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FOREWORD

| was always into character design. | used to copy my favorite cartoon characters asa
child, then come up with ideas for creating my own characters for existing universes.

| must have designed o dozen Sailor Moon warriors! | have now been freelancing ond
creating characters for many years, ond there are o few common guestions thot people
ask me. They are usually “How do | find my own style?” and “How do | stoy motivated?”

“HOW DO | FIND MY OWN STYLE?

| strengly believe that style is not just a set of features. It's not like you decide that
from now on you ore going to drow noses like this and use colors like this. Style is
something thot notuwrally orises from the artist’s vision, so your vision should come
before everything. To develop your vision, you must research, experiment, ond obsorb
a lot of materiol, digest it. ond apply it to your project. At first you'll just pick up the
maost "snazzy" things, the things thot are obviously cool ond easy to understand. But
if you keep using those elements in your work for some time, you'll quickly get tired of
them. This is why, when you're ready for them, you'll start to look for more and more
sophisticoted ideas and inspirations

“HOW DO | STAY MOTIVATED?”

So how can you find motivation for practice? It's crucial to have artists to look up to
when you are studying, but you can't just rely on outside help. Generally you have to
love what you are doing. Find a small spark of love and blow it up. If you con't enjoy
things, no amount of advice will help you, and you will only end up hurting yourself
and quitting. Enjoy your workploce, enjoy your tools, enjoy even a small doodle that
turned out well

| feel like we all have sort of “sockets” inside us
that are woiting to be filled by certoin puzzie
pieces. These pieces are token from things thot
inspire us; some of them might be known to us
from beginning, but mast of them will have

to be corved out and discovered through
hard work. If you make it to the end, you'll
see something really omazing: your ultimate
fovorite art style. And it will be yours.

L’

Good luck on your journey!
ANNA CATTISH
Artist, Character designer

gnnacattish.com
instagrom.com,/anna_cattish

Artwork © Annao Cottish



INTRODUCTION

Character design forms the backbone of so many things that we enjoy: our favorite
childhood animations, popular comics, memocrable book illustrations, ond beloved
goming franchises. Whether they are heroes, anti-heroes, villains, or sidekicks, our
fovorite characters are often those who don't just tell o great story through their
plot ond actions, but through their appearances.

An artist’s personal style is something unigue thot mokes theirwork stand out from
the crowd, but in the field of charaocter design specifically, an artist's stylization
choices are a way to make a unique choracter with on appearance and personality
that a reader or viewer will vividly remember. There is o reoson why so many people's
early love of drowing began with copying their fovorite choracters: memoroble and
effective stylization, thot is, the successful simplification and exoggerotion of forms,
proportions, and details. Perhaps a character had distinetive features that stuck in
your mind, ar o shape that waos really fun to draw, or a costume with intriguing
detoils that fondly reminded you of their setting or story. All those aspects were
decided by character designers and visual development artists whose goal wos to
bring that character to life in the most original and exciting woy possible.

In this book, talented character designers from across the industries of animation,
illustration, comics, and games will share their knowledge ond approaches for
building a character from scratch. The book's first section will get you acquainted
with fundomentals related to body shapes, gestures, expressions, color theory, and
common chorocter design methods. We recommend that you start here before
moving on to the step-by-step projects, so you hove an overview of the process
before you begin.

Each of the six main projects in the book is by one artist, interpreting the brief for
one core character, which will be developed from research and thumbnails up to o
final posed and colored design. Then, as an additional exercise, the artist will create i
three spin-off variotions of their maoin character: for exaomple, the character in o
different genre, at a younger or older age, or in the form of an animal. These will ‘
give you some ideos for how the distinctive feotures ond personality of a character
can be tronslated into different scenarios, ond how you can flesh out a sense of |
story across different voriations of the same character theme. You do not need to |
use specific software or o particular drawing tool to follow this book, as it is focused ‘
on ideas rather than techniques, so you con adopt whot you learn to whatever |
medium you prefer. ‘
|

Choracter design is engaging and appecling by its very noture, becouse its aim
is to connect with you, the viewer, and tell you o story, A strong design is one that
not only intrigues and pleoses the eue, but is true to the character's spirit and
helps the viewer to engage with the character's world. We hope you find this book ‘
inspiring, fun, and educational, and thot it helps you in maoking your own unigue
and memarable creations.

MARISA LEWIS

Editor, 3dtotal Publishing







Artwork © Ida Hem

GETTING STARTED

Before jumping into any mojor character design projects, let's begin with the
fundamentals. In the following chapters, skilled professional artists will introduce you
to the essentials of shope longuage, gestures, facial expressions, and color theory
You will learn how to opply these ideas in a universally useful workflow for designing
stylized characters, which will then be applied throughout the rest of this book.







