and sociological

qualities.

They write: Egri has presented an outline, a fibone-structured, for building what he calls a three-dimensional character.

These dimensions are presented in table 1 with addition and modiycations made by Lankoski, Heli® and

Ekman(2003).

By deyning the aspect of this bone structure, one should be able to build well deyned and believable characters.
Table 1: Bone structure. (Lankoski, Heli® & Ekman 2003, based on Egri 1960, 32-43)

Physiology:

*Sex

*Age

*Height and weight

*Colors of hair, eyes, skin

*Posture

*Appearance and distinct features (tattoos, birthmark, etc.)
*Defects (deformities, abnormalities, diseases)

*Heredity features

*Physique

Sociology:

*Class

*Occupation

*Education

*Family life

*Religion

*Race, nationality

*Place/standing in community (i.e. social status among friends, clubs, sports)
*Political afyliations

*Amusements, hobbies

Psychology:

*Morals standards, sex life

*Goals, ambitions

*Frustrations, disappointments
*Temperament

*Attitude towards life

*Complexes, obsessions

*Imagination, judgment, wisdom, taste, poise
*Extrovert, introvert, ambivert

*Intelligence

Every item listed in the table is not needed for a character.

1Beyond Role and Play tools, toys and theory for harnessing the imagination
Edited by Markus Montola and Jaakko Stenros



Do we now know what is needed to create a character that is interesting to the player?
Lets try go through the bone structure and discuss the aspects listed.

Letls make a female girl at the age of 19. She weight 70kg and is 176cm high, and have blue eyes, blond hair and
almost white skin. She always hold her head high and her shoulders back when she walk, nodding her sharp chin. Her
mouth is never smiling and appear only as a line under her pointy nose. She has a fever. She has hereditary a lot of
money. She is pretty strong. She live in the city in a house. She is educated to be a yreman. She live with her mother
and father and younger brother. She is a Buddhist. She is Norwegian. Her friends think highly of her. Her comrades in
the Kung fu dojo is better at Kung fu than her. She think that every person should be treated equal. She like movies.
She has no boyfriend. Her goal in life is to be liked and to have many to like. She donit like when people say they are
better then her. She gets angry very easily. She want to live forever. She think her nose is to big, and her breast are to
small. She imagine everyone think she is ugly, and she think everyone else look better than her. Her major in school
was math, and her favorite color is white. She is introvert. Her intelligence is normal.

And now as we read it, it was hard to grasp who this girl | just created is... We didnit even get her name?
But if we rewrite her description...

This is Lisa, she is a martial artist from Norway. She look like an average 19 year old blond with pretty blue eyes, but
think herself that her nose is to big and her breast are to small. That is why when she walks always tries to pull back
her shoulders and keep her head high. In this way she think her breast look bigger and more focus is on her sharp
chin then the nose.

She lives in a big city together with her family of a mother, father and a younger brother. They moved in to the city
when Lisas grandmother died and left them a lot of money. They are rich, but money cannot buy happiness to Lisa.
Lisas dream is for all living creatures to live equal together forever. She have learned the ways of Buddha, and did
become a yreman so she could save the lives of others. She always liked to watch martial art on movies. She always
liked the way the characters in them move. This is why she started to practice the art of shao-lin, Wu Shu. Thus,
everyone in her dojo are better then her in the martial arts, they think she is strong and think high of her ambitions.
Lisa is complexed about her looks. She think she look pretty good, except her big nose and small breasts. But she
always imagine that everyone else think she is ugly. The result of this is that she hides in the shadows so that no one
should notice her. This is a problem. Lisa wants a lot of friends, but is hiding, and never talks to anyone if she doesnit
need to. She longs for a boyfriend, but is afraid. She gets sad and angry if someone sais to her she isnit good enough.
It is not worth to ask, if the answer would be No!

She is also a math-genius, and her color of favorite is white.

This time it was easier to grasp who this girl we just created is.
g \I

.
A

{ Lets get back to Lisa later on in the paper.



