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Topic_08 game Prop Concept
Research is everything!
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· find real life reference of similar everyday objects. Collect library of visual references the more the better.
· Learn about the prop. What’s the story behind this object? What it does? Is any magic involve? 
· Find examples of similar props – in games, in movies
· Compile reference board of images for prop idea development and inspiration
· Write short description of prop functionality
· Draw a concept 
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Prop design principles:
· Suggestion of Functionality. (Have function and utility). If your intent to present a technology that has no real or existing counterpart, try to suggest a ‘narrative logic’ to the technology in its visual form. 
· Suggestion of Substance. (Make metal look like metal; use screws or rivets to show how it is supposedly assembled. Use hinges to show if a lid can be opened.)
· Suggestion of History. This means they are deliberately ‘aged’ using various texture painting
· Suggestion of Magic (In some instances it is worthwhile to suggest a magical functionality)
· Striking silhouette
· Stylizing and Exaggerating of everything above
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Prop design combines the best elements from host of other designs.
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Learn from Kevin Chen
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SHAPE _ RE LATABLE DETA'LS Qj Make sure _shape communica_tes the story or stages the

view expectatlon by the abstraction alone.
A good abstract shape can be

transformed into any object as Basic shapes: &~

long as you can add details that

people can relate to. Especially

for cartoony designs. For realistic

designs, property of weight, (Fast / Slick)

balance and physics will need to (Stable / Solid) (Round/:Cute)
be taken into consideration to Into a Vehicle...
make the shape believable.

;QAdd wheels, shocks, exhaust,
windows head lights and etc...

X v 4
sl
& @ Or add eyes, no:e\\
lips and ears...
9.> %)
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\ Into a Character...

The context of the
design changes but the
abstraction still works!!

Intro Character Design - Week 1 Notes:
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SHAPE - ABSTRACTION (Quality, Gesture & Weight)
2 . O e

= Aggressive Gesture
In nature, predators have aggressive "2P%)
shapes with a strong gesture on the

N

(Neutral Primary Shapes) “Business end”. Heavy animals have
more passive gesture in their shape.
Having a gesture helps give the
QUALITY OF SHAPE design function and clear read. 4 Passive Gesture
(Which chair bellow will you sit on?) =/ ‘

k W Each shape has it's own

unique abstraction & mood.
The universal traits that we
can all relate to are ones

N i - Aggressive Gesture Neutral Gesture
N\ that is caused by physics. agt

Treat each shape type as if they are
chairs. Sharp triangles are dangerous,

Blocks are sturdy, Rounds are friendly.

WEIGHT OF SHAPE

Visual weight can effect the
mood of the piece greatly. 1 Don't have

" . o S to use the
Higher visual weight creates full shape to
more tension while lower \ create visual

. . weight.
welght are more passive. ﬁ

2 Aggressive Robot Designs: Better!! 7y

Negative
shape counts

Passive Weight
g (Which Robot will you run faster away from?) el too.

Intro Character Design - Week 1 Notes:
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EVEN IN MORE REALISTIC
CARICATURE TO PORTRAIT, YOU NEED TO
IDENTIFY KNOW WHERE TO “PUSH”
PERSONALITY
& TRADEMARKS

THE SIMPLER

THE BETTER.

TRY MORE EXTREME
SHAPES TO BREAK THE
LIKENESS.

TEST TO SEE IF

YOU GOT THE RIGHT
TRADEMARKS.

GOAT + LION + KEVIN =
NEW CHARACTER~!!
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