THESTORY

This is characlerisation and
animation — bringing to if2
nonhuman and inanimats ob ects.
They are excluswva to our chosen
madium. Characier dave opment
is sometning that covers all realms
cf storyzelling, whether n the form
¢f a novel, play or film. Whatever
format we choose 1o tell our stary
in. our characters hava to be
believakle, nc matter wna: they

= e genie in Disney’s Aaddrn is a composits
of many of the archeilypal charactarisiics. He is a
shapeshifter, a inickster, a herald and even 2
mentor to Alagain — and al! this with Robin
Wiliiams' unigue sense of humour.

look like. This is even more
important when creating
nonhuman characiers. So how
do we make them realistic
and engaging?

All the great writars agree
cn one thng: archetypes, nct
stereotypes. Archetypas are
universal characters, whereas
stereotypes are localised, with
cultural cendition ngs that keep
tham tied tc their specific area.
Archetypes are heross ard villains
whose personality traits are
recognisable in any culture and go
bevond the external forms. There
are seven besic archetypes,
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classified oy Jcsepn Campbell
in his bock The Hero with a
Thousand Faces: hero, mentor,
threshold guardian, herald,
shapsashifter, shadew and trickster.
Read the book to gain a proper
uncerstanding of these archetypes
as it ‘s toc complex a subjact to
cover here. An example of the
archatypal hero is Jason in Jason
and the Argonauts; tne mentor,
Gandalf in The Lord of the Rings;
the shapeshiftar, or thas one who is
rot what he or she seams, Agent
Kent Mansley in The Iron Giant; the
shadow, the Emperor from Siar
Wars. These various character
types have specific roles to play,
znd their appeararce s dictated
by the way your stcry unfolcs.
Teking the archelypes as the
basis for our protagcnists, we also
nzed to give them parsonalities.
We have to give them & history
and out of that history we can
assign the necessary trails anc
meods. Even though your
characters are on screen for
mayoe cnly minutes, you have to
create a whole life for each of
them and kncw the details

EH&!}&!F;&FH the Hindu
monkay god, can ba seen

as the archel/cal herald. In
the sfory of Rama i is always
Harumana who annoiunces
the hero’s acticn. He is the ona
that camias the messages for
FRama, just az Hermes and
IMercury ofid. Hanumana was
alsc & trickster, causing chaos
for his adversaries with his
sense of mischief

intimately, such as hcw and why
thay would react in a situation.
You have to know how they came
to be there in the first placs, and
this has tc e conveyed to the
auciencs without wasting screen
time. if you have tc creats 24
images for every seconc your
charactar is on screen, you want
o corvey your message as
quickly as possiole and get

on with the acticn.



One other kay aspec! of
chearacter development is getting
tne right veice. Ceuld you ever
imagine Sylvester or Bugs Bunny
with a different voice? Would the
way you perceive them chanc
Gatt ng tha right voice can also
affect the way your character
behaves and irfluence the 7ilm's
final outcome, as Robin Williams
did in Aladcin (fig 01).
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OBSERVATION

Qbservation is the key 1o
developing raalistic charzacters.
Stat oy observing yourself — now
and why you react in a particular
way in certain situations. Wha: is

it from your pasl that causes you
to act in a certain way? Pzcple-
watching is arothar imoortant
pastime for animatcrs. Sheppng
centres, par«<s or sports games, or
better still a street café, are parfect
places to go armad with index
cards or a notebook, 1o watch
pesoole acting and reacting. Anc
bscause they are strangers you
can let your imegination nvent
histcries for them. Th's is ons of
the more p easurakle sctivities
of the creative process, and
just as imporant as sitting
at your crawing koard

Cr computer.
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haro and mentor refationships, refold many Simes
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B e arigina! Cyz!

the one from X-Men, couid be
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considarad a threshold guardian.

He was nol a true enemy but
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