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Abstract 

This study explores how character design guidelines can be combined and remixed to create 

characters whose motivations are ambiguous to the viewer. I investigate some common 

guidelines that character artists generally follow when designing characters; summarized in a 

literature review, and then I test various applications of these guidelines through online surveys. 

I analyze the qualitative data from these surveys to answer the question of how flexible these 

guidelines are and how far they can be stretched. 

The study includes the design guidelines for color, shape and posture of the character, to see 

how each element is added to different kind of characters and how it affects the interpretation 

when changed. The final part of the study is done with a second online survey collecting 

qualitative data, including self-created characters built from the guidelines found for the 

protagonist or the antagonist and the results of the first survey. Two different designs are created 

and then changed to different versions, where the color scheme, shape or pose is reversed to the 

other’s role.  

The results collected from the online survey showed that by just changing color, shape and 

posture separately; the character is interpreted in new ways – which can be used when creating 

characters that are supposed to be hard to read. With the change of each separate element and 

by having the design elements counteract each other, the characters were read as good by about 

half the participants, while the other half interpreted it as evil. Depending on which design 

elements that were changed, opinions ranged between characters that are hiding their true 

nature, to characters that are trying to be good or a character that is supposed to betray the main 

character. By changing the two factors of color and shape at the same time, however, showed 

that the character was interpreted as almost strictly either good or evil. 

Keywords: Character design, color, shape, posture, digital art, good versus evil, stylized art 

 

  



 

 

Abstract 

Denna rapport undersöker hur riktlinjer för karaktärer kan kombineras och blandas, för att skapa 

karaktärer som är mångtydiga för en publik. Jag undersöker några vanliga riktlinjer som 

karaktärsdesigners ofta följer när man designar en karaktär; summerad i en litteraturöversikt 

och sedan testat i olika appliceringar av dessa riktlinjer i två olika online frågeformulär. Jag 

analyserar sedan den kvalitativa data från dessa frågeformulär för att se ett svar till hur flexibla 

riktlinjerna är och hur långt de kan sträckas. 

Denna studie använder endast design riktlinjer för färg, form och pose, för att se hur varje 

element används till olika karaktärer och hur det påverkar tolkningen av karaktären när dessa 

designelement ändras. Detta undersöks genom ett andra online frågeformulär som samlar in 

kvalitativa data, där karaktärer skapade utifrån dessa riktlinjer och resultatet från det första 

frågeformuläret delas för att samla in hur en publik tolkar varje karaktär. Två separata 

karaktärsdesigner är skapade: en karaktär byggd på protagonistens riktlinjer, medan den andra 

är byggd på antagonistens riktlinjer; där designelementen så som färg, form och pose ändras för 

att överstämma med den motsatta rollen i olika versioner.  

Resultatet visade att bara genom att ändra färg, form och pose separat, gav det upphov till helt 

nya tolkningar av samma karaktär – vilket kan användas när man skapar mångtydiga karaktärer 

som ska vara svåra att läsa. När man ändrade varje element för sig, visades åsikter om 

karaktärens roll så som en ond karaktär som försöker vara god, en karaktär som gömmer sin 

rätta natur eller karaktärer som kommer förråda huvudkaraktären. För varje version där 

elementen ändrades separat, så valde ungefär hälften av publiken god, medan den andra halvan 

visade på ond. Genom att ändra både färg och form samtidigt, däremot, visade det att karaktärer 

nästan alltid lästes som antingen helt god eller ond. 

Keywords: Karaktärsdesign, färg, form, pose, digital konst, god mot ond, stiliserad konst 

  



 

 

Glossary of terms 

Protagonist – The lead character in a game or other media. The most prominent figure in the 

story, leading it forward; depicting goodness. 

 

Antagonist – A person who is opposing the protagonist, an adversary. An antagonist is the evil 

character, hindering the protagonist’s path. 

 

Color wheel – A circle of colors with separate sectors for each color, showing the relationship 

between colors.  

 

Character design – The act of designing a character, using different elements such as color 

and shape. When creating the appearance of a character, a character design has to be made. 

 

Hue – A color or shade. 

 

Saturated – Used in relation to color when it is a very bright and full color, free from a mixture 

of white. 

 

Stylized art – Art not following the strict structures of realism, using a particular style. It is 

common to exaggerate body proportions or other elements. 

 

Guidelines – Common practice and shared knowledge among experienced practitioners that 

one could follow, but is not necessarily definite rules. 

 

Play of proportions – Changing the natural proportions between body parts, to give the 

character a more cartoony or dynamic look. 
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1. Introduction 

Nowadays, creating stylized protagonists and antagonists for games is a common occurrence 

for a character designer. However, behind these characters designs lie rules concerning their 

shape, color, as well as posture and facial expressions. Some of these rules are so ingrained in 

the character designers' working process that they do not give much thought to them when 

illustrating characters’ role. That a protagonist should look friendly, with soft or reliable shapes 

and active colors is common practice; as well as, that a villain should be dark, sharp and usually 

dangerous. This influence the character design to the point that these elements can be found 

when looking at most characters, even with games as far back as the 80’s and 90’s. One aspect 

that is not as defined, however, is how to create ambiguous protagonists or antagonists, which 

are not supposed to fully embody each trait. An example of such a character would be an 

antagonist, soon to be switching sides; or a seemingly good character hiding their evil 

intentions. When creating such a character, a good addition of the design could be to include 

design aspects of both roles. This might make the audience question their role, reflect upon their 

original purpose or used to simply hide their intentions from the players. To use this fully, one 

needs to be aware of how much one can change their design before the protagonist or antagonist 

loses its original statement; this provides a basis of how far you can stretch the design depending 

on how obvious the change of character is supposed to be. 

This report aims to outline the specific guidelines of color, shape and posture through a 

literature review, and to connect them to specific examples in a content analysis; to finally 

investigate how these aspects creates or breaks the character. This was done by creating two 

different characters; one protagonist and one antagonist. Both were set up in several different 

versions; for example, by changing an antagonist’s shape to match the protagonist’s shape. The 

artifacts of all versions were presented in a qualitative online survey, with the purpose to 

investigate how the audience interprets each character and their versions of them.  
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2. Background 

2.1 Character Design 

There are several different elements making up character design; this report will only focus on 

a handful of these, judged to be the most important when viewing an appearance. Color is one 

important aspect; as the color scheme plays a huge part of how the character is perceived. The 

second element is the use of shape and silhouette, as it is what creates the basis of the character 

appearance. The last is pose, which is related to body language and facial expression. Just by 

changing facial expressions or poses, a single character can convey several different 

personalities. 

 

2.1.1 Color  

Color theory is a big part of character design, deriving from the color wheel. According to 

Feisner: “Our eyes are attracted to color to such an extent that the color of an object is perceived 

before the details imparted by its shapes and lines,” (Feisner 2000, p. 2). There are three primary 

colors: red, yellow and blue. These colors cannot be created by any other color, as all other 

colors are created from the three hues. Secondary colors consist of green, orange and purple, 

which are all created by mixing the colors from the primary hues. Mixing together a primary 

and a secondary color, to create the colors such as blue-green, yellow-orange and blue-purple, 

forms tertiary colors. There are a total of six relationships of creating harmonious color schemes 

acknowledged by most artist; monochromatic, complementary, split-complementary, double-

complementary, analogous and triad relationship. Two examples of these are the analogous 

relationship and the complementary relationship; most artists know how to at least work with 

these two methods. Analogous colors use colors that are next to each other in the color wheel, 

while complementary colors are colors located opposite of the other on the color wheel. The 

relationship between these colors can visually be seen in Figure 1 below.  

 

 

 

Figure 1. Monochromatic, complementary, split-complementary, double complementary, 

analogous and triad relationship (Shallbetter n.d.). 

 

It also is also interpreted that desaturated, dark colors are perceived as serious and professional, 

while saturated colors are leaning toward exciting and dynamic (Lidwell 2010). This is also 
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related to the theory of the passive range and the active range of the color wheel. Warm, 

saturated and light value colors are interpreted as active, while cool, low saturated and dark 

values are labeled as passive; there are also some colors that remain neutral. Active hues are 

usually thought to have less visual weight than the passive hues and passive colors can appear 

to recede when placed against the active colors (Shallbetter n.d.).  

 

2.1.2 Shape 

Working with the shape and silhouette of a character is vital in character design. As Chris 

Solarski mentions in his article “The Aesthetics of Game Art and Game Design”; “Because 

reality is so visually complex, professional artists conceptually reduce objects to simple lines, 

shapes, and volumes, to simplify the task of rendering reality,” (Solarski 2013, p. 1). This means 

that every character is split up into different, easy to read, shapes. Examples of this is how 

circles, triangles and squares is heavily used to represent distinctive character aspects and traits; 

such as the circle shows innocence, youth, energy and femininity, while the square, represents 

maturity, stability, balance and stubbornness – these shapes are related to our own real-life 

experiences and the sense of touch (ibid.). The audience real life experience is therefore 

something that artists can take advantage of when creating composition designs, to reinforce 

the emotional meaning of artworks (ibid.). Examples of characters built on overall shapes can 

be seen in Figure 2 below, created by the artist Stefano Camelli (n.d.). 

 

 

Figure 2. Illustration from Stefano Camelli, showing characters built on shapes (Camelli n.d.). 

 

An example of excellent use of shape in games is Nintendo’s own characters Mario, Luigi and 

Waluigi. Mario is an obvious example of the use of circular shapes, where Luigi uses the 

stability of the square and Waluigi the sharp triangle. This is representative of their character 

traits, as Mario is the protagonist; Luigi the trustworthy brother; Wario the antagonist and 

complete opposite of Mario and Luigi. As can be seen in Waluigi’s design, the triangular and 

hard shapes are incorporated even in such intricate details as the moustache and shoes; but also, 

his overall shape. This is accurate also for the circular shapes of Mario, where his moustache 

and shoes are just as round as the rest of his body. Pictures of the characters, showing their 

shapes, can be seen in Figure 3. 
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Figure 3. From left to right: Mario, Luigi and Waluigi created by Nintendo (Fredriksson 2017). 