Giving a character a personality:
David Freeman presents the Character Diamond! where he gives all major NPCs at least four different Traits.- That
is, one for each of the four corners of their Diamond.

Traits:
A trait is a major facet of the characteris personality, and thus governs how the character sees the world, thinks,
speaks, and acts.

All of the characteris action and speech is guided by his/her/its Character Diamond, Except for situationally
appropriate emotions. For instance if the character gets angry.

The Character Diamond is like an architectural blueprint. Building a house without having the architect design it yrst,
might probably make a rather bad house. Making a gamecharacter without having the character-designer design it
yrst, might probably make a rather bad character.

A Character Diamond does not have to include 4 traits. A major NPC does not need to have four traits. It might only
need three, or it might need yve? If a character have to many traits it might not be easy for a player to get a strong
feeling to who or what the character actually is, and might confuse him/her. So to give more then 5 traits to a character
might be dangerous, if it is not the meaning to confuse the player in some way with a character.

It is no rule, but, a minor character might not need as many traits as a main character.

A characters traits can be shown to the player in action and dialogue.

When giving a character its traits it might not be a good idea to try to balance the traits by giving, lets say a fistrongo
trait and then give a fisoftd trait to balance the character. That might give an interesting character, but will sure confuse
many players.

Nor it is a good idea to balance likable and un-likable traits.

It is no idea to confuse a player by making him/her wonder who his/her friends are by making NPCs ambiguous, unlike
it is a desirable effect.

What is the importance is that the major NPCs in the game are interesting. And by making a NPC interesting requires
at least 3 traits.

And use the characters traits! show them to the player. If a player play for a time and donit see one of the characters
show his/her/its traits, its might to the player not exist, and is therefor useless.

Might it have to few traits, or are they only hidden?

If a NPC start doing things that does not follow what its Character Diamond sais it will sure confuse the player. Follow
the blueprints!

A characters Traits should be something new, something that havenit been used to much before, or else the player will
notice, and will pay less interest in the character, and will not remember it after the game is over. So the traits canit be
clich®(one weive seen before).

Quirks:

There are other thing that gives individuality to a NPC than traits. What David Freeman call quirks? are something that
gives individuality to a NPC without being as important as a trait.

If a character trips a lot, this would be a quirk.

Quirks are another way of making NPCs interesting.

When giving traits to minor NPCs, there often would be enough to give them only two, or might even one trait. These
traits need to be interesting and unexpected.

/},-—' -
(22l
w4

"

i\

{ Lets try give our character Lisa Some Traits and Quirks.

yg.1 =
Lisais:

1: Shy (She hides in the dark)

2: Athletic (She is a martial artist)

3. Caring for other living things (Fireman and Buddhist)
4. Heroic (Fireman)

1Creating emotion in games, chapter 2.1

2Creating emotion in games, chapter 2.1
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Dialogue and expressions:

David Freeman points out that when NPCs speak it is often to give information about something that helps the player
go further in to the game. To have NPCs only give information can instead of give emotional feeling to the NPC,
destroy the emotion.

This is very true in many games. When giving information a NPC should show its traits in its dialogue and
expressions.

In mine opinion when asking NPCs a question the player should not get the answer s/he wants in the yrst time talking
to the NPC. If making the player ask 2 or 3 times before getting an answer from the NPC, the player yrst: makes
interest in the NPC, and second: might get information about other things that might be of interest when playing.

If the NPC does not give the answer of the question from the NPC, it might be the wrong NPC s/he is talking to. It
should not be made obvious who has the correct answer to a question. The NPC that the player should belive has the
answer, shall not be the one to give the answer. This NPCs role should be to give other information while it should be
someone in the game that is close to the NPC that is the one who has the right answer to the question.

By making it this way the player have to talk to more NPCs, and by doing so make interest in these as well.

Famito Ueda sais! that he thinks that the communication between game-characters to often are stiff and boring. Thatis
why he let Ico and Yorda hold their hands in ICO.

