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Introduction 

This research project will look into the theme of „Good‟ and „Evil‟. It will explore the 

different ways in which good and evil interact throughout both fictional and non-fictional 

history and how they have been portrayed, recognised or not recognised in these portrayals. 

The project will question who or what decides what is good or evil and whether these 

absolutes really exist. 

The whole gamut of good and evil is in every human being, certain notes, from 

stronger original quality or most frequent use, appearing to form the whole character; 

but they are only the tones most often heard. The whole scale is in every soul, and the 

notes most seldom heard will on rare occasions make themselves audible (Kemble, 

1875, p.120-121). 

The aim of this project is to make the audience question the labels of good and evil and to 

enable them to see different perspectives in past and future clashes of „good‟ and „evil‟. Take 

for example, the 9/11 terrorist attacks. “Reacting to 9/11, our leaders declared us at 

war...Billions were immediately added to the military budget and we began speeding down 

the road of violence and war” (Erdahl, 2003). Erdahl (2003) writes about how the terrorists 

are seen by the leaders of the western world as truly evil for what they did, but although it 

was definitely an extreme and violent act, people never really hear about why they did what 

they did and what terrors had been inflicted on them by others to drive them to it. They were 

most likely not actually evil people, but very misinformed and uneducated people driven to 

the most extreme of acts by the evils that they felt had been inflicted on them.  

We must understand the terrorists before we can stop them. As Dear (2005) points out: 

We cannot fight terrorism by becoming terrorists. We cannot end terrorism by using 

the methods of terrorism to bomb and kill Iraqis, to occupy Iraq, to support the 
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terrorist occupation of the Palestinians, and to hold the world hostage with our nuclear 

weapons. 

As Dear (2005) recognises, this is very important in society as, taking the example above 

again, the only way we are going to stop more terrorist attacks is to fully understand the 

reasons behind them and stop whatever it is that we are doing to them to drive them to 

commit these acts, rather than automatically labelling them as evil and repaying evil with evil 

akin to the old proverb “An eye for an eye, a tooth for a tooth”. This project will attempt to 

make the audience aware that there is a grey area between good and evil, that everything isn't 

black and white like it usually is in fairy tales, movies and television. Visual design is a valid 

method to achieve this as it allows the viewer to actually see the contrasting perspectives in a 

situation and to present fictional or alternate situations that the viewer may never have 

considered. 

The overall trend in currently published material on this topic is to discuss good and evil in 

terms of morality, what actions are considered evil and to define evil in its different forms. 

There seems to be a lot more discussion about the concept of evil than the concept of good, 

whether this is because it is more complicated to define or because defining „evil‟ can 

simultaneously define „good‟, as the absence of, or opposite of „evil‟. 

In the realm of design, this topic is most often depicted, or perhaps most often recognised, in 

the form of actual conflicts between good and evil. An example of this would be the film 

Constantine, where the discovery of an ancient artefact has brought about a war on Earth 

between angels and demons, by allowing them to interfere with human lives. Internal 

conflicts and blurred lines between good and evil are also popular themes in design. Darnell 

(2008) writes how good characters in film are becoming increasingly morally flawed, as this 

is easier for Hollywood‟s writers to depict and also easier for the audience to relate to. This 



Todd Hatten        222.453 VCD Research and Development 
06234038                                      Working Paper & Design Brief 
 

 4 of 12 

new breed of heroes is becoming almost villainous themselves, only being distinguished from 

the actual villains by being a lesser evil. As Darnell (2008) states, “They look “good” 

compared to this other guy.” 

I intend to create a story which challenges the traditional media depiction of good and evil by 

following the "evil" side of the story rather than the hero's side and, in doing so, make the 

audience relate to the "evil" side and understand it 

Review of literature and precedents 

Robinson (1964) writes about all Good and Evil being relative. This means they can only be 

identified when in relation to something. Because every 'good' decision will result in some 

'evil' for somebody, there is nothing truly 'good'. He describes how instead of making 

decisions which result in the most overall 'good', it is wiser to make decisions which result in 

the least overall 'evil'.  