 

2.1.3 Posture 

Our body language affects how others perceive us; this includes game characters as well. When 

humans feel powerless, they have the need to make them small; they hunch, they hide. When 

they feel powerful, it is the opposite; they take up space and make themselves big (Cuddy 2013). 

This is one of the reasons why posing is a part of showing these characters, as their body 

language can change the way people feel and think about them in separate ways.  

When displaying a character, pose plays a big part in how it is received by the audience. The 

pose and facial expression can be used to display specific personality traits; for example, if it’s 

a cocky and confident protagonist or a calm, trustworthy protagonist. These two poses and facial 

expressions differ immensely, while still aiming for the same role of a good character. Examples 

of this can be seen below with the two protagonist characters Katsuki Bakugou and Izuku 

Midoriya from My Hero Academia (Horikoshi 2014) in Figure 4 below. Bakugou is an 

incredibly cocky character, almost bordering on villainous; his wide smile and confident walk 

shows this. Izuku, on the other hand, is a modest and calm protagonist, not entirely sure of his 

power; his pose is showing strength, while his facial expression shows the self-doubting side 

of him. This means that the posing, body language and facial expression is important when 

displaying both the antagonists and the protagonist, as it is what is most easily used for 

displaying the state of mind of the character. 
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Figure 4. Katsuki Bakugou and Izuku Midoriya from My Hero Academia (Fredriksson, 2017). 

 

2.2 Protagonists and antagonists 

Heroes have been a part of our culture ever since the first stories about mythological and 

historical figures, such as Achilles, Joan of Arc and Mahatma Gandhi. This hero culture has 

also evolved to include characters created in games and comic books; such as Batman or Iron 

man – fictional characters in popular media. As they define it in the Oxford Dictionary: “A man 

(or occas. a woman) distinguished by the performance of courageous or noble actions, esp. in 

battle; a brave or illustrious warrior, soldier, etc.” (Oxford Dictionary n.d.). To be able to 

perform courageous or noble actions, an opposing force must exist. There must be evil to be 

defeated, or people to save. This means that a hero needs some sort of villain, or cause, to be 

defined.  

In the game culture, these heroes and villains are often referred to as protagonists and 

antagonists instead. When the word hero is used, most people would turn to the image of 

Superman or another physically powerful figure. Protagonists do not necessarily have to be 

powerful in their body, but rather in their mind. The protagonists represent the good and they 

lead the story forward. Antagonists are the characters, which oppose this, which disrupt the path 

of the protagonists. According to Oxford Dictionary (n.d.) an antagonist is “A person who 

actively opposes or is hostile to someone or something; an adversary”. To conclude, it is easier 

to divide game characters into the two labels of good and evil; rather than heroes and villains – 

even if they have the same purpose. 

A smaller part of the protagonists and antagonists is the characters that are supposed to be both 

or to be neutral. This is the actual focus of the report, as it will strive to give a better guideline 

when creating hard-to-read characters that roles are supposed to be hidden but still visible. An 

example of such a character is Matt Engarde from Phoenix Wright: Ace Attorney – Justice For 

All (Capcom, 2002); which is the main antagonist of the game. His role is the defendant for the 

protagonist of the game, whose defendants are usually innocent. The innocent look of Matt 

Engarde can clearly be seen to the left in Figure 5 below; where the pose to the right is when 

his true nature is revealed. His triangular shapes in the design can be read as subtle hints of his 

turn in character. When revealing his evil nature, nothing is changed about his design other than 

revealing the scratched part of his face, changing his pose and his facial expression. The 
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character is using white and red as main colors, which are common both with protagonists and 

antagonists.  

 

 

Figure 5. Matt Engarde from Ace Attorney: Justice For All (Fredriksson, 2017). 
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3. Previous works within the subject area 

There is previous research concerning how a human’s appearance is relevant to how humans 

perceive others, where Ellen Bersheid, Karen K. Dion and Elaine Walster (1972); did an 

investigation of how attractiveness affect how people perceive others in their text “What is 

beautiful is good” where it was clearly apparent that people have higher thoughts about 

attractive people than less attractive people. This also affects the relationship between 

protagonists and antagonists, as good characters are much more likely to be represented by 

attractive people than evil characters are. This means that depending on the attractiveness of 

the characters, the perception can vary. 

In Hanna Ekstöm’s (2013) report “How Can a Character’s Personality be Conveyed Visually, 

through Shape”, a study is done regarding the elements of shape in characters. Her study 

investigated the relationship between shape and personality with the use of good and evil 

characters, where she created two of each; using a cartoony style and a realistic style. The 

investigation was concluded with a survey, where the respondents gave feedback about the 

character’s style and which personality traits were perceived through the designs. This is purely 

focused on creating a specific personality and then showing that through shape and silhouette. 

She found that the most common reasons the participants associated the characters with their 

specific trait was because of facial expressions and the body language. Shape was a part of it as 

well, but she concluded that it was more of a subtle addition to the character design. This 

supports the decision of having posture and facial expressions as a part of this study, along with 

the more common design elements of shape and color.  
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4. Purpose 

This report investigates how players perceive game characters depending on their shape, color 

and posture and will serve as a basic guideline for character artists creating their own 

protagonists and antagonists for games. An investigation of the guidelines of creating the 

specific characters and how much it is possible to change these guidelines before distorting the 

message, will prove a helpful ground for creating characters that are not supposed to fully 

embody the good or evil trait; if they are used for a plot twist or as characters with a change of 

heart. This study aims to provide a basis of how people interpret different characters depending 

on only their appearance; no background information about narrative or abilities included to 

create bias, as well as self-created characters to remove any notions an audience might have 

about already existing ones. The specific question of this report is:  

What are the established guidelines of designing an evil or good character and how much can 

one change these tropes without losing their clarity?  
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5. Method and materials 

5.1 Overview of the process 

The first part of this study is aiming to determine what is written about the elements of visual 

design in relation to protagonists and antagonists, such as: shape, color and posture/attitude in 

relation to characteristics of protagonists and antagonists. I choose to focus on these elements 

since I find them most apparent when viewing a character and they are commonly referred to. 

To reach the conclusion of the relationship between visual elements of design and 

characteristics of protagonists and antagonists, a substantial knowledge is required. Therefore, 

the first part of this study is focused on qualitative literature studies using books, peer reviews 

and game industry articles; both about color theory and shapes, as well as body language to 

determine stereotype poses and facial expressions for good and evil characters. A content 

analysis will then be done as a part of the main results, declaring the findings and showing 

specific examples of already existing characters. 

The second part of the research process is to collect qualitative data from an audience acquired 

via online survey about what they feel the characteristics of protagonists and antagonists are. 

This is to compare and see if the data collected by research through books and articles, adds up 

with the opinions of the specific audience; focusing on getting feedback from both people 

knowledgeable about character design and those who have no prior experience whatsoever.  

In the third part, the data collected both from literature studies and qualitative online 

questionnaire will serve as a base for creating the characters used in the final survey. These 

characters will be a visual summary of the results acquired about color, shape and poses 

regarding protagonists and antagonists; and will be used in the final questionnaires. Two 

character designs will be created: one good and one evil. These character designs will then be 

the underlying base for each variation of design aspects. For example, a protagonist will be 

created following all the guidelines determined in the literature review and content analysis; a 

second version will then be created breaking one of these guidelines. This will be done for each 

aspect of design, which means versions of a protagonist will be created embodying both the 

antagonistic shapes, the antagonistic colors and an antagonist’s pose. This will be done in steps, 

the survey questioning the role for each picture. This will give an overview of exactly what 

changes affects the design the most: shape, color or pose – and when does the good character 

move over the border of protagonist to antagonist. A list of exact usages of design elements can 

be seen in Table 1 below (Fredriksson 2017). 
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Table 1. Usage of design elements in the different versions 

 
Circular 

shapes 

Triangular 

shapes 

Bright 

colors 
Dark colors Good pose Evil pose 

Protagonist 

ver. 1 
Using  Using  Using  

Protagonist 

ver. 2 
Using   Using Using  

Protagonist 

ver. 3 
Using  Using   Using 

Protagonist 

ver. 4 
 Using Using  Using  

Protagonist 

ver. 5 
 Using  Using Using  

Antagonist 

ver. 1 
 Using  Using  Using 

Antagonist 

ver. 2 
 Using Using   Using 

Antagonist 

ver. 3 
 Using  Using Using  

Antagonist 

ver. 4 
Using   Using  Using 

Antagonist 

ver. 5 
Using  Using   Using 

 

5.2 Creating the characters 

There are two character designs created for this test, one for a protagonist and one for an 

antagonist. Both are strictly following the guidelines established with the literature and content 

analysis. Four different versions of these two was created, all breaking certain guidelines of 

color, shape and posture. Only a simple background is included, only simple shapes for 

presentation; to not draw the attention away from the character on display. 

The first version of each intends to change the color scheme of the character, which is shown 

as an example in Figure 6 below. The color schemes are decided with the use of the literature 

and content review, and then reversed for this version. The second version aims to change both 

characters’ poses; which provide the evil character with a protagonist’s pose and the other way 

around. The poses and facial expressions are chosen based on poses found common in the 

content analysis between both good and evil characters, then reversed in this test. Changing the 

overall shape and details to match the other’s shape creates the third version, in which the 

antagonist is portrayed with circular shapes and the protagonist with triangular shapes. The 

original assignment of the shapes is based on the literature and content review about good and 

evil characters’ shape, where the circular and square shapes are reserved for the protagonist and 

the triangular shapes for the antagonist. Lastly, the final version aims to change two of these 

design aspects; the two aspects that are chosen are the most easy-to-read changes in the design, 

which are judged through the first questionnaire. 

