
Level 3 Games & 
Graphics

Anthropomorphism



TASK

You are required to develop a new/original anthropomorphic concept complete with an 
additional narrative or background story.

You have complete creative control over who will be the target audience of your 
character/game, but you must justify how you have come to this conclusion.

Stage 1: Research

Look at classic examples of anthropomorphism in cartoons and other media. Here are a few 
good examples of great characters that come from humble beginnings!

Try to look for examples that turn mundane, everyday objects into something exciting.

You then need to write about what you feel is good about these characters, what is 
successful and what is not. Most importantly write about how this research can influence 
what you will produce for your project. 



TASK

Stage 2: Planning
Come up with as many potential 
concepts as you can, consider different 
shapes sizes and personalities for your 
character. Are they ditzy? lazy? angry? 
Really think about your audience and 
making your outcomes appropriate for 
them. Also, consider the logo and name 
of your character. Just using a standard 
font is a big NO. The logo has to 
represent the character you are 
designing.

For example, look at Spongbob's logo, 
think about how the shape, texture and 
colour relate to the character, you need 
to translate this to your potential design 
and character. 

6 pages of research including: 6 pages of concept art 
including:

images of existing characters
written research

mind maps

thumbnail ideas for characters

concepts for backgrounds

concepts for a logo 

colour experimentation

We expect the following as a minimum:



Do’s and Don’t

Your object will be based around the first letter of your first name, you are free to pick any inanimate object.

Do’s

• Avoid the obvious

• Come up with lots of thumbnail ideas

• Think about the character's personality and movement 

• Think about where they live, their friends and enemies

• Think about your target audience, if it's aimed at young children, you wouldn't give it a machete! 

Don’ts

• No Anime

• No Furries

• No existing characters

• Don't just stick a mushroom head on a human body, that is lazy anthropomorphism!



USEFUL LINKS & RESOURCES

TASK INFORMATION HERE

look at classic examples of anthropomorphism in cartoons and other media. Here are a few 
good examples of great characters that come from humble beginnings!

· Spongebob Square Pants

· The tableware from Beauty and the Beast (Disney are masters at this!)

· Sausage Party

· Aladdin’s carpet (the roots of which come from Disney’s flour sack animations)

· Characters in Cuphead

· Towely from South Park



GET IN TOUCH

FOLLOW OUR COURSE SPECIFIC PAGES HERE:

FOR ANY HELP OR COURSE 
INFORMATION PLEASE EMAIL:

David.burgess@nscg.ac.uk

FOLLOW US ON SOCIAL:

@NSCGNewcastle

@nscgnewcastle

@NSCGNewcastle

/NSCGNewcastle

@NSCGStafford

@nscgstafford

@NSCGStafford

/NSCGStafford

@edgd_nscg

http://www.facebook.com/NSCGNewcastle
http://www.instagram.com/nscgnewcastle
http://www.twitter.com/NSCGNewcastle
http://www.youtube.com/NSCGNewcastle
http://www.facebook.com/NSCGStafford
http://www.instagram.com/nscgstafford
http://www.twitter.com/NSCGStafford
http://www.youtube.com/NSCGStafford