GETTIMG STARTED

STYLIZED FIGURES

BY IDAHEM

FOUNDATION IS KEY

Humans are one of the most difficult
subjects to drow. We see them on o daily
baosis, so if there is something slightly
“wrong” about your representation, it is very
apparent. Understonding how the body is
built and moves is o must as o choracter
designer, because our main goal is to maoke
the audience believe that the character is
real. How can they believe, if a choracter
doesn't look right? A strong foundation is
key, ond a lack of knowledge will show in
your work. You con't hide behind o style,

which is something mony ortists are or
hove been guilty of, as it will affect your
versatility.

This doesn't mean thot every character you
design needs to have defined anatomy.
For example: in o classic comic-book style,
anatemy is more realistic and defined, but
in the field of onimotion, characters are
heavily simplified due to the high production
costs, resulting in greater stylization, This
is olso becouse of the appeal of stylized

This is an archetupol, genenc male figure. A
clossically masculine physigue such os Lhis
will feature angular shapes, wider shoulders,
and a narrower waist than o typicol femninine

figure like the one shown an the right.

This s an archetypol, generic famale. In
contrast with the figure shown on the
left, on orchetypel femining physique is
depicted with rounded shopes, norrow
shoulders, ond wide hips. However, none
of these rules ore set in stone, as we will

explore later in this chapter,

choracters to a wide audience, particularly
children. However, even if your character has
noodles for arms, the viewer must still be
able to visualize their underlying skeleton,
which leads us boack to the importance
of understanding how the body is built
ond moves.

This chapter will give you o brief overview
of how the body is constructed, and then
show you how to stylize the figure in order to
create appealing character designs,




SIMPLIFYING SHAPES

Every artist works differently, so there is
no universal method for drawing o body
“comectly” However, there are notable
body masses ond londmarks that will be
the some no motter what opprooch you
may choose.

It can be counter-productive to start your
choracter off with a high level of detail;
establishing where o chorocter's eyes are
before even knowing how to pose their
body may leave you with o weak end
result. Insteod, working from big to small
shopes, or from macro to micre, builds up
o strong initiol foundotion for your design.
Constructing o body con seem dounting
becouse of whot looks like on endless
amount of muscles and joints, but it con be
broken down very simply.

By visualizing the different parts of the body as

shapes, it is easier to see how the body is built
For example, in this sketch the complex pelvis is
simplified into o solid piece of underwear. The
body ks now easier to stylize and pose, as we con

sed In the figures to the right.

You can separate the body into six basic
parts, as highlighted in the figures below:
the chest, pelvis, shoulders, legs, arms, and
head. By dividing the body into shapes, you
con see the “bigger picture” more eosily,
Once you hove an understonding of how to
separote the body into different shapes, it
will be easier to draw your charocter in maore
appealing and tangible poses, as well as
taking those shapes and exoggerating therm
to make a more interesting, stylized design.

Bony londmarks, or parts of the skeleton
which help to visibly define the surfoce of
the body, ore useful for working out where
to split the body into sections (for example,
ot the hips or collarbones). Making these
londmarks more or less pronounced also
helps to convey o character’s physique.

An effective woy of creoting o
dynomic figure is by twisting the
shoulders and hips in the opposite
direction of each other. Controst s

key to creating more visuol oppeal,

STYLIZED FIGURES

You can estimaote the realistic baose
proportions of a figure by counting out how
many lengths of the character's heod fit into
their overall height. An average male figure
moy meosure between seven and eight
“heads” toll, unless heavily exoggerated;
similorly, on overoge, unexaggerated
fernole figure moy meosure between six
and seven-and-a-haolf heads. This common
rule of thumb can help you to quickly map

out a whole figure or change a choracter's
proportions. For exomple, a superhero
character may be up to nine heads tall to
make them oppear more impressive,

Contrapposto is an ltalian term used for when

the weight of the chorocter is shifted onto one

leg, and the angle of the hips ond shoulders

maove opposite soch other, Posing o figure in
this woy mokes it feel more natural.