If this research were to use well-established characters, it might change the results of the actual 

survey as the audience would have previous knowledge about the characters. Therefore, original 

characters made solely for this investigation are used during the questionnaires. This removes 

any preconceived notions the audience might have. 
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Figure 6. Example of the protagonist character and the alteration of color (Fredriksson 2017). 

 

5.3 The questionnaires 

5.3.1 The first questionnaire 

Two questionnaires are created for this study. The first questionnaire contains questions that 

are based on findings collected and conclusions drawn from the literature studies about the 

connection between aspects of color, shape and posture and the narrative characteristics of 

protagonists and antagonists. The first questionnaire’s aim is to examine if the guidelines found 

in the previous research agreed with the opinion of an audience; preferably also showing if age 

or experience in character design affected these results. The result of this approach is evaluated 

in a second online questionnaire that is in depth described in the next subchapter. 

The first questionnaire includes six questions excluding the background questions, which are 

described in an upcoming subchapter. With every question, a visual example is attached that 

the respondent needs to reflect over; for example, three poses are available and they will need 

to pick one to represent the protagonist role. This is done with specific color schemes, the three 

shapes of circle, triangle and square, as well as poses. Each picture creates two questions each, 

one to ask for the good character aspect and one to ask for the evil character aspect. There are 

three options available for each question, as can be seen in Figure 7 below; one strictly aiming 

for the protagonist aspect, one for the antagonist aspect and one that does not match either. This 

is to make it easy to divide the data collected and to make the questionnaire easy to answer. It 

is not supposed to pose as a test for the audience; they should not feel like they need to much 

thought into each element of the survey. This results in fewer choices for the audience, but also 

results in a more straightforward study. 

 



12 

 

 

Figure 7. Example question from the first questionnaire (Fredriksson 2017). 

 

5.3.2 The second questionnaire 

The second questionnaire is the focus point of this project, as the data required to reach a result 

is obtained through this. The previously created characters will be showcased in this 

questionnaire along with questions about the state of evil or good; and why the audience read 

the character as either. The question for each picture is as follows: 

1. Only considering the picture below, is this a good or evil character? 

2. Optional question: What about the appearance made you read the character in that 

specific way? 

The term of good and evil characters is used to reach out to a broader audience, as not all people 

may be familiar with the terms of protagonist and antagonist. The second question is optional, 

simply to give the audience a choice in how detailed they are in their answers; the first question 

is enough to collect data, but the optional question provides insight to their thoughts and how 

they picked their answer. The obligatory question contains three answers: 

1. Good. 

2. Evil. 

3. Neither, but resembles good the most. 

4. Neither, but resembles evil the most. 

Since it can be hard to decide a definite good or evil when these aspects of the design get mixed 

up, a choice of neither was added. The answer, however, need to include if the character is 

closer to good or evil; which will provide a baseline for where a character is ambiguous in their 

role and the audience have a hard time reading it. An example question can be seen in Figure 8 

below. 
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Figure 8. Example question from the second questionnaire (Fredriksson 2017). 

 

5.3.3 Collecting the background of the audience 

As this is a qualitative study, the specific answers of each person participating will affect the 

results more than in a quantitative study. Subjective opinions and experiences, will affect the 

result. To somewhat keep track of this, background questions about the audience are included 

to see the distinct factors in play here. Four questions were decided to be used to collect 

background information in these surveys. They are as follows: 

1. Please state your age. 

2. Please state your country. 

3. Do you have experience with character design? 

4. Do you usually play video games? 

These background questions were chosen to use as variables while conducting the research, to 

see if any patterns can be found between age, country, knowledge and interests in video games 

concerning the design perspectives of characters. The question of background in character 

design is especially relevant because extra knowledge might change the answers to some 

questions, as it fundamentally changes the basis of the answers compared to someone with zero 

knowledge about character creation.  
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6. Results 

6.1 The visual guidelines 

The upcoming subchapters will present the data found in the literature review and discuss it 

with examples from existing games, using a content analysis. Guidelines for both protagonists 

and antagonists in color, shape and posture will be listed; showcasing the most notorious 

differences in design found for each character type. 

6.1.1 Color guidelines for protagonists 

Saturated colors are interpreted as exciting and dynamic (Lidwell 2010); and warm, saturated 

and light value colors are interpreted as active, which makes them a popular choice for the ever-

active protagonists. Using a color scheme only based in the cool range of colors, will give off 

a passive feeling to the character and therefore affect the audience’s interpretation of an active 

character unfolding the story; as protagonists usually do. Red, blue and yellow is the most iconic 

superhero colors in the comic book world, included in the designs of the biggest heroes 

(McLachlan & Hanson 2016). Red being the color of boldness, energy, passions and 

determination; yellow showing attentiveness, safety, energy and ostentatious; blue being the 

definition of depth, stability, wisdom, trust and confidence (ibid.). Common color schemes used 

are a mix between red and blue, yellow and red; and the rarer yellow and blue – examples of 

these can be seen in Figure 9 below.  

 

 

Figure 9. Comic book heroes and their color schemes (MacLachlan & Hanson 2016). 

 

Dark colors are usually acceptable as a supporting color, if paired with saturated or dynamic 

colors. Red, however, can be on the edge of breaking the role, as red is a common color to 

signal danger; there is, however, usually a darker red used for antagonists or danger than the 

red that is popular among protagonists – as specifically blood red is listed as a popular 

antagonist color (Monsef IV 2011). An example of appropriate use of these saturated colors is 

the character Ratchet from Ratchet and Clank (Insomniac Games 2016). The main portion of 

his body consists of a dynamic color, supported by the slightly desaturated blue using a 

complementary color scheme with yellow and blue on opposite sides of the color wheel. Even 

if parts of his character are leaning towards dark colors, the dynamic colors clearly have the 



15 

 

upper hand and create his heroic appearance. A screenshot of Ratchet and Clank can be seen 

below in Figure 10, taken by Insomniac Games. 

 

Figure 10. Clank and Ratchet from Ratchet and Clank (Insomniac Games 2013). 

 

6.1.2 Shape guidelines for protagonists 

The specific traits of the circle are innocence, youth, energy and femininity; while the square 

represents maturity, stability, balance and stubbornness (Solarski 2013). This makes the two 

shapes fitting to use when creating the overall shape and details of a good character. As opposed 

to the aggressive triangle, the circle helps the character be visually gentle (Camberos 2001). 

Circular shapes are the friendliest of the shapes, which is the most common among popular 

protagonists. Square shapes are purely focusing on strength and stability, which is why it is also 

used for certain protagonists; often used for dependable or trustworthy characters, or even the 

characters that are heavy in nature (Bancroft 2006). 

Using square and circular shapes has been a popular method for a long time, even including 

games as far back as Super Mario World (Nintendo 1990) and Banjo-Kazooie (Rare 1997). 

Circular shapes help the character look approachable, related to people’s real life experiences 

with round and sharp objects. It makes the character present a soft side, often representing their 

intentions.  

Examples of this method can be seen when looking at Clank from Ratchet and Clank, Link 

from The legend of Zelda: Wind Waker (Nintendo 2002) and Yooka from Yooka-Laylee 

(Playtonic Games 2017), seen below in Figure 11. Clank is the very definition of something 

hard and metallic; still he sports only round shapes making him look friendly. The round shapes 

can be seen used for his head, eyes, hands, chest and even knees. Link is the protagonist of the 

story; and his appearance supports that even in simple clothes. The only sharp edge that can be 

found is his pointy ears; while his head, eyes, tummy and legs are sporting the circular shapes 

while having the overall look of the sturdy square. Yooka is a special example; the design does 

not include any accessories or clothes, still it manages to make full use of the circular shapes 

just using the body.  
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Figure 11. From left to right: Clank, Link and Yooka (Fredriksson 2017). 

 

An especially important circular shape all these characters have in common is the eyes. Looking 

at stylized video games, it is common to find the protagonists sporting round, friendly eyes. 

These are also often enlarged; part of the play of proportions commonly used in stylized games. 

This is also a part of the shape elements to their design, as using proportions can give each 

character an even more obvious silhouette in shape. 

 

6.1.3 Posture guidelines for protagonists 

When creating a protagonist, strong poses will need to convey their confidence or strength in 

heart; this can be done by using a power-pose (Cuddy, 2013). The guidelines of posture and 

poses overlap slightly between protagonists and antagonists. Strength is not only limited to the 

protagonist, as the antagonist can feel just as strong as the good character in some cases. 

Therefore, these poses cannot eliminate the other, just by showing a strong pose. Strength in 

this case is also not limited to physical strength, as a protagonist can be strong in the mind rather 

than the body; therefore, the pose needs to relay the mindset of the character. There are, 

however, certain protagonists that are created without showing off their strength while still 

being considered a protagonist of their story. An example of that is Shinji Ikari from the Neon 

Genesis Evangelion (1995) series. He is thrown into the protagonist role; other people depend 

on him to save the world, while he does not have the courage or strength to do this alone. While 

he is the protagonist of this story, he is not necessarily defined as the confident protagonist we 

usually know. Below in Figure 12, a particularly frightened Shinji can be seen; his body 

language clearly showing that he wants to hide and protect his body. 
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Figure 12. Shinji Ikari from Neon Genesis Evangelion (Fredriksson 2017). 

 

The main difference between good and evil characters, that could be found by personally going 

through character art of protagonists, is that it strongly relates to the angle of the head, facial 

expression and sometimes the position of the feet, legs and arms. They are all, however, power-

poses; and powerless-poses are rarely used for either role. This was found by going through and 

analyzing the poses of character art from stylized video games as a quantitative content review; 

and is therefore the conclusions the author made. 

