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TV/FILM/STAGE + ANIMATION + GAMING

IT GOES BY MANY NAMES

VISUAL DEVELOPMENT ARTIST
 ANY MULTIMEDIA ARTIST WHO WORKS IN A RELEVANT 

FIELD OF VISUAL DEVELOPMENT OR SOMEONE WHO 
SPECIFICALLY WORKS ON ANIMATED MOVIES AND TV 
SHOWS. THEY ARE RESPONSIBLE FOR BUILDING THE 

WORLD AND CHARACTERS FOR A STORY

CONCEPT ART, DESIGN, ILLUSTRATION,
STORYBOARD, BACKGROUNDS, CHARACTER DESIGNER, 
VEHICLE DESIGNER, KEY ART, EXPRESSION SHEET, ETC.

VISDEV ARTISTS CAN DESIGN ANYTHING FROM
BACKGROUNDS TO CHARACTERS TO PROPS TO

VEGETATION AND EVEN FURNITURE.

VITAL TO PRE-PRODUCTION
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WIDE RANGE OF ART IS DEVELOPED TO BUILD OUT  THE WORLD

NARRATIVE • DECORATIVE • INFORMATIVE • CONCEPTUALNARRATIVE • DECORATIVE • INFORMATIVE • CONCEPTUAL
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VIZ-DEV MEETS PRE-VIZ: STORYBAORDS AS A PART OF PRE-PRODUCTION
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STORYBOARDS • NOT ALWAYS RECTANGLES—GO HAND-IN-HAND WITH PRE-VIZ
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TV/FILM/STAGE + ANIMATION + GAMING ALL USE CAMERA LANGUAGE

NARRATIVENARRATIVE
DECORATIVEDECORATIVE

INFORMATIVEINFORMATIVE
CONCEPTUALCONCEPTUAL
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OPENLAB: BATMAN THE ANIMATED SERIES STORYBOARD
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OPEN LAB: PETER JACKSON STORYBOARD
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STORYBOARD EXAMPLE

SC. 167: EXT. OCEANFRONT

HERO exits car to lean against vehicle
as the sun begins to set. HERO looks at
a picture they're holding and gives a 
faint smile. HERO puts the picture away, 
we see they are badly hurt. 
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PRODUCTION DESIGNER + PROP MASTER +COSTUME/WARDORBE +HAIR/MAKEUP 
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DIRECTOR  >  PRODUCTION DESIGNER > ART DEPT
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STAGE & SCREEN

STAGECRAFT DEPARTMENT: Venues that include Broadway
theaters, opera houses, dance centers, regional theaters, seasonal

outdoor amphitheaters, arenas, concert halls, parks, television
awards venues and stadiums.

MOTION PICTURE & TV PRODUCTION DEPARTMENT: 
On movies large and small, animated films and series, internet
content, television shows across the dial - including children’s

programming, reality, game, awards and talk shows.
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W12 READING ASSIGNMENT: ACCESSIBLE VIA OPENLAB "WEEK 12 IN REVIEW!"
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NARRATIVENARRATIVE
DECORATIVEDECORATIVE

INFORMATIVEINFORMATIVE
CONCEPTUALCONCEPTUAL
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GAME INDUSTRY SHARES MANY OF THE SAME ROLES & RESPONSIBILITES
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CONSIDER THE CLASSIC GAME OF CHESS. 
A GAME ARTIST is responsible for designing
how the board and chess pieces look, while 

the GAME DESIGNER is responsible for deter-
mining how those move around and how they 

interact/compete against each other.
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A GAME DESIGNERA GAME DESIGNER is the main player in the is the main player in the
creation of a game.creation of a game. They will have a substantial

creative and managerial hand in its production, and, 
depending on the size of the team, they may write the 

narrative structure of the game along with plotting the 
mechanics of how the game is played.