GETTING STARTED

A house cot may have o different type of
anatormy than a human, but can just os eosily
be broken down into the some basic shopes,
Focus on taking the moast recognizable aspects
of the body. such os the chest, frant legs, bock
legs, and heod, and simplify them until they

ane |Just a gec-metm: mass,

\'4

A

A robbit = o more challenging onimol thon o cot to

break down, becouse small furmy animals’ postures often

obscure their anatoimy. However, despite being o different

animol, the shopes are olmost the some. This is because

the bosic skeletal structure is very similar between many

different species, The anly difference mouy be thot the
spene 15 longer, or the back paws are bigger,

Houses ore known for being elegont ond
beoutiful onimals that are challenging to
drow. They hove long legs, almaost cylindncal
bodies, ond thick, strong necks. Research
cnd obsarotion 1§ alwoys helplul  for
coplunng the anatormy of o more complex

onimoal such os this



DIFFERENT BODIES

The best thing about humans is that we are
all unigue, ond we are all built differently.
Though there are useful guidelines, such
as the proportions | mentioned earlier,
there is no universal templote on how to
draw a body. Using the “heads® system
of measurement is o great starting point
when beginning the learning process, but

keep in mind thot it moy end up becoming
a limiting templote to follow, potentially
resulting in similar, repetitive characters.

On these pages you will see a range of
potential shopes ond sizes for human
characters of different genders ond oges -
and even some non-humans - but of course
there are countless other possibilities which

STYLIZED FIGURES

you will discover os you work and research,
There ore as many different body types as
there are personalities. Exponding your
knowledge on how to emphasize proportions
and shapes will go o long woy, ond being
able to draw o wide range of characters with
different forms and body types is a highly
desired skill te have as a character designer.

This is onather example of on archetypol odult mole,

in @ more natural pose. Knowing where the ribcoge

ends ond where the hip bones begin makes it eosier to

understond the dimension arcund the stomach areg,

and where the muscles are ploced. Keeping that in

mifd, evieiy body is unigque in ils own wey, ond will vy
Lo some degree,

Here is on exomple of on underweight adult fernale

Matice how bony blondmarks like the hip bones,
shoulders, nbcoge, ond knees are maore highlighted and
defined, This makes the body mare ongular, in controst
to the cofter, rounded forms of the female figure shiown

on poge 14

This is on exomple of on overweight body type for an
adult male, The bony landmiorks that are usuolly found
on the body moy not be thot visible onymore, 5o you
are working with simplified, round shopes. Instead
of using the bones os onchor points for the anatomy,
consider gravity and how the excess body masses mowve

in relation to the skeleton.

L)
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This = a young fernole adult with a i
fuller figure. In controst to a more
u-.'t-ll.'l.'E'll._‘;I'l‘. chiomacier, grovity Comes
less into play. You con slightly see
the underlymng bone structure, but
this body type will be more rounded
out around the hips, shoulders, knees,
ond onkles, giving the chamacter o

less defined ond softer look

This is on esgmple of how an older

mole's body shope could look
vaituslg 13 ] F'||.1|'-|Il;,- chiGCler COn [
This iz an example of o boy arsund three range onygwhere from underseight |
to four years old, In controst to odults, to overweight, but a distinguishing
o child moy only be four heads tall, so feoture of eldery charocters is
the head s rother lorge in comparisan to often the extra skin, such as around
the body. & key visual element of g child this mon's neck ond belly, os skin

is their soft features, so utilizing round becomes looser with age

shapes is an effective chaice

This is an exomple of o female cdult
with o slim, peor-shoped body
Like mony female choracters, this
design utilizes soft. round shopes
to emphasize a classically feminine
look, Her hips ore slightly on the wider
side, creating the pear-shoped fgure,
but other femole chorocters moy
have a bifgger chest and smalle hps,

or eqully wide hips and shoglcer

Thes & an adisll mole with defirved {

muscles ond o strong, sobd body \ I\I
shape, further enhonoed iJlJ '.'(.'ljurunl_i
his shoulders ond MICWInG his hips
Thege |r:-|:|-!1r_'r_:|'.'|_| pll_‘,-:ll;l[i-jrl; i J
I|||_||-;|:|I|l._i used for male oction heroes

ond superhero chorocters =




EXAGGERATING SHAPES

Mow thot we hove seen how complex figures
can be simplified into o more monogeoble
structure, let’s look at how to take that a
step further and create stylized designs
using baosic geometric shopes to create
shape languoge. Using bosic shopes as
o storting point for o design is o more
flexible approach than limiting o character
to realistic proportions, and results in more
imaginotive outcomes. This is where you
can put your creativity on display. Deriving
a design from a shope is an extremely
common technique thot will be wused
throughout this book, ond olso goes back to
the idea of working macre to micro, focusing
on the big picture before refining the details,

The most commaonly used shapes are circles,
triongles, and sguares, or some variation of
these. Each shape hos different troits that

This design is on unfriendly charecter. Angles
and sharp edges ore effectve tools to use
for this type of design because they often
come ocoss o5 dongerous. Making him tall
ond slim achieves on almost snoke-like fesl,
making us feel like we con't trust him. Deriving
personalities and features from animals is o

comman choracter design technique.

can speok to what kind of personality your
character hos. For example, a circle doesn't
have any edges, so a round character will
look softer and kinder. A triangle has sharp
edges, and will come across as dynamic or
even dongerous. A sguare COMESs OCross
as solid ond compoct, so is often used
for charocters that are physically strong.
Using these three shapes, you can make a
design with shape language that highlights
your charocter's personality, making for a
stronger design.

