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(a) Visual versions of two of Jungean Archetypes [Jung 2014] that
are designed using our method.

(b) Visual versions of two Big-5 personality traits that are designed
using our method [Judge et al. 2002].

Figure 1: Examples from our visual encyclopedic references that provides archetypes for a wide variety of literary [Cowden
et al. 2013; Schmidt 2007] and psychology [Judge et al. 2002; Jung 2014] descriptions. For designing visual versions of Jungean
archetypes, we used Jazz Musicians as an underlying theme. For designing this particular visual version of big-5 personality
traits, we used office workers as an underlying theme.

ABSTRACT
While there are many professional examples of successful character
designs, there seems to be little academic formalization in standard-
izing a process to achieve consistent visual results. In this work,
we present such a formal process to construct visual designs for
character archetypes that are given by "verbal descriptions". This
process is based on visual semiotics that are used for creating clear
meaning behind design choices while still retaining a sense of aes-
thetic through principles of artistic design. Using this process, we
have developed a set of encyclopedic references for a wide variety
of psychology and literary archetypes to demonstrate the power
of this approach. We also used this process successfully in a visual
storytelling class.
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1 INTRODUCTION AND MOTIVATION
For character archetypes, there exist large numbers of verbal de-
scriptions. However, there’s no formally defined process to turn
these verbal descriptions into visual characteristics. Even though
there is a wide range of professionally designed archetypes shown
in media that one can emulate, tackling this task can be overwhelm-
ing without a structured way to approach the design problem [Blair
1994].

There are design concepts such as shape language that is often
discussed among character designers [Eggleston 2015; Ekström
2013; Robertson 2009], but with the inundation of different opinions
and resources on character designing and no academic filter, it is
hard to gauge what is actually credible advice. It is also a question
whether these concepts that character designers hold in high regard
are actually the most logical starting points in the design process.
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Figure 2: The four stages of our process: (1) drawing an initial reference starting from a real world reference, and (2) exag-
gerating generic likeness of the archetype by evaluating visual cues from a variety of proportional changes (3) introducing
personality drawing from indexical signs, and (4) emphasizing visual appeal through the addition and/or omission of props.

In this poster, we present our recent work that provides a process
of a methodological approach to designing visual characters [Eason
2019; Wang 2018], invoking principles similar to those used by the
masters of animation [Blair 1994; Thomas et al. 1995] as well as
psychology-based analysis [Akleman 1997; Akleman and Reisch
2004; Ekman and Oster 1979; Moriarty 2002].

2 METHODOLOGY
Our process can be summarized in four stages as shown in Fig-
ure 2: (1) creating an initial visual description based on a real-world
reference, (2) exaggerating features to capture generic likeness by
evaluating visual cues from a variety of proportional changes (3)
introducing personality drawing from indexical signs, and (4) em-
phasizing visual appeal through the addition and/or omission of
props. For the details of the process, refer the thesis [Wang 2018].

Our contributions with this process can be summarized as fol-
lows: (1) We have defined a logical and objective base model for the
character design to be built upon, and analyze how to manipulate
proportional bias from this model. (2) We have provided guidelines
for the method of creating a design unique from the base model
with deliberate and clear intentions and strong appeal. (3) Using the
method, a number of artists were able to design approximately 100
visual representations of a wide variety of archetype descriptions
from psychology-based personality types to literary archetypes.

In this poster, we provide a few examples with Preston Blair type
textual descriptions [Blair 1994] (See Figures 1a and 1b. We think
that Preston Blair type textual descriptions are particularly helpful
for anybody who wants to design visual Archetypes. Our goal is
to treat this as an open source project and increase the number of
entries in our encyclopedic references collecting visual inputs from
a wide variety of character artists.

Each of the authors of this paper have used this process to create
characters. All three of us were able to create convincing archetypes.
We have also taught it successfully in a visual storytelling class. As
a result, we have created a significant number of characters using
the process. Our goal is to create a repository of characters in such
a way that people can add new characters and their decisions in
Preston Blair type.

3 CONCLUSION AND FUTUREWORK
In this paper, we presented our recent work on the development of
a formal process for constructing visual archetypes from any given

verbal description [Wang 2018]. Using this process, it is possible to
obtain a wide variety of archetypes and this approach is successfully
used to create archetypes in a set of safety animations [Eason 2019].
We have also developed and have been developing encyclopedic
references that can be useful for a wide variety of cases.

We also demonstrated this process can successfully be used
in art classes to teach character design. Although, we focus on
drawing, this process does not really need a drawing ability. All
the steps of the process can be directly applied to a photograph
to obtain a photograph or painting like results [Akleman 1997] by
using operations such as rotation, scaling, translation, and warping,
which are already available in any image processing program.
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