The most common and notorious pose for a good character, is the standard pose of Superman 

who first appeared in Action Comics #1 (DC Comics 1938); legs wide apart to show stability, 

hands on the hips to show strength and the forward chest to show confidence, with a face clearly 

looking forward or upwards (see Figure 13). Elements of this pose is what usually makes a 

protagonist pose; the stability of the feet or the placement of the hands and the angle of the face. 

As can be seen in Figure 11 of Clank, Link and Yooka above; Yooka also supports the stability 

in his feet and one hand on his hip. Clank’s pose includes the wide-spread feet; and Link’s pose 

is too neutral to read into, other than the regular wide-spread feet. 
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Figure 13. Superman showcasing a notorious pose (Fredriksson 2017). 

 

6.1.4 Color guidelines for antagonists 

As previously mentioned, it is commonly interpreted that desaturated, dark colors are perceived 

as serious and professional (Lidwell 2010). It is therefore not advised to create an antagonist 

using only saturated colors; as it would not match the nature of an evil character, if they are to 

represent the evil role in the specific setting. However, with a stylized art style and comic book 

antagonists, it is common to use a splash of color to set it apart. “Comic book characters are 

traditionally colorful, but those who pay special attention will note that it’s not all random 

palettes,” (Monsef IV 2011). Monsef put together a list of common colors used in comic book 

heroes and villains, where the top three colors for antagonists are listed as follows: 

• Black: the most common bad guy color. 

• Blood red: usually used for the crazy villain. 

• Purple: especially associated with poison. 

Sometimes, antagonists sport the same common colors as protagonists, such as yellows or 

orange, but then they are usually set apart using shapes or dark additional colors. As it is a 

regular occurrence in colorful stylized games to keep even the enemies saturated, to fit in with 

the target art style of the game; antagonists with colorful schemes can be found. An example of 

this is the main antagonist Capital B of Yooka-Laylee, who can be seen in Figure 14 below; in 
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the character art from Playtonic Games. He sports the active color yellow, while his main outfit 

is in dark purple or brown hues. Even with the saturated yellow, the amount of dark hues along 

with his shapes clearly dictates the antagonist role. Capital B is using a split-complementary 

color scheme, having yellow on one side of the color wheel, with purple and blue on the other. 

 

 

Figure 14. Capital Bee, the main antagonist in Yooka-Laylee (Playtonic Games 2016). 

 

6.1.5 Shape guidelines for antagonists 

To give the antagonist the aggressiveness it usually needs, the triangle is the most common 

shape to use for the overall silhouette and details of an antagonist (Camberos 2011). It is 

perceived as an especially aggressive shape, as it only consists of angular corners. By giving 

the antagonist a spiky silhouette, it can be imposing and strike fear into the viewer; while the 

spiky appearance also transmits the feeling of not being a good character (Staley 2014). 

To summarize, the guidelines of shapes concerning antagonists is rather strict. It is common to 

use the triangular shape for supporting the appearance of an antagonist – as the antagonist is 

supposed to transcribe evil and danger; a shape built on circles would simply go against the 

nature of what an audience consider dangerous objects. As can be seen in Figure 14 above, 

Capital B clearly sports the sharp shapes. His ears and nose are especially prominent, but the 

triangular shapes are also included in his teeth and robes. Another example can be seen in Figure 

15 below, picturing Dr. Nefarious from Ratchet and Clank, Gangrel from Fire Emblem: 

Awakening (Nintendo, 2012) and Diablo from Diablo II (Blizzard 2000). 
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Figure 15. The antagonists Dr. Nefarious, Gangrel and Diablo (Fredriksson 2017). 

 

Dr. Nefarious is a classic example of using both a dark purple color scheme, as well as sharp 

shapes. His skinny legs, hunching pose and triangular armor makes it easy to define him as the 

evil character. Gangrel is using a desaturated color scheme with yellow as the main color and 

black and brown to support it, but it is his shapes that really defines his antagonist role. Both 

his clothes, shoes, weapon and even his hair and accessories are all taking the sharp shapes. 

Diablo’s whole character design is sharp; everything from his claws, to spikes and body. It is 

the embodiment of triangular use in antagonists. As opposed to the round friendly eyes of the 

protagonist, it is common to have narrow, angular eyes; which also can be seen in Figure 15 

above. This matches their overall silhouette of triangular shapes as well, also making use of the 

play of proportions to add additional weight of the shapes – using for example skinny or longer 

legs. 

An example of a special case is the character Damon Gant from Phoenix Wright: Ace Attorney 

(Capcom 2001), which can be seen in Figure 16 below. His role is the Deputy Chief of the Los 

Angeles district police department; his high standing with the stability and strength that role 

poses can be seen in his square-based overall shape. He is, however, the true antagonist of the 

game, being a corrupt official and a murderer. Elements of his evil side can be read into his 

subtle sharp shapes such as his hair and eyebrows, while his color scheme is leaning towards 

the antagonist, with the dark red for danger and the usual black. Damon Gant is a character, 

which is supposed to embody both the evil character role and the good character role, which is 

why he is a mix between the stability of the square and the sharpness of the triangle. 
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Figure 16. Damon Gant, the true main antagonist in Phoenix Wright: Ace Attorney (Fredriksson 2017). 

 

6.1.6 Posture guidelines for antagonists 

As previously stated, it is quite hard to differentiate protagonists and antagonists only based on 

their posing. One defining difference is having the antagonist hunching, as can be seen in Dr. 

Nefarious in Figure 15 above. This is a very unusual pose for a protagonist to take on, but for 

evil characters, it is a rather common occurrence. Looking at Figure 15 again, Diablo’s pose is 

very neutral for an antagonist. The pose with the feet and arms can easily be used to showcase 

a protagonist built on soft shapes; it would not be odd. One discerning difference that was found 

however, that evil characters tend to bend their heads down while still looking upwards. This 

can slightly be seen in both Figure 15 and Figure 16 above, with Damon Gant, Diablo and Dr. 

Nefarious. Looking at their eyes, it is almost as they are looking down on the viewer. This is 

not an aspect one usually includes in a protagonist’s pose, as the high head to show confidence 

is usually the aim. Another angle of the head is to keep the chin up, with the eyes clearly looking 

down on the viewer; this is however also used among especially cocky protagonists. Examples 

of evil characters looking down on the viewer can be seen in Figure 17 below, picturing 

Ganondorf from The Legend of Zelda: Twilight Princess (Nintendo 2006) and Bowser from 

New Super Mario Bros. Wii (Nintendo 2009). While Bowser is using a cocky look, head held 

high with his arms crossed; Ganondorf is sporting a subtler look, which clearly shows his own 

sense of superiority.  
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Figure 17. Ganondorf and Bowser looking down on the viewer (Fredriksson 2017). 

 

6.2 Results from the first questionnaire 

6.2.1 Participants 

The audience reached a total of a 100 people who participated in the questionnaire – from the 

collected countries of Sweden, USA, Germany, Canada, Austria, Finland, Russia, The 

Netherlands, Italy, Australia, Lithuania, Argentina and Norway; the selection can be seen in 

Table 2 below (Fredriksson 2017). A major part of the audience turned out to be from Sweden, 

most likely because that is the author’s country. The survey was shared through the social 

networks of Facebook and Tumblr, reaching a range of close friends to strangers. Out of the 

collected audience, a total of 94% played video games themselves regularly or occasionally, 

while 6% did not.  
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Table 2. Geographic distribution of respondents – first survey 

 

 

 

The ages ranged from the age of 17 to 41, divided into the age groups below in Table 3 

(Fredriksson 2017). The age group of 21-30 was dominantly the biggest, with 41-50 and 50+ 

being the smallest. Out of all these ages, only 11 people were working professionally with 

character design, with the bigger group of people studying or having it as a hobby with a total 

of 50 people. 5 people had no experience with character design whatsoever and a total of 34 

respondents had collected their knowledge through games. The data can be seen in the graph in 

Table 4 below (Fredriksson 2017). 
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Table 3. Number of participants in each age group – first survey 

 

. 

 

Table 4. Number of participants in each experience group – first survey 

 

 



25 

 

In the age group of 21-30, a total of 29% had an overall score of all answers correct according 

to the research data, while 11-20 and 31-40 was on 50% and 24% respectively. These numbers 

cannot be considered completely accurate, however, because of the small number of 

participants in the last two mentioned groups. Therefore, a scale is not available for the audience 

in the age groups of 41-50 and 50+ simply because one person each participated. Examining 

the experience groups, the largest group of having character design as a hobby or as an object 

of study, achieved an overall score of all answers matching the research data at 20%. 

Professionals managed to reach a total of 27%, while the audience who has collected their 

knowledge from games had 26% with all answers matching the findings. The audience that had 

no experience whatsoever only reached a total of 5 people, but none of the respondents managed 

to get a full score according to the research data. The most common occurrence, however, was 

having 1-2 wrong answers; while only 1 participant in the whole study had every answer wrong. 

 

6.3.1 Color 

In the questionnaire, two questions about color were included. Four different color schemes 

were provided, where the audience first had to pick the color scheme as close to the protagonist 

role as possible; and then the same choice for the antagonist role. The color schemes can be 

seen in Figure 18. 

 

 

Figure 18. Color schemes provided in the first questionnaire (Fredriksson 2017). 