The concept of shape language isn't only
used to showcase o character's persenality,
but also to create a distinct ond unigue
design that will moke the oudience
remember your character. Mickey Mouse is o
good example of this ideq, utilizing circles to
successfully create an iconic silhouette.

This s another villoinous character, this time famale
Penple will more often than not connect rownd, soft
shopes to female chorocters, but don't constroin
yourself to those perceptions. This design's shorp
ongles help to emphaosize the charocter's unfriendly

demeandar, making for a more interesting design.

STYLIZED FIGURES

Two key ospects of designing using shape
language are exaoggeration ond contrast,
ideas which you will encounter throughout
the projects in this book. You con simply
exaggerate and contrast the six basic body
parts identified previously, or you can group
some together to form larger contrasting
forms, but these two elements are crucial
for making your designs more stylized and
visually interesting, For exomple, you could
create exaggeration and contrast by giving
your charactera tiny head and a huge body,
or a short torso with long legs. Don't restrict
yourself to a realistic body frame, becouse it
will result in @ less interesting outcome,
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con maoke a0 ._‘I-E"f.:l:_;:'l unque I\r.;.q
experimenting with contrasting shopes. In
this cose, | moke the chorocter's legs long
and :'JCIII'lIJ w cantrast with his shart, bloc kg
torso. The character still comes aoross as o
stubbom and stern man, due to the squared
shapes in his design, but the contrast is whaot

makes him interesting and unigue.

This design utilizes both circles ond shanp edges to

desenbe o ungue body shope Yo shotld uhe the
shapes to exploin o chorogter's :'||.-'l*-z.lll:|'i-'-.g_ in this
cose, a strong fernale wamaor who Moy COMme QCross

os mean and ongry, but perhops hos o softer side,

suggestad by the unexpactad rounder edges

This design is based on o sguare, but has
o slightly top-heovy chest to emphasize
the musculor ospect of the chorocter A
technigue you con use to moke yow design
mare unified is repeating your main shope
ElsEwhere i ke !_!-'_',ll_;n | this case, | buin the

shape upside downand repeat it as the nose

This design feels friendly ond solid as it combines
o cicle and o square. & nun is a good chaice of
character to demonstrate this down-to-earth
ond friendly shope longupoge. This design aiso
shows that you con exoggerate shopes o the
|::‘||r'.|, wWinere youw no longer meed o |!!_~f|r1f_' wihpre
londroorks such os the elbows are. Instead, they
ore rounded off to moke the entire orm o holf

e ermphosizing the chesro Léi's Iri-unrjllj leel
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You con moke o design with veny simple shope

languoge, to the point where it is almast just
o ball with legs. The rounded feotures make
this choracter ook friendly, ond the strong
contrast odded by his skinny legs odds o
eamucal elemeant. Notice how the round mam
shope is repected n different parts of the
design, such os the nose and eye patch, to

create o unified ook

As mentioned earlies, trongles make for o very dunamic
ond active-looking design, rather than o shape such as
o square that oppears more solld and stable. The sharp

edges con speak to o character being dongenous, but can

Squaore shopes are often used for characters olso be wselul for depicting chosaclers who are sevens ond
whio are stubbom ond hard to budge. This “neat”. This design is made even balder with exoggerated
stubbom old man is a great exomple of this, shope sizes, such oz the neck h-{*llltg almost os long as the
with squore shopes repeated throughout his torso, which mokes the chorocter very eye-cotching,

|::|:-si¢_',|n & owell-known charmacter who utilizes

this concept is Carl fram the Pixar film Ug!

Rounded shopes ore @ great choice for a friendly
mother choracter, You con see how the shope
is repeated in different sizes thsoughout her
design, moking every aspect of her feel soft

and approacholble, which is in ture with how we

would wont o motherly charcter to feel

21




GETTIMNG STARTED

GESTURE & POSE

BY IDA HEM

WHAT IS GESTURE?