Graphical shaping:

Recognition:

If a gamecharacter is more then a character in a plain textadventure, it would be likable if it had a graphical
appearance. Depending on what kind of game the character is supposed to fiappearo in it would look different, and
depending on what role, and what the character is like, it would have different appearance. One thing all characters
should have in common thow, is a way to express themselves. Almost all characters have some kind of face.
Especially those who are supposed to be humans or those we are supposed to be able to relate to.

A face of a human (and many other animals as well) are build up by certain things. We are used to have a face upon
a head. But | would say that a head is of no importance when we talk about a face. | would call the face those things
on our head that we can express ourself with. The most important things for expressions on human faces are the eyes
together with the eyebrows, and the mouth. With these we can express emotions.

| would say the most important part of our face is the eyebrows. With these we can express several emotions just by
changing their direction, and even more by bending them differently. It is the same with the mouth. The mouth can
also take many shapes.

=| What is this? It is three lines! Three lines that together (if we turn the paper around 90A.) shape something we as
human-beings relate to as a face.

=) Now what? By bending one of the lines we now relate to the three lines as a happy face.

=( When bending the line in the other direction we now relate to the three lines as a sad face.

:] :[ :} :{ :[) :]) =0 =? =/ =\ =l :l :j =c =B =T =p =7 =D :()

Only by pushing some keys on my keyboard | can create several faces expressing different things.

| am sure | can explain my feelings right now better by adding 3 lines in a circle, then by drawing my face exactly as it
looks.

Why do | declare this? Because when one person is looking at another persons face, s/he sees the whole face of

the person. But! The things that s/he reacts to are the parts that are able to move, because they move, because it is
those parts that show the emotions(Except shifting colors in a face that can explain feelings). And because all humans
express themselves in the same way, because they in that way very easy can remember how to react to an emotional
expression then if they have to learn and remember every persons own way in shaping expressions in their face, they
know how to react to the shapes that appear differently depending on what expression is made.2 If we would take
away everything in the face that doesnit move in one or another way in order to making the expression, it would be
easier to the one looking at the face to see what the expression showed actually looked like, because there is no finot
movingo parts that disturbs the view. What is left is the eyebrows, and the mouth(, and some other parts that move

a little, as the eyes, the nose, the chin, the cheeks, the forehead and the ears.) And that is why | would explain my
feelings better by drawing just those parts that is important for expressing my feeling, then if | would hide the parts in a
jidderish of details.

If we now change from the person who is looking at the expression to the one who is making the expression, we are
now making an expression. We cannot see ourselves when we are making an expression, but we can still make the
expression! Why? This is because we have the ability to project our expression in our imagination in order to know

if we are doing it in the right way on the outside of our head (Hopefully we have control over our bodypart, otherwise
this wont work the right way). The part we think about when we imagine our expression are the same that we react on
when looking at another faceis expression.

Yes!, we all do look the same way, if we take away that rubbish around our face that gives our graphical personality.
Graphical personality can be a dangerous thing when creating characters.

1Super Play #097, p.63 In an interview with Famito Ueda,Director of ICO.

2Read more about facial-expressions and emotions in books and Articles written by Paul Ekman.
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When creating a character whom we want a player (our viewer) to identify with, it is more difycult to him/her to put him/
herself into the character if it looks like someone/thing that does not look at all as the themselves. And because we all
look somewhat the same in our expressions, it is a great idea to focus on these expression parts when designing a
characters facial appearance.

Examples on characters that are easy to identify with are: All iconographic faces! As: =) and =[.