 “Life, the way it really is, is a battle not between bad and good but between bad and worse” 

(Brodsky) This quote relates well to Agatha Christie‟s detective novel, And Then There Were 

None, which revolves around a group of ten strangers being sent to an island and slowly 

killed off. Each of these individuals avoided punishment for their involvement in the deaths 

of others and they are being „brought to justice‟ by the main killer. This is an interesting 

concept as the reader doesn‟t know whether or not to sympathise with the ten people – they 

have all been part of an „evil‟ act, yet they now become the victims of another evil. The 

reader also has to deal with whether the killer is doing justice or whether he, himself, is 

becoming bad or worse than them.  

Whether we accept the justice of the events on Indian Island depends on both whether 

we accept Wargrave‟s belief that all the murder victims deserve their deaths and 
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whether we accept that Wargrave has the moral authority to pronounce and carry out 

the sentences (SparkNotes Editors, 2002) 

Brodsky‟s quote also sums up a situation presented by Raimond Gaita in Good and evil: an 

absolute conception (2004, pg.64) which explores the difference between evil done and evil 

suffered. In this situation, a person is confronted with the decision to either kill one innocent 

person to save ten others or let the ten innocent people be killed. Gaita (2004) explores 

whether or not it is more evil to actually commit the act of one murder in order to prevent the 

murder of ten from occurring. The evil suffered is the same either way, as the result of either 

decision is death. However, from the person with the decision‟s perspective, committing the 

murder of the one innocent person would be an evil „done‟ by him, while letting the ten 

innocent people be killed would be an evil „done‟ by somebody else. In our society, the 

majority of people would choose not to commit the act of murder as the evil would not be 

„done‟ by them, even though if you look solely at the end result it is less logical as ten people 

will die instead of one.  

Atkinson (2003) notes that it can sometimes become difficult to distinguish between „good‟ 

and „evil‟. This difficulty is expressed and/or used in order to aid the story in various fictional 

narratives. In the film, „Along Came A Spider‟, the story follows detective Alex Cross and 

Secret Service Agent Jezzie Flannigan in their search for a missing girl, kidnapped by a 

teacher at her private school. Throughout the film, the pair is on the trail of this man, until 

eventually it is revealed that the teacher knows nothing of the ransom which was supposedly 

paid to him for the missing girl and that it is actually Flannigan who masterminded the entire 

plot. This is an example of how the audience can be lead to believe a character is „good‟ 

when in fact they are „evil‟. “It becomes pretty clear pretty quickly that nothing should be 

taken for granted and very little is as it seems” (“Along Came A Spider review”, 2001). 
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While this film features a character being revealed as the villain, it is mainly from the 

perspective of detective Cross, whereas this project aims to follow the perspective of the 

villain from start to finish, „good‟ to „evil‟. The novel, Lolita, is written entirely from the 

point of view of Humbert Humbert, a paedophile who falls in love with the daughter of his 

dead wife. Although Humbert is clearly committing evil acts by threatening and bribing the 

young girl for sexual favours, the audience feels sympathy for him as he writes of the 

remorse and guilt he feels for his actions. This is confirmed by Davies (1959), who felt that 

the theme of Lolita was "not the corruption of an innocent child by a cunning adult, but the 

exploitation of a weak adult by a corrupt child", and Pifer (2002), who wrote that “Instead of 

passing moral judgment on this man, who violated a deep-rooted sexual and social taboo, 

readers caught themselves identifying with him.” (p.17). Later in the story, Lolita is abducted 

by another paedophile, her school playwright, who tries to get her to star in one of his 

pornographic films. This man becomes the true villain in the reader‟s eyes even though 

Humbert‟s actions, including eventually murdering the playwright, are much more severe. 

This is evidence of how an audience‟s ability to judge good and evil can be tainted by how 

relatable a character or group is to them or, as Pifer (2002) puts it, “how perfectly a skilled 

author can control his narrative”. Because Humbert shows remorse and the audience can 

relate to this, he is seen as a better person than the playwright, whose side of the story the 

audience never gets to hear.   