 

The first color scheme (A), is specifically designed for the antagonist role. It is using the 

common dark purples, with no saturated colors included. Out of all the participants, 92% found 

that (A) represents the antagonist the most; which correlates to what was found in the literature 

and content review. Another 4% found that (B) was representative of an evil character, 3% 

found that (C) was representative of an antagonist; and lastly, 1% found that (D) was 

representative of an evil character. This data can be seen in Table 5 below (Fredriksson 2017). 
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Table 5. Results of the color scheme of antagonists 

 

As seen in Table 6 below, the results of the color scheme regarding the protagonist was slightly 

more varied (Fredriksson 2017). Color scheme (B) was created solely to support the protagonist 

role, using only active and saturated colors. Out of all the participants, 81% found that (B) 

represented the good character role the most. An addition of 14% found that (D) was 

showcasing the protagonist, while 3% found that (C) was representative of the protagonist and 

2% gave their vote for color scheme (A), characterizing the protagonist role. This also correlates 

with the apparent results of the literature and content review, showing an overwhelming number 

of votes for the saturated colors. 
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Table 6. Results of the color schemes of protagonists 

 

 

The additional color schemes added, (C) and (D) were created to not particularly aim for either 

role. The color scheme (C) is very light, with pastel colors; which is not common for either 

protagonists or antagonists. They are desaturated, which are related to the antagonist role; but 

the colors are too active to be considered. The color scheme (D), is in the middle of the range. 

It includes a dark color, but two mainly active colors which can be related to the good character 

role. This is not too far off from the guidelines of the protagonist, which could be the reason it 

collected 14% of the votes. 

 

6.3.2 Shape 

The questions of shape aimed to be as accessible as possible, which is why simple shapes of 

the triangle, circle and square were included; see Figure 19 below. It was supposed to force the 

participants to reflect on the most basic design elements. In this question, the circle was to 

represent the protagonist; with the square being an acceptable answer as well. The triangle aim 

to only depict the antagonist. 

 

 

Figure 19. Shapes provided in the first questionnaire (Fredriksson 2017). 
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In the question of which shape would represent the antagonist, the triangle was the most obvious 

choice; which can be seen in Table 7 below (Fredriksson 2017). A total of 75% stated that the 

triangle represents the antagonist the most. This correlates to the guidelines stated from the 

literature and content review, showing agreeable results. Another 19% gave their vote for the 

square; and a small amount of 6% thought the circle characterized the evil role the most. 

 

Table 7. Results of the shape of antagonists 

 

The answers of the protagonist’s shapes are, like color, more varied than the antagonist’s. An 

amount of 42% voted for the circle to represent the protagonist, with the square in a close second 

with the votes of 38% from the audience. Even the triangle picked up 20% of the votes, which 

does not add up with the guidelines. The circle and square, however, have the biggest number 

of votes and therefore supports the previous research stating that round, friendly shapes of the 

circle and the stability of the square, are the main shapes to use when creating protagonists. The 

sectioning can be seen in Table 7 below (Fredriksson 2017). 
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Table 8. Results of the shape of protagonists 

 

 

6.3.3 Poses 

As for the results of the poses, it had the most varied results together of both parts. Three 

different poses were included in the question, where one aimed to support the protagonist; one 

to support the antagonist; and lastly, one to support neither. The poses can be seen in Figure 20 

below. Pose (A) is created for the protagonist; including the spread feet showing strength and 

stability, the regular hand on the hip with the chest puffed out, along with a head held high. The 

pose (C) is created to represent the evil character; this was probably the most difficult pose to 

find a basis for. From research of common antagonist poses, along with the guidelines found in 

the literature and content review, it was decided to keep the head low; looking down on the 

audience, with a mysterious pose of both hands and feet. The feet do not show the same strength 

as the wide feet of the protagonist, but the straight back and condescending angle of the head 

was supposed to represent the strength in itself. Lastly, (D) was created to not support either 

role. It is a strictly power-less pose, protecting the vital parts of the body and hunching the back 

and legs to give the feeling of trying to be smaller. 
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Figure 20. Three poses provided in the first questionnaire (Fredriksson 2017). 

 

This time, the antagonist provided the most varied results, seen in Table 9 below (Fredriksson 

2017). A total of 52% found that (C) represented the antagonist role, while 28% found that (A) 

was more likely and 20% gave their vote for the powerless-pose: (B). The pose of (B) collected 

a larger number of votes than expected, but the original antagonist pose of (C) did receive more 

than half of the votes; which is why it is still considered to agree with the set guidelines from 

the literature and content review. 

 

Table 9. Results of the pose of antagonists 

 

  



31 

 

The results show that a protagonist’s pose was more apparent than viewing an evil pose, as can 

be seen when examining Table 10 below (Fredriksson 2017). A total of 63% found that (A) 

best showed the protagonist trait, while 29% was drawn to the pose of (C) and a low number of 

8% gave their vote on (B). This also provides acceptable results in relation to the guidelines 

previously collected. 

 

Table 10. Results of the pose of protagonists 

 

 

6.4 Creating the characters 

6.4.1 Character A 

The first character to be created, was the one to represent the role of protagonist. As could be 

seen in the data collected in the first questionnaire, 63% chose the pose aiming for a good 

character. Therefore, a similar pose was used for the base as this character. A few sketches of 

heroic poses were sketched out, seen in Figure 21 below. They are all originally based on the 

heroic pose provided in the questionnaire and only using circular shapes both in their overall 

shape and details. Pose (1) was chosen to further use in the study. 
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Figure 21. Sketches of heroic poses (Fredriksson 2017). 

 

In the first questionnaire, the color scheme which was supposed to represent the protagonist 

was well received; where a total of 81% chose the colors of red, yellow and blue as the color 

for the good character. The literature review showed that the primary colors of red, yellow and 

blue are the most common colors for protagonists, especially comic book heroes (McLachlan 

& Hansom 2016). Therefore, this color scheme was used in the final character as well; using 

the complementary color scheme of red, blue and yellow, with a touch of white as an accent 

color. A picture of the final version of Character A, along with a visual example of her circular 

base can be seen below in Figure 22. During the creation process, all the design elements are 

created with circular shapes in mind; both in the overall feeling of the character, as well as the 

small details – where her big boots and curly hair look soft and friendly. As found in the content 

review, big eyes are popular among the stylized heroes; which is why the round eyes is part of 

the design. A play in proportion was also added, making the top part of her body slightly longer 

to make her top-heavy, looking strong without giving her a muscular body. The pose is created 

to show strength, with a confident facial expression and steady feet – the clenched fist is 

supposed to represent her determination. Her clothes and accessories are created only 

artistically to resemble a protagonist; as a narrative background and abilities is not a part of this 

character or study. 

 



33 

 

 

Figure 22. Left: Final version of Character A. Right: Character A’s circular base (Fredriksson 2017). 

 

6.4.2 Character B 

Character B is supposed to embody the antagonist of this study. In the first questionnaire, the 

pose of the antagonist only received barely over half the votes, with a total of 52%. The decision 

was made to increase the visibility of the evil pose, starting with examining character art of 

antagonists from popular games. The poses put together from this review, is showcased Figure 

23 below. A mix between pose (A) and (D) was chosen, to give the antagonist a slightly manic 

look; keeping the right hand from (A) and the left hand from (D). 

 

 

Figure 23. Sketches of villainous poses (Fredriksson 2017). 
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The results of the antagonist’s color in the first questionnaire, was overwhelmingly agreeable 

to the previous research. A complementary color scheme of dark purple, dark blue and green 

was chosen as the evil color scheme by 92% of the audience. However, it was slightly changed 

for the final character to match the top three colors used in comic book villains: purple, blood 

red and black (Monsef IV 2011). White was added as an accent color, as it was added for the 

protagonist as well; giving them a common color. Below, the final version of Character B can 

be seen, along with the visual representation of his overall shape (see Figure 24). During the 

creation process, all the design elements are created with triangular shapes in mind; both in the 

overall feeling of the character, as well as in the small details. The character is created to look 

sharp and dangerous, almost as if his mere appearance would hurt anyone who came in contact 

with him. To reinforce this, his hair is spiky and his clothes are torn; inclusive of sharp details 

such as the hard feathers hanging from the pants lining and the skinny, sharp feathers covering 

his shoulders – his nails are also claw-like. The eyes are narrow and sleek, while his body is 

skinny with a play in proportions with longer legs and arms; giving him an unnatural feeling. 

The pose is showing strength with wide feet, but his facial expression is a condescending facial 

expression; with him looking down on the viewer, with a hunched back. His clothes and 

accessories are created only artistically to resemble an antagonist; as a narrative background 

and abilities is not a part of this character or study. 

 

 

Figure 24. Left: Final version of Character B. Right: Character B’s triangular base (Fredriksson 2017). 
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6.4.2 The different versions 

There are four more versions of each character used in this study; each version changes one or 

two of the guidelines of color, shape and pose. These versions of characters will be used in the 

second questionnaire, to make the audience question their role in terms of evil and good. Each 

version will be created from Character A and B, showcased in the previous subchapter.  

The second version changes the color of the antagonist to use the same color scheme as the 

protagonist; while the protagonist is changed to sport the color scheme of the antagonist. The 

first different version of each character can be seen in Figure 25 below. They are using the same 

pose and shape as the original character design, where the only divergence is the color scheme 

of each character. 

 

 

Figure 25. Second version, change of color; Character A to the left and Character B to the right (Fredriksson 

2017). 

 

The third version changes the pose and facial expression of the characters. This means that the 

protagonist will use the specific pose of the antagonist, while the antagonist uses the pose of 

the protagonist. They are still using the same design elements in shape and color, seen in Figure 

26. By changing their poses, the character’s design is fundamentally showcasing a different 

mindset of the character. Where the protagonist was showcasing confidence, determination and 

strength; there is instead a tinge of insanity and playfulness about the appearance. The 

antagonist, which was previously showcasing a slightly insane look, is now instead looking 

close to royal; where his color scheme mostly breaks this charade.  
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Figure 26. Third version, change of pose; Character A to the left and Character B to the right (Fredriksson 

2017). 

 

The fourth version changes the overall shape of the character, along with the shape of small 

details. The protagonist will now use sharp edges, while the antagonist will use soft and round 

shapes. Color and poses are not changed. The proportions that went along with their shape will 

also be affected, which means that Character A will be skinnier with longer legs than she 

previously had – resembling the proportions of Character B – while Character B will be rounder 

in body mass and a more balances proportions. Additionally, the eyes are affected by the shape 

change as well, as narrow and sharp eyes are commonly used along with the triangular shapes; 

and round eyes are common to show the innocence of protagonists, using square or circular 

shapes. Even with this change, the facial expression is still the same; while it is giving off a 

different feeling with the change of eyes. 
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Figure 27. Fourth version, change of shape; Character A to the left and Character B to the right (Fredriksson 

2017). 

 

The fifth – and final – version, changes two of these design aspects. The guidelines that are 

changed are shape and color, with the basis that they showed the most obvious readings in the 

first questionnaire. Therefore, Character A will use the triangular shapes along with the color 

scheme of purple, black and blood red. Character B will use the circular shapes and the primary 

colors red, blue and yellow. This means that both the original protagonist and antagonist are 

mainly their counterpart’s design; with only the pose remaining their own. This is the most 

drastic change of all the versions, almost changing their role completely.  
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Figure 28. Fifth version, change of color and shape; Character A to the left and Character B to the right 

(Fredriksson 2017). 

 

6.5 Results from the final questionnaire 

6.5.1 Participants 

For the second questionnaire, a total of 100 participants were gathered, from a total of 16 

countries: Sweden, USA, Poland, Italy, Pakistan, Canada, Finland, Saudi Arabia, France, 

Germany, Australia, UK, Greece, Russia, Brazil and Korea – as can be seen in Table 11 below 

(Fredriksson 2017). Likewise, as the first questionnaire, the major part of the participants 

originated from Sweden, because that is the author’s country. The survey was shared through 

the social networks of Facebook and Tumblr, while friends shared it with their own 

acquaintances. This means that the participants ranged from close friends, to strangers. A total 

of 96% of the audience played games either usually or occasionally, while 4% of the 

participants did not.  
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Table 11. Geographic distribution of respondents – second survey 

 

 

The age ranged from 17-50 years old, divided up into three age groups: 11-20, 21-30, 31-40 

and 41-50, which can be seen in Table 12 below. This time, no participant was over the age of 

50, as compared to the first questionnaire. The age group consisting of the biggest audience was 

21-30, with 63 participants. The smallest age group this time, as well, was the group of 41-50 

which consisted of 3 participants. Overall, out of all the ages, only 16 people worked 

professionally with character design, while 68 participants had it as a hobby or object of study. 

A total of 29 people had their knowledge collected from games, while only 3 people considered 

themselves to possess no knowledge about character design. This data can be seen in Table 13, 

below, showing each experience group and their number of participants (Fredriksson 2017). 
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Table 12. Number of participants in each age group – second survey 

 

 

Table 13. Number of participants in each experience group – second survey 
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6.5.2 Character A 

Character A was well received in this questionnaire; the only answers used for this character 

was good or resembling good. A total of 82% chose the definitive good character, while 18% 

voted for the resembling good character; data which can be seen in Table 14 below. Comments 

left for the original version was saying she looks proud, innocent, determined, calm, likeable 

and honest. A small part of the audience mentioned that the eyes appeared creepy, while the 

majority felt that they were warm and friendly. When changing the colors to the antagonist’s 

color scheme; the comments were changed to statements of her purple color – where she still 

looked friendly, but the color scheme changed towards evil. One of the participants stated: “[..] 

Overall though, too cutesy in design and too brave in pose to be altogether evil”. The answers 

to this version of only a color change, was mixed. A total of 10% said that she still looks good, 

another 31% felt that she was neither, but resembled good. Another 13% now viewed her as an 

evil character, while the larger audience of 46% stated she was neither, but resembling evil – 

the exact data can be found in Table 15 below.  

 

Table 14. Answers to the original version of protagonist 
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Table 15. Answers to the second version of protagonist – changing color 

 

Examining the third version, where the pose was changed to represent the antagonist’s pose; 

more people voted for the character to resemble evil. A total of 48% felt that the character was 

now resembling evil, 14% stated that the character was completely evil and another 9% stated 

that the character was still considered as good. Lastly, 29% felt like she was neither, but at least 

resembling good – all data can be found in Table 16 below (Fredriksson 2017). A handful of 

the participants stated that the posture and shapes does not correspond with each other; and that 

the character looks more sly, playful and crazy. By instead changing the shape only, in the 

fourth version, it collected just as varied results as the previous pose-changed version. A low 

number of 18% stated that the character was still good, while 14% gave their vote for evil; as 

can be seen in Table 17 below (Fredriksson 2017). The biggest number of votes ended up in 

the category of neither; where resembling good collected 34% of the votes and resembling evil 

collected the exact same percentage: 34%. “Here, there’s a suggestion of danger and being 

unapproachable. [..] The hard edges combined with the inwards facial expression create a non-

approachable character – but not necessarily dangerous,” stated one of the participants. 
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Table 16. Answers to the third version of protagonist – changing pose 

 

Table 17. Answers to the fourth version of protagonist – changing shape 

 

 

The last version of Character A, changing both shapes and colors, received an overwhelming 

number of votes for either evil or resembling evil – the two answers received 50% and 36% 

respectively. Good received the low percentage of 3%, while resembling good collected a total 

of 13%; with the exact data, available in Table 18 below (Fredriksson 2017). The ominous color 
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scheme was especially mentioned, as well as the hard shapes. One of the respondents stated that 

the character looks more of a bully than an evil character; while another said that the character 

doesn’t look completely evil as she still appears heroic, but does not look like a good character. 

One of the participants stated: “[…] I tried to see it as a character I’d find in some hypothetical 

game and what I thought of was some minor boss/annoying character”. Another participant 

stated: “With the classic evil colors, she is now 100% evil. […] The previous picture with 

"good" colors could have been either good or evil to me. I was unable to place her somewhere 

obvious. But this one is as stereotypically evil as it gets”. 

 

Table 18. Answers to the fifth version of protagonist – changing color and shape 

 

6.5.3 Character B 

Character B’s original version received more varied results than the original protagonist did. 

The highest number of votes is definitive evil with a total of 56%, while resembling evil 

collected 24% of the votes. However, it received the low number of 5% for a good character 

and 15% for a character that resembles good – the data can be found in Table 19 below 

(Fredriksson 2017). This change in position is for some reason visible when moving up in age, 

where especially the participants above the age of 27 voted for resembling good – while still 

having it uncommon among the younger ages. Comments included remarks about his ragged 

clothes, sly demeanor, purple colors and creepy or mischievous expression. Changing his color 

scheme in the second version, to match the protagonist’s color, changed the results entirely. 

This time, the audience interpreted the character mostly as someone resembling good, with a 

total of 44% of the votes. Resembling evil gained 23% of the votes, while evil and good received 

11% and 22% respectively. The data can be seen in Table 20 below (Fredriksson 2017). The 

change in color is the main reason for the change of opinion, found in the comments. “He looks 

sly, but the colors make him look far more friendly and approachable”, stated a participant. 

Another participant felt that the character was evil simply because the color did not correspond 

with the posture and shapes; which makes the image twisted and uneasy.  
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Table 19. Answers to the original version of antagonist 

 

 

Table 20. Answers to the third version of antagonist – changing color 
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When changing the pose instead – and keeping the original color – the character still resembles 

evil the most; with 41% of the votes. Definite good and evil received 16% and 9% respectively, 

while resembling good was a close second of 34% of the answers, with the data available in 

Table 21 (Fredriksson 2017). It is hard to determine a clear winner among the answers; a part 

of the audience had big trouble with trusting the character, while some said he now looked 

respectable and determined with a resolute stature. One of the participants stated: “By hiding 

the sharp nails and giving the character an open and positive stance, the character starts to 

resemble a protagonist more. The facial expression is no longer cunning, but determined”. 

Examining the fourth version, where the shape is changed while keeping the other design 

aspects; the answer of resembling a good character received 38% of the votes, while definite 

good is in a close second with 31% – but resembling evil close behind with 23% of the votes. 

A handful of votes was collected by the evil option, with 8% of the answers, which can be seen 

in Table 22 below (Fredriksson 2017). A part of the audience commented that the character 

looked friendly or adorable, while others considered him mischievous but good; and the last 

part stating that the character was still creepy and evil. One of the participants stated: “This is 

like a character that is on the evil side, but he is actually a good person; someone who befriends 

people on the good side. The colors say evil but he does not look threatening”. 

 

Table 21. Answers to the third version of antagonist – changing pose 
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Table 22. Answers to the third version of antagonist – changing shape 

 

 

The last version of Character B – changing both the color and the shape – received a clear 

majority in votes for good and resembling good, with 67% and 26% respectively, as seen in 

Table 23 below (Fredriksson 2017). Evil and resembling evil only received as low as 2% and 

5% of the votes respectively. Some comments say that the change of color along with shape, 

now bring him fully into the protagonist look; while others are still suspicious of him. One of 

the participants commented: “Looks like the character that will backstab the main character. 

It’s nice and everyone love it, but in the end, it turns out that it was a rogue all along”. Another 

participant stated that the bright colors, even with the slightly mischievous expression, give off 

a warm, soothing fashion.   
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Table 23. Answers to the third version of antagonist – changing color and shape 
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7. Analysis 

7.1 The design questions 

The first questionnaire’s purpose is to investigate if the guidelines found in the literature and 

content review agreed with the opinion of an audience; preferably also showing if age or 

experience in character design affected these opinions. The first questionnaire served its 

purpose, reaching agreeable results with each subject of color, shape and pose. It reached four 

different age groups; 11-20, 21-30, 31-40, 41-50 and 50+. Out of these age ranges, age group 

11-20 had the most agreeable results to the previous research. This could be because of the 

smaller group, or simply because age could affect the real-life experiences which helps us 

determine between color, shape and posing. This result does not suffice as a definitive result 

however, as the size of the age groups were incredibly varied. There simply were not enough 

participants in the younger or older age groups to find a stable basis for their answers, to see an 

average of accurate answers. The same situation appeared in the selection of experience groups, 

where the groups of hobbyist and students, along with the audience who received their 

knowledge from games reached a fair amount – while professionals and those with no 

experience only gathered a handful of people each. Because of this, it was difficult to determine 

any solid patterns that could be proven with the data, which meant that this survey mostly served 

as a check against the literature; leaving most of the analysis in relation to age and experience 

too dim. 

Taking a closer look at each age group, the percentage of accurate answers concerning the 

research data of each question is rather similar; as can be seen in Table 24 below (Fredriksson 

2017). The common lowest score was that of the poses; specifically, the antagonist’s pose. The 

age group of 31-40 stands out especially with the results collected, as they’re the only age group 

that had more agreeable answers of the antagonist pose rather than the protagonist pose; while 

the protagonist’s pose and antagonist’s color has dropped significantly in agreeable answers 

compared to the other groups. It is difficult to tie this to specific facts, because of the large 

differences in numbers between each group; especially as age group 31-40 only contains 17 

people. The age group of 21-30 is statistically more accurate, containing 63 people, as the data 

is gathered from a larger group. 

 

Table 24. Accurate answers for each question in the age groups – first survey 

 
Protagonist 

shape 

Antagonist 

shape 

Protagonist 

color 

Antagonist 

color 

Protagonist 

pose 

Antagonist 

pose 

Age 11-20 89% 89% 83% 94% 67% 56% 

Age 21-30 78% 71% 80% 94% 65% 50% 

Age 31-40 76% 76% 76% 82% 53% 59% 
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Examining the accuracy of the experience groups, the professionals had the highest percentage 

value of right answers in relation to the findings. Looking at the other experience groups, it 

seems like the antagonist’s shapes were especially difficult compared to the result of the 

professionals. Overall, however, the poses received the least right answers in all experience 

groups. The antagonist’s color scheme received the highest number in each experience group, 

making it the easiest choice. The exact data can be seen in Table 25 below (Fredriksson 2017). 

 

Table 25. Accurate answers for each question in the experience groups 

 
Protagonist 

shape 

Antagonist 

shape 

Protagonist 

color 

Antagonist 

color 

Protagonist 

pose 

Antagonist 

pose 

Professionally 82% 91% 73% 91% 64% 45% 

Hobby/ 

Studying 
80% 78% 86% 88% 68% 54% 

From games 85% 74% 76% 97% 59% 53% 

No experience 40% 20% 80% 100% 40% 40% 

 

7.2 The characters’ readability 

Similarly, to the first questionnaire: the second questionnaire also had an imbalance of answers 

in each age group and experience group. The age group of 21-30 was, again, dominantly bigger 

than the rest, with the experience group of having character design as a hobby or object of study 

was marginally bigger than the others, but the selection in the other experience groups was 

closer to each other this time. However, unlike the first questionnaire, the only questions that 

could reflect on a right or wrong answer is the first question of each character; as they are 

separately designed to fulfill the guidelines found in the previous research for a protagonist and 

an antagonist. As this survey does not aim to find a specific connection between right answers 

and the age groups and experience groups, the background data can be found compiled in 

Appendix E. The purpose of this questionnaire is to investigate the interpretation of good and 

evil in relation to the appearance of a character using color, shape and posing. While the 

background data is not as relevant in this survey as the previous, it is still an interesting factor 

concerning the readability; which is why it is included as an appendix of the study. 

Looking at the readability when changing the different design aspects instead, results can be 

seen in the interpretation of good and evil in appearances. With color, a big difference in votes 

can be seen compared to the original version. The protagonist showed a change of going from 

100% of the participants voting for either good or resembling good, to 59% of the audience 

now voting evil or resembling evil. The antagonist went from 80% of the participants voting 

for either evil or resembling evil, to a raise of 66% of the votes for either good or resembling 

good. A change in votes appear in every stage, from the change of color, to shape, to pose and 

lastly, to the change of color and shape. This data can be seen in Table 26 and Table 27 below, 

of both the protagonist and the antagonist (Fredriksson 2017). Examining the results of the 

protagonist, this character changes their role from the good character to the evil character by 

the end of their questions; resulting in 86% of the audience finding the character evil, with the 

added change of shape and color. The antagonist starts out with a base of 80% of the votes for 
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evil or resembling evil, but with the shape and color change: the character now has 93% of the 

answers for good or resembling good. 

 

Table 26. Difference in percent regarding the protagonist – second survey 

 Good and resembling good Evil and resembling evil 

Original 100% 0% 

Color change 41% 59% 

Pose change 38% 62% 

Shape change 52% 48% 

Color and shape change 86% 14% 

 

Table 27. Difference in percent regarding the antagonist – second survey 

 Good and resembling good Evil and resembling evil 

Original 20% 80% 

Color change 66% 34% 

Pose change 50% 50% 

Shape change 69% 31% 

Color and shape change 93% 14% 

 

This means that with a simple color change, the protagonist changed from definitive good to 

being generally perceived as evil or resembling evil; and likewise, with the antagonist – going 

from evil to good. Therefore, it can be concluded that color is a powerful tool when deciding 

the role of characters’ and should be used cautiously when trying to create an ambiguous 

character in relation to their role of protagonist or antagonist. This test is using two color 

schemes as close to a definitive good and evil as possible, which proved to be read similarly as 

it was supposed to be interpreted – this shows that definitive color schemes of either side, should 

probably be avoided when creating an ambiguous character.  

Taking a closer look at the protagonist, however, it shows that the second most votes were still 

resembling good, which means that the soft shapes stood strong against the dark color scheme. 

The participants who left comments and choose to vote for evil or resembling evil, all referred 

to the dark color scheme of the character; while the participants voting for good or resembling 

good mentioned that the character looked too friendly with the round shapes to be considered 

evil. A comparison of the two versions can be seen in Figure 29 below. One of the participants 
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stated: “Colors are darker this time; but still, the character expression, attire or posture does not 

strike as antagonistic”. The antagonist is in the same position of having the second most votes 

in still resembling evil; making it obvious that the shape and pose could still affect the nature 

of the character no matter their color scheme. One of the participants stated: “The warm colors 

break the evil aspect, but he still has a mostly unapproachable attitude and design. It could be a 

minor or divided ally, but not what you imagine as a protagonist or good guy”, talking 

specifically about the antagonist. 

 

 

Figure 29. Comparison of the original protagonist and the change of color (Fredriksson 2017). 

 

The results received from the change of pose also provides data that by just changing the pose 

of the character, the character shows a whole other mindset. The original pose of the protagonist 

made the character look heroic, friendly and determined according to the participants; while 

this changed into unreliable when putting the character into the antagonist’s pose. One of the 

participants stated: “Resembles a character which is good at first, but turns evil”; while another 

said: “[..] still an ultimately good character, but the pose suggests a trickster attribute. Not 

necessarily dangerous, but certainly untrustworthy”. From this, it can be read that a character – 

which could look like a good character – showing facial expressions or body language that is 

unreliable, can be ambiguous in their role as parts of the audience will either question their 

trustworthiness, or simply think that the character has that kind of personality, while still staying 

as a good character in their mind. This is useful for characters that are specifically meant to 

raise concern about their true objectives, such as allies working behind the main character’s 

back. The antagonist’s pose change, however, even received tied results; where half of the 

audience considered the character on the evil side, while the other half interpreted him as on 

the good side. A comparison of the two versions can be seen in Figure 30 below. “The dark 

color and eyes makes the character look evil, but the standing position makes him look honest 

and thereby good”, stated one of the participants – who chose to rely on the honest pose more 

than the ominous color scheme. Another participant stated: “The colors made me lean towards 

evil, but the character’s expression is kind; so, it seems like a character that starts out as evil 
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but changes”. Therefore, mixing up the body language and facial expression in antagonists 

could provide a subtle hint if the character is going to change sides, or showing interest in the 

same goal as the protagonist. 

 

Figure 30. Comparison of the original antagonist and the change of pose (Fredriksson 2017). 

 

Changing only the shape, also provided similar results of the color change. The protagonist 

received the exact same percentage of votes regarding resembling good and resembling evil, 

which shows that the character is hard to read with the pose and color counteracting the shape. 

A comparison of the two versions can be seen in Figure 31 below. Discussing the protagonist, 

one participant stated: “Looks more calm and collected. Could definitely be a cold villain, but 

not necessarily” while another participant said: “Put in the right scene and this character would 

be evil; sharp edges and its expression make it look like it’s out for revenge”. This method of 

change could be used specifically for the good character which are less caring in their nature, 

or if they are supposed to pose questions about their true thoughts. The antagonist, however, 

received a bigger response for the good side than the evil side. About the antagonist, one 

participant stated: “Mischievous, but good. Might inconvenience those around him, but it is 

only for laugher”, while another said: “A character with that expression on their face can’t be 

evil, but my feeling against the colors remain the same”. This could show that mixing the shapes 

and colors of protagonists and antagonists, results in a very ambiguous character in relation to 

their role; as about half of the participants chose the good side while the other half chose the 

evil side of both the changes of the protagonist and antagonist. 
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Figure 31. Comparison of the original protagonist and the change of shape (Fredriksson 2017). 