The most iconographic of all iconographic faces is face. . . .. Did you get that? | wrote the word FACE in two
sentences back. We humans have invented writing to express ourself in. The word FACE contain four icons, called
letters, and are when put together in the way live done here a subjective description that everyone that understand the
word in English can put themselves into.

| did in the beginning of this chapter write(with letters) that it was likable to have a graphical appearance on characters
that appear in games other then a plain textadventure. But | guess the characters in those games also has graphical
appearance. They are only a bit more iconographic.

| guess | have to eat up my former words about graphics i textadventures? (Which | could do if | would print this paper
and then put it in my mouth while Iim making facial expressions. =() )

But even if the words FACE are the absolute most abstract form of the the graphical form a face can take, it is both
harder to notice in a mass of other letters, as in thefreakfeddefacefachionistfetish, and is hard to separate from other
faces. Can you separate FACE from FACE?, they look so much like each other.

To not confuse the players more then necessary, we should stick to a graphical appearance that at least contain more
then a facial expression.

We take one step further and look at some games that have characters that | am sure of almost everyone can identify
with:

Bombermanl! Bombermanis face is the most simple of all faces that are able to make
facial-expressions. It contain two eyes and two eyebrows. Depending on his facial-
expression his eyes dissappear completely and his only face is two eyebrows. We might
not identify with his fetish of throwing bombs on others, or his fashion, dressed as a ninja,
but welll sure identify with his iconographical face.

Bomberman (Hudson)

The Worms in Worms?! They have very simple faces pasted on
very simple bodies. As worms doesnit have faces in the real world
it is hard to identify with them. But in the game they have those vital
parts of making expressions, which they exaggerate so that the
player really see what they express, thus worms are very small and
hard to see.

Worms Armageddon(Team 17) /03
Ya.

1Bomberman made by Hudson.

2Worms made by Team17.
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In the example about Worms above, we ynd worms. These worms have been given human-like faces in order for
humans to be able to identify with them. Real worms express themselves in other ways. As do other animals, or, lets
say: other living things. The animals that express themselves closest to as how we humans express ourself, are the
animals most like us, the most related, which are, other primates. So we could actually understand expressions a
chimpanzee would make.

Understanding a dog would not be as easy to understand as a chimpanzee. Dogs express their feelings in different
ways than primates. For example they do not rely on their eyes as we do when making expressions. But for the
expressions for us to react on by using our eyes, they make some. If we focus on a dogs facial-expressions we ynd

a nose, two eyes together with eyebrows, a mouth and two ears. These are the most important muscular parts on a
dogs head for making expressions. Some of these parts humans also use for making expressions.

When humans are happy we smile, and show our teeth. If a dog makes a similar face we might react to it as a smile if
we would not have learned that when a dog actually are making a human smiling face, it is actually making the dogs
fimy teeth are sharp and will slice your body as easy as butter, do not come close to meo-face. A dog also use other
parts of its face to express themselves. Parts that a human is not used to react on, or are meant to react upon. For
example by changing the directions of their ears depending on what state of feeling they are in.

Dogs also put their tongue out of their mouth often. We might get insulted by this, if we wouldnit know it is what they
do when they sweat, because they have sweat glands on their tongue. So if we would design a dog-character that a
dog could understand, we would have to design their face in a different way than a human face, focusing on the parts
that the dog reacts on.

If we choose to not design a dog-character for a dog, but for humans as the target-audience, we should think carefully
before we designing its face. Is the dog supposed to act as a dog, and give the audience a hard time understand its
expressions? Or should we paste a human expressional face upon its head, so that we can understand it and identify
with it? Or should we make a mix between the two? The answer to that, lies in the purpose the dog have.

dog-like character that look like both human and fox-like in its face. He is Fox
McCloud from Lylat Warsl. Because of his fox-shaped nose, his mouth stay to
& the fidogo-like expressions, thus he doesnit have his tongue hanging out. His
| eyes express both fidogo- and human-like emotions.

Icons VS. Realism Vs. abstraction:

I have written about iconographic faces. A face can be iconographically abstract, even more than the word Face. It
can, as we all know, be looking more realistic, even BE realistic. But even if itis a realistic or a written abstraction, it is
always built up by color and form: round, obtuse- and acute-angled forms.

Using all these fiforms for faceso, and drawing lines between them gives us three corners. In the yrst we have the
absolute reality, in the second we have the absolute abstraction, and on top of all we have what creates them.