Argument 

“Good versus Evil: despite cynicism, repetition and recurring dynamics; nothing can be quite 

so epic” (“Motivators”, n.d.). The topic of good and evil has long been a rich and interesting 

one, both in the real world; in religion, issues of morality and literary discussion, and in 

fiction; in film, television and storytelling in general (Lewis, 2008).  
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The topic has also been addressed in the field of art and design for thousands of years, from 

recent examples such as the film Constantine, to depictions of the God Marduk defeating his 

nemesis Tiamat in art from the Assyrian Period, 10
th

-20
th

 century BC (“Ancient Persian Art”, 

n.d.). 

Visual Communication Design is the best method to convey the topic as it provides a way for 

the audience to engage with it visually, actually seeing in front of them the two contrasting 

sides and either recognising or not recognising them as such.  

The scholarly research undertaken into this topic has informed my creative process by 

providing me a basis with which to build my work upon. The quote from Kemble (1875) at 

the beginning of this paper, along with Robinson (1964)‟s discussion of good and evil being 

relative, were the main influences in my decision to create work which confuses the 

audience‟s perception of what is „good‟ and what is „evil‟. 

Creative Work 

I started my creative ventures by combining stereotypical „good‟ figures in society, such as 

policemen and superheroes, with stereotypically evil figures, such as terrorists and gang 

members, into single characters (Fig.1). This was an interesting activity, as the resulting 

characters could not be identified as either of the two extremes, but as a more human grey 

area in between. When it came to figuring out how to take this idea further, it became 

apparent that the idea was rather limited, which brought me to the idea of creating a story 

which follows the „evil‟ character or group, but appears, to the audience, to be following the 

hero. 

In order to get the audience to relate to my „evil‟ character or group, I am looking into and 

designing a face and body by averaging the features of a group of faces and using average 

body proportions (Fig.2). Galton (1883) undertook a study, intending to document the 
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archetypal faces of groups of people such as soldiers or criminals in order to aid criminology 

and medical diagnosis. While it was found that such stereotypes did not exist, a side 

discovery was made - that „averaged‟ faces appear more attractive than the individual faces 

that make up the composite - and the phenomenon has since been named the "averageness-

effect". 

Oosterhof and Todorov (2005) established a set of characteristics which contribute to how 

trustworthy a face appears on first glance. This set of characteristics includes eyebrow height, 

chin width and depth of cheekbones. These are other things that I am taking into 

consideration when creating my character/s as trustworthiness is a „good‟ trait in a person. 

I am hoping, by creating this „average human form‟, I will be able to successfully get the 

audience to relate to the villain or villains who are created using this form (Fig.2). In contrast, 

my hero or heroes will be created with facial and proportional extremities and 

„untrustworthy‟ characteristics in accordance with Oosterhof and Todorov (2005)‟s studies. 

This will fool the audience into thinking the „good‟ characters are the „evil‟ characters and 

vice versa. 

Conclusion 

This project is about the themes of Good and Evil and how they are or are not recognised. It 

is looking at how, in the real world, extremes often do not exist, rather a more neutral middle 

ground. The topic will be explored through morality and how it is often tainted when events 

are seen from particular perspectives or depending on whether they have a direct or indirect 

effect on that perspective.  

I will be using the human stereotypes of good and evil character forms and turning them 

upside down to inform my creation of hero and villain characters. These characters will be 

designed in such a way that they fool the audience into thinking they are of opposite 
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allegiance. By forcing the audience to look at a situation through a normally unexplored 

perspective, I hope to get them to look at real situations which are presented by the media as 

conflicts of good and evil through neutral eyes and decide for themselves what the morally 

correct solution is.    

The next step in this project is to use my „average form‟ to create a cast of villains. My cast 

of heroes will be created with more extreme proportions and untrustworthy faces according to 

Oosterhof and Todorov (2005)‟s studies. The final product will be a series of concept art 

presented in book form. In the first few pages, it will seem obvious who the „good guys‟ and 

„bad guys‟ are, as they will be presented as simple character designs, but as the book 

progresses, the illustrations will become more complex, revealing the details and intentions of 

these characters and in turn, revealing their true allegiances. The final illustration will be a 

large dramatic piece depicting some kind of conflict between the two factions and confirming 

definitively which side is which. The audience will hopefully be left questioning what really 

decides what is „good‟ and what is „evil‟. 
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Fig. 1. Todd Hatten, Good and evil stereotypes combined. 2010.  