 

By changing both the colors and shape, the original protagonist character almost completely 

transcended the line of an antagonist; while the antagonist even more so shifted to the side of a 

protagonist. A comparison between the two different versions of the antagonist can be seen in 

Figure 32. This time, some participants even mentioned the pose as one of the reasons for the 

evil appearance of the protagonist, even if it is the exact same pose used in the original version 

of the protagonist; which only received votes strictly of good and resembling good. About the 

antagonist, however, a participant now stated: “The pose and expression make me think the 

character is kind of sly, but the bright colors make me lean more towards good” while another 

said: “Looks like a good guy. Smooth rounded edges and a friendly face, also looks like it has 

no intentions of trying to best you”. This shows that even if the posture or facial expression is 

neutral – or even good – the character will still be read judging their overall shape and color. 

Posture is less definite when determining the side of good and evil when the shape and color is 

at an extreme; and is therefore a lot more flexible to use when creating poses that are supposed 

to represent characters’ personality. 
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Figure 32. Comparison of the original antagonist and the change of color and shape (Fredriksson 2017). 
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8. Discussion 

Even if the first survey was hard to analyze due to the different sizes of age and experience 

groups, it still served an important role in this study. It helped confirm the guidelines found in 

the literature and content review, along with providing a start for both poses and colors to the 

final characters. It served as a basis to the actual investigation; and helped make the characters 

created for this project better.  

The second survey resulted in a few interesting points, showing more varied results than 

expected. The only character to pass without notions was Character A, the protagonist, who 

was not labeled as evil or resembling evil even once in the original version. This could be 

because of the obvious color scheme, as primary colors are especially popular among good 

characters; while rare with antagonists. The round edges were also mentioned a significant 

amount, where the bubbles also merited comments; which apparently gave her a status of 

cleanness and transparency. The determined posture came across to a major part of the 

audience, while a collected few mentioned that her hands were somewhat aggressive with the 

clenched fist. This could be because humans read body language depending on their own 

experiences, where the circumstances between each participant is different. In addition, the 

protagonist’s round eyes were interpreted differently between some participants; where some 

people perceived it as the character hiding something. Different levels of trust in their own lives 

or experience with different kinds of characters in various games, can vary this decision. The 

antagonist was perceived as resembling good very often compared to the personal expectations; 

judging from the comments, it is most likely because of the sarcastic smile. A part of the 

audience simply read it as a genuine smile, while it is meant to represent a sarcastic, over-

confident smile. The face of the antagonist received both comments from participants 

considering the expression creepy and evil, while some commented on the smile looking 

friendly. This shows just how much personal experience and bias comes into play when doing 

these kinds of studies, as the smile was used as both reason for the character’s state of evil, as 

well as their state of good. 

As all changes in design warranted new results in relation to their status as good or evil, it is 

hard to determine a solid point where the character completely turns to the other side. For some 

participants, it was enough to simply change the color or pose and facial expression; while 

others stayed with their original opinion of the character all the way through the changes. 

However, some points were apparent through the results of this study, concerning the 

character’s point of change. Changing the posture and expression of the characters can affect 

the way they are interpreted on smaller levels, than a definitive good or evil. Having a good 

character show a more sly or crazy look as a facial expression could instill the feeling of 

uncertainty with the players, with having the general look of good keeping their thoughts 

towards the character as an ally. Having the antagonist sport a heroic look, made the audience 

read the character as someone who might be on both sides; or an evil character pretending to 

be good. Changing the shape of the protagonist gave it a more serious, cold or collected 

appearance, but it was still commonly read as good. The character was now seen as someone 

who thinks inferiorly about other characters; someone who might help the protagonists – while 

not caring much. Changing the shapes of the antagonists, however, made some participants read 

the character as misunderstood, mischievous and a character trying to be good. It was not until 

the colors were changed along with the shapes that the antagonist was dominantly perceived as 

a good character. Likewise, with the protagonist. 

Another factor that affect this study, other than the experiences of the audience and the number 

of participants, is the personal style of the art. As an artist, I have always stayed in the range of 
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saturated colors and round shapes; it is the most natural to me – which is also the reason why 

specifically stylized art was chosen as a research point. In additional comments of the survey, 

one participant pointed out that the character design itself of both characters is very friendly, 

which could be why the protagonist passed with the highest votes of good, while the antagonist 

dropped a few percent from a full score. If this study was done with a more realistic style that 

did not depend on saturated colors as heavily; it might have shown different results. That 

difference in result, however, could also affect the outcome of the good character in the same 

way this style could have affected the evil character. This study might have turned out in a 

different way, depending on the artist following the guidelines. 

For future works, context of the character would be an interesting main point to investigate. 

Putting the same character in different contexts, such as displaying the character in a clearly 

bad or good environment could provide new perspectives to how a character is read, as the 

background and environment of a character affects the interpretation. For example, seeing an 

officer strolling the streets can give a feeling of security; while putting that same officer in an 

alley next to a collection of shady characters instills the feeling of an untrustworthy character, 

or even a corrupted one. Because of this study’s limited time, background and context of 

characters were completely left out; even if it is a main aspect of designing and interpreting 

good or evil characters. A part of future works could also be to study the cultural differences in 

styles and if they provide different results than the conducted study. An artist’s personal style 

can have a wide range, where different art styles can affect the interpretation just as much as 

the use of shape or color can. This thesis solely focuses on the use of stylized graphics, while 

this investigation could be done with any graphical profile. Doing an investigation of this 

subject in different styles would provide a more solid ground of the conclusions and hopefully 

shed more light on the ambiguous character creation regarding good and evil character roles. 
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9. Conclusion 

The purpose of this study was to first investigate the guidelines used for designing protagonists 

and antagonists, to then conduct a survey to confirm that the guidelines are indeed reflecting a 

real audiences’ interpretation. Lastly, a study of two specific character designs was conducted 

to investigate how a character was interpreted depending on the current shape, color or posture. 

As a result of this investigation, it can be concluded that shape, color and posture heavily affect 

the interpretation of a character in their status of good or evil. Even participants claiming no 

knowledge in either video games or character design, still chose mostly accordingly to the 

established guidelines in relation to the original design of the protagonist and antagonist.  

Hence, the answer to how far one can change these guidelines without losing its original clarity 

is: not particularly much. Therefore, playing with these aspects can create a wide range of 

characters with different roles; not just good and evil, but the state of in-between as well. Color 

and shape seem to have the biggest impact to the character’s nature, but if it is not changed 

together, it will give the character an ambiguous appearance, as its interpretation will vary 

between each person. This can be a good thing, as it can make the characters more complex and 

less dated. When using a strictly triangular shape with a dark color scheme, it is almost certain 

that the character will be read as evil, appearance-wise. Similar to the use of primary colors and 

round shapes, which instill the feeling of a good character among the majority.  

To conclude, by playing with the relation of shape, color and posture; different mindsets of the 

characters’ mindset of good or evil can be conveyed only using the appearance of the character, 

as mixing these guidelines will blend the interpretation of the role. The clarity of a character is 

mudded immediately when mixing together different guidelines for each protagonists and 

antagonists. By being mindful of how each change affects the specific character, character 

artists can try to lead the audience on a set path of interpretation of an ambiguous character – if 

a specific character role in-between good or evil is to be represented, as well as if one wants to 

show different states or communicate character development.  
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Appendix A – first survey 
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Appendix B – first survey results 
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Appendix C – second survey 
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Appendix D – second survey results 
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Appendix E – second survey background data 

 

Table 1. Results of the first question of Character A – experience groups 

 Good 
Resembling 

good 
Evil Resembling evil 

Professionally 87% 13% 0% 0% 

Hobby/ 

Studying 
88% 12% 0% 0% 

From games 76% 24% 0% 0% 

No experience 71% 29% 0% 0% 

 

Table 2. Results of the first question of Character B – experience groups 

 Good 
Resembling 

good 
Evil Resembling evil 

Professionally 0% 37% 56% 6% 

Hobby/ 

Studying 
5% 7% 51% 37% 

From games 3% 14% 62% 21% 

No experience 14% 14% 58% 14% 

 

Table 3. Results of the first question of Character A – age groups 

 Good 
Resembling 

good 
Evil Resembling evil 

11-20 87% 13% 0% 0% 

21-30 84% 16% 0% 0% 

31-40 69% 31% 0% 0% 

41-50 67% 33% 0% 0% 
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Table 4. Results of the first question of Character B – age groups 

 Good 
Resembling 

good 
Evil Resembling evil 

11-20 0% 6% 69% 25% 

21-30 4% 16% 27% 53% 

31-40 15% 23% 54% 8% 

41-50 0% 0% 33% 67% 

 

Table 5. Results of the last question of Character A (change of color and shape) – experience groups 

 Good 
Resembling 

good 
Evil Resembling evil 

Professionally 0% 0% 56% 44% 

Hobby/ 

Studying 
5% 15% 46% 34% 

From games 0% 7% 38% 55% 

No experience 7% 21% 43% 29% 

 

Table 6. Results of the last question of Character A (change of color and shape) – age groups 

 Good 
Resembling 

good 
Evil Resembling evil 

11-20 0% 19% 81% 0% 

21-30 9% 33% 18% 40% 

31-40 15% 39% 8% 38% 

41-50 33% 0% 33% 33% 
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Table 7. Results of the last question of Character B (change of color and shape) – experience groups 

 Good 
Resembling 

good 
Evil Resembling evil 

Professionally 75% 25% 0% 0% 

Hobby/ 

Studying 
68% 29% 3% 0% 

From games 66% 17% 7% 10% 

No experience 57% 36% 0% 7% 

 

Table 8. Results of the last question of Character B (change of color and shape) – age groups 

 Good 
Resembling 

good 
Evil Resembling evil 

11-20 6% 38% 6% 50% 

21-30 19% 26% 12% 43% 

31-40 15% 70% 0% 15% 

41-50 0% 67% 0% 33% 

 

 

 

 

 

 

 

 

 

 

 