The Father, the Son and the Holy ghost.

In Understanding Comics :the Invisible Art2. Scott McCloud
describes these three corners in a diagram where he calls them:
Metaphor, Reality and meaning.

In other words: When designing a gamecharacter make sure it will
land somewhere between the three corners of the pyramid. If it
land somewhere else you havenit designed at all.

Here we see how Lisa would look depending
on where in the pyramide sheill be.

9.5
1Fox McCloud from Nintendos Lylat Wars/Star Fox-series.

2Understanding Comics: the Invisible Art, by Scott McCloud.

12



A Body:

A characters face, whether it is a human face, or a
dogs face, it can be more or less realistic, it can be
more or less iconographic, and it can be more or less
abstract.

But, whatever where the face is put on the triangle
diagram, a face is just a face. Together with
something connected to it, it is also a character. Even
if we put it on only a head, or paste it on a wall, we
get a character. Even if we put it on a worm, or if we
put it on a head of a full scaled human body, we get a
character.

I will not go in to details about how to make a
characters shape/body/appearance as realistic or
cartoonie as possible. If that is of interest so read
a book about anatomy or a book about drawing
cartoons.1

| will talk about the basics of drawing human like
characters here.

A human body is built up of several different parts.
The parts vital to at least creating a silhouette of a
moving human body are: A head, a neck, a chest/the
torso, the hips, two hands, two feet, some limbs(8),
and enough joints to hold the parts together and make
them able to move(the neck is actually many joints
connecting the head and hips, but when drawing the
character it is easier to think at it as one part.).

By connecting these parts in the right way we get the
shape of a human body. If the body seems strange it
might be because the different parts of the body have
strange proportions. To make the proportions look
acceptable, one should know that:

First of all! the height of the head is related to many
length of many other of the bodyparts. (Or if youid
prefer, the other way around.) The basics are that the
height of a grown man is 8 heads high. 2 heads up

to the bottom of the knees, then 2 more heads up to
the crotch, 1 more to the navel, 1 more to the height
of the nipples(1 head is also the length between the
nipples), and 1 more to reach the chin, and on with
the head and we have the height of 8 heads. If the
male, human character stand together with his feet,
and have his arms hanging along the sides, the length
between the outer lines of the calves are one head,
the height between the hips and the buttocks is one
head. The buttocks is 1/3rd of a head beneath the
crotch, and the shoulders are 1/3rd head beneath the
chin. The hands are about one head above the knees,
and the whole wide of the body is about 7/3rds of
heads.

1| recommend the How to Draw MANGA books for both them who want to learn about anatomy and about drawing

cartoony characters.

For those who want to get busy learning anatomy | recommend the books written by Andrew Loomis.
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This is the ideal proportion of a male according to Andrew Loomis! and many others. The ideal might seem a bit
different depending on where in the world it is set, some say the body is only 6 1 heads high. But at least we now
know how to make the proportions so they look human. A female body is slightly different, when her whole wide is only
2 heads, her width between the hips is 11 heads, and across the waist 1 head?.

The proportions also change depending on the age of the character. If he is about 15 years old, the height of the body
is 71 heads, if he is about 10 years itis 7 heads, 5 years itis 6, 3 years itis 5, and at the age of one year the height of
the body is only 4 heads high3.

Depending on what kind of character we shall make, and depending on what kind of a game we are making the
characters for, we can, or perhaps should, change the number of heads the characters height should be.

If making a comic book superhero, as the American type, the height should be at least 8 heads high, often 9. Some
brutes in these comics can even be up to 20 heads high?.

If making characters for a tile-based omnipresent RPG, the height could be only 2 heads.

Now do not think that the same rules about a 8 head high person works on a person that is 2 heads high. Because if
the character is 2 heads high, the crotch can impossible be at the height of 4 heads. No! The crotch should be lower
than the middle of height if the character is shorter than 8 heads. And if the character is higher than 8 heads the crotch
should be above the middle of the height.