NEW TITLE INTRO: GAME DESIGNER VS. GAME ARTIST
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NEW TITLE INTRO: GAME DESIGNER VS. GAME ARTIST

A GAME ARTIST works on the visuals of the 
game from sketch to final 2D or 3D animation. 
They are given a brief from the Designer about 
the mood, look, and feel of the game, and their 
task is to realize them visually and help bring

the world of the game to life.
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IT IS THE ROLE OF THE GAME ARTIST TO 
TELL THE STORY THROUGH THE VISUAL 

LANGUAGE OF THE GAME. This begins with 
rudimentary drawings and prototypes of the 

characters, objects, and environments
—known as assets—that will make up

the world of the game. 

NEW TITLE INTRO: GAME DESIGNER VS. GAME ARTIST
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If you have artistic talent, enjoy the visual medium,
and are interested in the microelements of game
development, GAME ARTIST is for you. OR, if

you have a broad range of creative and technical
skills and enjoy the macro view of game design, 

GAME DESIGNER may be the path for you.
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BOARD GAMES: GAMING INDUSTRY EXPANDED

There's a purpose to the art of the game. If a 
storyline is not available, "purpose" is THE BIG IDEA.



City Tech • COMD 3313                Week 12 • 4/19/24             Illustration 1: Basic Principles

GAMING INDUSTRY AT LARGE
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CHARACTER DESIGN + WARDROBE • TAKE CUES FROM REAL-LIFE
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ILLUSTRATION IN TANDEM WITH FASHION & TEXTILE INDUSTRIES: "FASHION ILLUSTRATION"

NARRATIVENARRATIVE
DECORATIVEDECORATIVE

INFORMATIVEINFORMATIVE
CONCEPTUALCONCEPTUAL
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TEXTILE INDUSTRIES AFFECT WARDROBE/STORY: PATTERNS & CONCEPTS

NARRATIVENARRATIVE
DECORATIVEDECORATIVE

INFORMATIVEINFORMATIVE
CONCEPTUALCONCEPTUAL
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(W3) SKETCHES
VS. FINAL PRODUCT

CHARACTER DESIGN + WARDROBE
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CHARACTER DESIGN + WARDROBE

PHYSICAL APPEARANCE: species, age, 
gender, size, and ethnicity

PERSONALITY: thoughtful, angry, selfish, 
silly, introverted, extroverted etc.

PERSONAL OR PROFESSIONAL HISTORY:
education, occupation, relationships, beliefs

CHARACTER MOTIVATIONS: goals, money, 
sex, power, revenge, friendships, love, etc.

IMPORTANT EVENTS: life-changing
moments or experiences that affect who
the character is
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CHARACTER DESIGN + WARDROBE

PHYSICAL APPEARANCE + PERSONALITY + PERSONAL OR PROFESSIONAL 
HISTORY + CHARACTER MOTIVATIONS + IMPORTANT EVENTS
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CHARACTER DESIGN + WARDROBE
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SO HOW DOES THIS RELATE TO THE FINAL!?!?!?
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ILLUSTRATION 1: BASIC PRINCIPLES INKED FINAL
8.5˝x 10.5˝ ILLUSTRATIONS •  4 OF 4: "CHARACTER SHEET"

BRISTOL 
BOARD

THICK INK:
INK 8.5˝x 10.5˝

BORDER

CHARACTER SHEET
-REFINED -PEN OR PENCIL

• 2x TURN-AROUNDS
(FRONT + PROFILE)

(2 ANGLES/SAME POSE)
-MAIN CHARACTER

PREFERRED

• 1x OBJECT
-2 ANGLES OF OBJECT 

(SHOWN TWICE)

-3x EXPRESSIONS
•DIAL IT TO 11

•BEST ANGLE FOR IT
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ILLUSTRATION 1: BASIC PRINCIPLES FINAL: ORIENTATION
CHARACTER SHEET IS MEANT TO BE LANDSCAPE

MAKE A
DECISION FOR

ILLUSTRATIONS 1-3:

ALL PORTRAIT

OR 

ALL LANDSCAPE

FIGURE THIS OUT 
DURING THE SKETCH 
PHASE!/BY WEEK 13
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ILLUSTRATION 1: BASIC PRINCIPLES INKED FINAL
8.5˝x 10.5˝ ILLUSTRATIONS •  4 OF 4: "CHARACTER SHEET"

SERIES OF
HORIZONTAL 

LINES

CREDIT/
GUARD

AGAINST
IP THEFT

SPACE FOR
PROJECT

NAME
+TITLE/ 
+INFO/

+ CONTACT
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TURN-AROUND POSES (FRONT & PROFILE)
AFTER INITIAL SKETCHES: CREATE PARALLEL HORIZONTAL LINES 

THAT LINE UP BODY PARTS ACROSS FRONT, BACK, SIDE & 3/4 POSES.  
REFINE TWO OF THOSE POSES FOR THE CHARACTER SHEET.

YOUR CHARACTER SHEET SHOULD BE A REFINED DRAWING, EITHER IN PENCIL OR INK.
YOUR CHARACTER SHEET SHOULD ALSO BE MAYBE THE 11TH TIME YOUVE DRAWN THE CHARACTER!
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CHARACTER DEVELOPMENT= START WITH SHAPES!

SUPPORTING MATERIALS ARE A PART OF YOUR FINAL PRESENTATION/PROCESS: THE ASSIGNMENT
REQUIRES SKETCHES AND EXPLORATIONS THAT LEAD UP TO YOUR CHARACTER SHEET. 
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CHARACTER SHEETS = START WITH SHAPES!

CHARACTER SHEET SHOULD BE A REFINED PRODUCT, EITHER IN PENCIL OR INK.
BEGIN CHARACTER SHEET AFTER YOU'VE SKETCHED OUT THE CHARACTER 10+ TIMES!
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START WITH SHAPES • SKETCH TO DEVELOP BEFORE DOING THE CHARACTER SHEET!
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CHARACTER SHEETS HAS  1 OBJECT FROM 2 DIFFERENT ANGLES 

1 OBJECT (2 ANGLES)
ESSENTIAL DEVICE, WEAPON, TOY, JEWLERY, ANIMAL, OR

ACCESSORY THAT HELPS DEFINE YOUR CHARACTER.

YOUR OBJECTS  SHOULD BE A REFINED DRAWING, EITHER IN PENCIL OR INK
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1 CHARACTER SHEETS HAS  3 EXPRESSIONS 

DEVELOPING THE SHAPE, TONE, PER-
SONALITY AND TURN-AROUNDS OF 

THE CHARACTER PRECEDE THIS STEP.  
THERE WILL BE MORE NEXT WEEK ON 

COMICS AND
EXPRESSIONS. 

EXPRESSIONS ARE BEST DONE 
AFTER YOU'VE DEFINED THE

CHARACTERS MOTIVES,
PERSONALITY & SHAPE

3 EXPRESSIONS (1 IN COLOR)
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FAIRYTALE FOLKTALE / FABLE REBOOT  TIMELINE

WEEK 11) FULL STORY CONCEPT 
LOCK DOWN IN FULL BEFORE WEEK 13

 WEEK 12) CHARACTER SKETCHES
DUE IN FULL, WEEK 15

WEEK 13) +CURVEBALL!
 DUE IN FULL, WEEK 15

THE ABOVE + PROCESS + PRESENTATION
DUE IN FULL, WEEK 15

NEXT FRIDAY, APRIL 26, 2024:  NO CLASS
FRIDAY MAY 1, 2024 • WEEK 13: CARTOONS/COMIC/EXPRESSIONS
FRIDAY MAY 10, 2024 • WEEK 14: REQUEST-A-TOPIC/ LAB
FRIDAY DEC. 17, 2023 • WEEK 15: FINAL! PRESENT & GTFO!




