
FINDING YOUR CREATURE



DEVELOPMENT 
STAGES

Creating The Back 
Story

Creating The 
Psychology

Creating The 
Anatomy & 
Physiology

Referencing 
Applying Your 

Creativity
Becoming The 

Creature  



The Story Of 
Your Character

A lot of who we are as individuals come 
from the experiences of our back story. 
The environment and people we were 
raised around contributed enormously 
to our locomotion and our psychology, 
as well as our behaviour. Therefore, 
creating a back story for your character 
is essential. Not only does it help to 
develop their intentions, it can also be 
key to the design of their anatomy and 
physiology.



Questions For Developing 
The Back Story

How and why did my character come into 
existence?

Where is my character from and what were the 
living conditions there?

Where is my character’s current location and why?

How does my character interact with others?

Are there other beings like my character?

What is the age of my character?

What does my character enjoy and fear?

What is my character’s personal wish?



Developing The 
Psychology

What we think, what we do, our behaviours and attitude are all based around our 
psychology.  Knowing how your character thinks, what it often thinks about, what 
it wants, how it perceives itself and the world them, will not only help with 
developing their personality but can also aid with structuring their anatomy. 
Another idea to think about is whether you want your character to have freewill, 
or to be programmed.
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Questions For Developing 
The Psychology

What does my character desire?

What is my character’s purpose?

What are my character’s intentions?

Can my character think freely or is it programmed?

If programmed, who was it programmed by and what 

were their intentions?

If my character can think freely:

What kind of thoughts does it often have?

What is its perception about itself?

What is its perception about the world?



Developing the Anatomy & 
Physiology

• BREATH

• IDLE

• LOCOMOTION & SOUND
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BREATH
The sound and timing of how long it takes your character to inhale
and exhale is a very important factor. How a creature breathes can
give you a great reference of what kind of anatomy and
physiology they have, as well as reveal traits of their personality.
For example, big long breaths that are vocalised with a strong bass
may indicate that a creature’s body mass is large and carrying a
persona of confidence, strength and power. Faster and shorter
breaths with a gasping like sound, may indicate a slimmer body

mass and a character being more energetic.

Note: The Bigger the body mass, the longer the inhale in order to get enough oxygen to 
reach all parts of the body and vice versa.  
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Questions For Developing 
The Breath

What is the perception I want to create from 
my character’s breathing cycle?

How does my character breathe and how 
does it relate to their anatomy and 
physiology?

Does my character’s breathing change in 
sound and speed due to its mood changing or 
an engagement that requires a lot of physical 
energy?



IDLE
Your character’s idle (neutral standing 
position) should be a combination of 
their psychology, anatomy and 
physiology. For example, if your 
character is extremely physically 
strong, confident and authoritative, 
like Thanos from The Marvel Universe 
(see image), his persona can be seen 
from how his posture has been 
designed. In his stance, Thanos’s
neck and head are upright, and his 
chest frame and arms are open. This 
communicates fearlessness, 
leadership and strength. Iron Man is 
also a character known to be 
confident, authoritative and strong, 
and as you can see from his idle in 
this image, he is displaying a similar 
physical structure as Thanos but with 
a smaller physique. 

Note: To enhance your character’s idle, 

synchronise subtle mid/upper body extend 

and retract movements with the character’s 

inhale and exhale.



Questions For Developing 
The Idle

What is my character’s psychology when its in a 

neutral state and how can this be reflected in its 

anatomy?

What is my character’s overall persona and how 

can I reflect this in its idle?

How do I want my character to be perceived while 

in a neutral state?



LOCOMOTION 
& SOUND

Our locomotion and vocalisation originate from our psychology, personality, anatomy and 
physiology. Therefore, when it comes to the development of your character’s locomotion 
i.e. how they walk, run and attack, each of these aspects should be considered.Using the 
idle you created for your character gives you a good starting point for developing its 
locomotion, and the neutral breathing cycle you created is also a good starting point for 
developing the sound of character’s vocolisation.

Note: Bear in mind the weight of your 

character and how it shifts around their 

body during movement and the impact it 

has when being placed on a ground surface.
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Questions For Developing 
the Locomotion & Sounds

What is the psychology/intention behind each movement 

and sound?

How do I want my character’s locomotion and vocalisation

to be perceived by others?

What is the weight of my character and what impact does 

it have on my character’s movement?

How does my character’s weight impact the ground and 

environment around them?

Are there individual sounds associated with specific 

movements?



REFERENCING
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Referencing is a great tool for developing new ideas, especially when 

referencing work created by other individuals within your sector. It can also 
help with developing a plan of steps needed in order to create your character.



Ultimately, being creative with your own ideas is the best way to feel connected to your character. So if you want your 
character to sound completely different from what may be expected judging by its appearance, you have every right to 
do so with your creation.

Note: There is no right or wrong way on how your character should be or do apart from what you decide. For example, 

there may be some things you might want to factor in, such as, if your character is extremely heavy in body weight, the 

impact of each step on a ground may create a lot of force. However, you could decide you don’t want that for your 

character because the padding on the soles of its feet to take away that force. 

At the end of the day, it’s all about what you want and decide for your character! 
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APPLYING YOUR CREATIVITY



BECOMING YOUR 
CHARACTER / ROLE PLAY

Once you have developed your character,
it is now time for you to embody your
character in the real world. Roleplaying
is the best testing kit you can have for
your character. It allows you to “feel” what
works and what doesn’t, as well as generate
new ideas and create references you may
need for your animation.
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1. Method Acting:
Immersing yourself mentally and emotionally into 
existing as the character.

2. Living In The Moment:
A spiritual concept of being and existing only in each present 
moment, letting go of all thoughts to just “Be”.

Note: These techniques are most helpful when the character you’ve created is a fictional creature, as there is no 

“real” reference to work from, apart from your imagination.

ACTING TECHINQUES TO 
HELP EMBODY YOUR CHARACTER
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ENHANCING 
YOUR ROLE PLAY
Depending on the type of character you’ve
created, using equipment/props to get the
best out of your character’s locomotion
during roleplay can enhance how you
embody your character and create better
feedback for your self-assessment.