By this | do not mean that one can keep the proportions of the head, while shrinking the body, or making the body
bigger. If doing that! the character WILL look strange! When changing the size of the body, the body should get
rounder as smaller it gets, and less round, the bigger it gets.

When a person is standing s/he is often not standing with the same amount of weight on both feet. No, to feel
comfortable s/he rest one feet while s/he puts the weight on the other. When doing so his/her hip fall down on the
side the foot is resting. To not fall when the center of the bodies gravity change when doing this, the shoulder on the
same side is lifted so that the center of gravity comes back to above the resting point of the feet again. This creates

a shape of the body that 3D-modelers would not like to modelate after. But when designing the graphical appearance
of a character we shall not think about the ones that shall make it in 3D later on. We can give them their T-pose of the
character after it is designed.

Quality:

To hold together graphically a game should hold everything graphically in the game consistent. So if we create one
character that is fotorealistic, rendered in 3 dimensions, dressed up like a Space Marine waving a torn banner true to
his God of Justice, itis not held together if the God turns out to be one of the NPCs in the game, and appears as a frog
with pink hair in its ear, rendered as a sprite from a 2D game, capable of doing only 2 animations. Well! | sure would
laugh as crazy, if there were some sort of humoristic meaning of the difference. Otherwise | would get very confused.
A game should stay consistent in its graphics!

Depending on what the game is about, but say we design a human character that is of the height of 8 heads. We
should also make the other characters in the height of 8 heads, if it is not that they are children, dwarfs, very tall
people, or old people. But try to make a human character that is of the height of 3 heads, but are as tall as the others,
and then try to make it yt in with the others will only remain as a try. A game have to have a graphical concept before
the design is set in production. A graphical style have to be set, explaining where on the triangle-diagram® the game
shall be. When that is decided the graphical design of the characters can begin.

1Figure Drawing for all itis Worth, by Andrew Loomis, page 26
2Figure Drawing for all itis Worth, by Andrew Loomis, page 27
3Figure Drawing for all itis Worth, by Andrew Loomis, page 29
4According to: How to draw comic book Heroes and Villains Part 1 iAwesome Anatomyo, by Christopher Hart.

5See chapter: Icons VS. Realism Vs. Abstractions.
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A NPCs Traits and associations:

When designing a characteris appearance one should design it as it is true to its blueprint. Remember the characters
Character Diamond? If the characters got traits that is possible to show in its graphical appearance it should. (I do not
mean the characters animation here.) Lets say that we dress up the character in clothes, which is one of the more
common ways of separate characters from one and other. We can give it a pair of baggy pants and a to big t-shirt with
some holes in it. On both the t-shirt and the pants there are traces of paint. We can assume that this character has the
traits Aesthetic, carelessness and softness. (Aesthetic as in a painter, assumed from the traces of paint. Carelessness
as in, perhaps not clumsy, but as in not think about the consequences, as in the traces of paint, and the holes in the
t-shirt. Softness as in the easy constructed clothes that are soft, as in a slacker way, and in the holes, and traces of
paint, as in that they doesnit matter if they are there.)

Now we arenit able to see how, because | left that to the imagination when | didnit describe the shape of the holes, or
the shape of the traces of paint, or the color of either the paint or the clothes. But depending on these we can further
express a characterts traits, and quirks, and even emotional state for that matter.

Now we will look closer at what we can express in shapes of different composition, and what we can express in
different colors, or combination of colors.

Lets start out with those shapes:

As we remember | said all things where built up from round, obtuse- and acute-angled forms. Depending on which of
those forms are used, different associations will be made by the viewer.

As we already know, the more iconographic combination of lines will be associated as more universal, than a
combination that are suppose to be realistic, that will be be associated as something speciyc. Can we also create the
associations of anger, of joy, excitement, closeness, insanity, pride, or agony? Can we create loudness, stench, cold,
calm, sour, hot?1

Yes! Of course we can. Lets look at these pictures:




