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OVERVIEW

e How to integrate a costume designer into the character process?
e Three examples of costume work on Control
1. Developing the protagonist

2. Design communication in production
3. Live action
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DEVELOPING THE PROTAGONIST




Layering options







2 x Leather jacket (black & color)

Short coat
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DESIGN COMMUNICATION IN PRODUCTION




Cuts and details

Natural materials
Geometric and simple cuts and vertical lines
Layers

Reversible

50% cotton
50% silk

Silk crepe







Double faced
Reversible/

Bicolor wool
|

‘ 7 Hidden ‘, ek
each folded on the edge Hidden ZREEY both folded on the edge

to reveal the reverse side / Zpper #Volume  Maintain the \ to reveal the reverse side

of the fabric . \ triangle \ \ of the fabric

“Volume

4 layers,

[ ETEMRGTE
~— triangle

q,lVqume

4

- f Sewn here/

not visible
~ Mind the waistline, J stitching

N\ the “gap” ends above
the bellybutton

~

\Latch to hold up the /

leg construction

Volume mat:
Sewn together

Seam reference

for wool 5 \olume

Hidden—— reference

Zipper

Folded on top —_— Leather

\ \ Seam referénce
for wool
)
AR\




Seam between
neoprene rubber
and neoprene

Neoprene
straps on top

o |Pressed >t

metalrings— > Arm-piece

s (O J¥\ O o
o | »
Functions as a hinge

|
|
f
|
\

for the arm-piece
\ )/ Ny

//\

Glued and blind stitching (GBS

on neoprene
Electrodes
slid between the layers
of the suit

Forehead-support
under hair ,\

¥ Neoprene Y ‘ ’ /- Astrap to attach the
%

f\ W 2 / shoulder pieces together
" T

Neoprene rubber

k Y | V||Cord adjuster

/‘ 2 i)

& Rubber

Straps on top

Cord adjuster:

Sideiy

Separately attached
strap for leg

Rubber

Neoprene rubber

Neoprene =

+nylon knj

Seam between
neoprene and

Neoprene strips
rubber
Volume y
Lycra i :
4 Buckles
/ Straps g £
on top

I |
Rubber i

adjustment

“—Stitched to
the surface

¢ /) —

L

Ville Kinnunen




M File Edit 3D Garment 2D Pattern Sewing
Library *

Favorites ' "{ ' g =

Garment e o W o &

Avatar

Hanger

Pose

Shoulder Pad
Motion
Emma tekstuurit

CLO kamaa

default.pos default.zpac
huivi.zpac jumpsuit.zpac
ady_j...zpac lady_j...zpac

ranger...zpac

ranger...zpac

-

zenjedi.zpac

r...zpac

)  J
|

zenjed...zpac  zenjed...zpac

Mo s ye B

Materials

Avatar

a
Display Preferences Settings Help remedy (] * ¥ SIMULATION
Untitled zenjedi.zpac » Object Browser
S5 = Fabric
o Qi
>
e = oo | Add
. Default Fabric
HAALARI
KESKIKAITALE
paita
kaitaleet
v VOLUME
> Property Editor

1:15PM

¢

AR P s %l



Daniel Garcia



LIVE ACTION
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Scenes per day
Situation

Feeling

Costume

2,3,4,5
Educational

Charismatic
Excited
Amused
Authorative
Eager
Humorous

Qutfit 1

1)

Giddy
Wonder
Happy

Outfit 2
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Defensive

Somebody got
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TAKE AWAY

e Costume Design = Character Art

o Costume design methods from live arts can add realism to game
characters and assist the pre-production and production

e Let's collaborate!
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THANK YOU!

Heli Salomaa
heli.e.salomaa@gmail.com
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