From: http://toddhatten.wordpress.com/ 

 

 

 
Fig. 2. Todd Hatten, Study of Average Human. 2010.  

From: http://toddhatten.wordpress.com/ 
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Good versus Evil: Blurring The Line 

Introduction:  

Good (adj.) 

1 a (1) : of a favorable character or tendency 

2 a (1) : virtuous, right, commendable <a good 

person> <good conduct> (2) : kind, benevolent <good 

intentions> 

Merriam-Webster Online Dictionary 

 

Evil (adj.) 

1 a : morally reprehensible : sinful, wicked <an evil 

impulse> b : arising from actual or imputed bad character 

or conduct <a person of evil reputation> 

3 a : causing harm : pernicious <the evil institution of 

slavery> 

Merriam-Webster Online Dictionary

Who or what decides what is ‘good’ or ‘evil’ and do these absolutes actually exist? How can ‘good’ and ‘evil’ be 

portrayed in such a way that the audience will not recognise them as such at first glance? 

The topic of good and evil has captured the imagination of human beings for millennia and still does so today, in 

both design and fictional and non-fictional literature. This project will take a different spin on the topic by using 

opposite conventions when creating good and evil characters, making the audience question their assumptions 

about them. 

 

Aim 

To challenge the idea of immediate labelling of good 

and evil in order to remind the audience that the real 

world is full of different perspectives and that things 

are not always clearly one thing or the other.  

Design Brief 

Through the use of characters, settings and 

accessories, create a narrative which explores the 

multifaceted theme of morality. Create these in such 

a way that it is unclear to the audience which faction 

are the heroes and which faction are the villains, 

whilst making the audience relate more closely to the 

villains. 

Use colour, form and line as tools to convey either 

good or evil in these illustrations. Creating believable 

‘good’ and ‘evil’ characters which can later be 

revealed as their opposites will be crucial and to 

achieve this, thorough research will need to be 

undertaken into many previous depictions of heroes 

and villains.  

The evil faction is the Bishop Union and the good 

faction is The Syndicate. 

Specifics 

A series of concept art presented in book form, 

containing: 

1. Character designs for the members of the 

Bishop Union and The Syndicate  

2. Setting designs for the Bishop Union’s secret 

underground base of operation and The 

Syndicate’s command headquarters. 

3. Weaponry designs for the Bishop Union’s 

sinister explosives and high-power weapons 

and The Syndicate’s peacekeeping weapons 

4. Large illustration/s depicting a conflict 

between the two factions and revealing their 

true alignment by introducing civilians for 

them to interact with. 

Production Timeline  

 Semester 1, Week 8-9: Develop an ‘average’ 

human form and face to be used as a base model 

for villain creation  

 Mid-Semester Break: Develop ‘untrustworthy’ 

faces according to Oosterhof and Todorov’s studies 

and more extreme body proportions for the hero 

characters 

 Mid-Semester Break: Research into stereotypical 

hero and villain details such as scars, tattoos and 

insignia 

 Mid-Semester Break-Semester 2, Week 3: Create 

characters using the good and evil base models 

and aforementioned research 

 Week 3-4: Research into environment design and 

technique 

 Week 4-7: Create settings for the characters which 

reveal a bit more about their alignment 

 Week 7-8: Research into existing weaponry and 

weapon design techniques  

 Week 8-10: Create weaponry for the characters 

which reveal even more about their alignment 

 Week 10-12: Large illustration/s revealing their 

true alignments by introducing civilians (Heroes 

protecting them whilst villains harm them) 

http://www.merriam-webster.com/netdict/virtuous
http://www.merriam-webster.com/netdict/right
http://www.merriam-webster.com/netdict/commendable
http://www.merriam-webster.com/netdict/kind
http://www.merriam-webster.com/netdict/benevolent
http://www.merriam-webster.com/dictionary/sinful
http://www.merriam-webster.com/dictionary/wicked
http://www.merriam-webster.com/dictionary/pernicious