Mow thaot we have o better understanding
of anatomy, shape language, and how
to stylize the figure, it is time to discuss
gesture. What is it ond why is it useful? The
general idea of o gesture is conveying an
emation, action, or some kind of non-verbal
communication. For exomple, visually
exploining someone’s feeling of happiness
through their body longuage. Gesture is
not only used for emotions, but also for
creating poses, conveying your charocter's
personality, or showing a specific action.

Gesture drowings are quick and logse
sketches. This ensures thot they are full
of life and energy, ond will let you explore
many different options without wosting time
on details. In many ways, gesture drowing
can be considered the non-technical port
as far os charocter design goes, becouse it

A prTion

22

is all about emotion and personality. This
part of the creative process is especially
useful and important because showcasing
your character’s personality using only one
drawing will help you to sell the idea behind
them. If your audience can't tell what kind
of person your character is, they have no
reason to become invested.

When | studied this porticulor ort form for
the first time in college, the one big mistoke
| mode wos not looking ot the bigger
picture of the figure. When gaining an
understonding of onotomy, it is useful
to separate the different body parts into
different sections, but when producing o
gesture you have to make sure all those
ports work together in unison. Insteod of
drawing the heod, ond then the torso, ond
then the legs, and so forth, utilizing the

This is o strong gesture. Motice how the line of action

curves along the spine, but it is alse long encugh to

<

LINE of

lime of acticen ta its fullest extent.

Here 15 on example of the same sort of pose, but it is weok
in comporison. Motice how the spine is almost straight, and
the legs do not mave with the Now of the bedy, The arms
ore so close to the chest, it makes for a weak ond unclear

of action before youw begin drawing the pose.

dictate the direction of the rest of the body, In this
cose, it dictotes where | ploce the figure's left thigh,
ond the angle of the heod. It is important to poy
attention to body lenguage in order to utilize the

silhouette. Moke sure to either draw out or visualize the line

concept of the line of action will ensure
a much more dynamic pose and visually
pleasing flow,

The line of action is a curved line that runs
down your character's spine, giving you a
visual guide that helps to pose yourcharacter
with a sense of force. The line of action will
always be curved in a direction, depending
on what you are trying to portray; this is
often an 5- or C-shoped curve derived from
the natural flow of the spine, and con vary
from strong to subtle in the extremity of its
curves, A mistake a lot of beginners make is
leaving the line of action verticolly straight,
resulting in o rigid torso ond a stiff pose_ It is
easy to forget how flexible the spine is, which
is why you should always draw the line of
oction first and use thot os o guide for the
rest of your pose.




GESTURE R POSE

This is o strong, chassic, heroic pose. The chest is pushed upwords to indicote pride and

strergth, and the legs are spreod opart to show confidence. It i sosy tavisualize the hne
VI 4 \ of action moving from the figure's left leg lour right) end up along the spine. You could

expggerate the pose even more by making the line of action even mare curved.

This is 0 weaker attempt ot o heroic pose, showonsing some
comman mistokes made when posing o charocter this woy.
The spime s completely straight, making the hips and the
shouldess parallel to epch other. Unlike o contrapposto
approoch as mentioned on page 15, this creates o stiff,
visuolly boring result. ‘When feotures of the body ore
perfectly lined up, it makes for a mechanical look which

works against the ofgansc nature of the human body.

23




GETTING STARTED

SQUASH AND STRETCH

Squash and stretch is a principle commo sed in animation and A figure doesn't  necessarily

cartoons. It helps to describe the anic nature of the character, and need an active, oction-pocked
ion that will make your characters feel alive silhouette with lots of movemeant

ld not need any “squash and stretch,” because \ to have o strong pose. Poses with

it is completely solld and rigid. In contrast, the volumes of o subject an inactive silhoustte can suggest

like the human body usually have the copacity to squash and stretch - o lock of confidence which may

When you stretch a subject, notice it becomes thinner, instead of work in your favor, depending on

just longer, creating a heightened sense of action and draomao. When Ak what you are trying lo portroy.

you squash a subject, it becomes shorter and thicker, much like a ( In this rose the pose s o very

rubber ball, creating tension as if it is obout to spring bock into shape : shuy charackes, with the shoulders

Consider how you can use squash and stretch technigues to “push® - o pulled up to hide the neck, and

exaggerate - o pose of expression to make it more clear and effective their limbs crossed to appear os

small as possible.

As you lock through the poses and expressions in this b

tion to how the character is being stretched out or compr
wn to create a more vivid impr n of life ond weight, and try to
incarporate the same deas into your own charocters

This pose shows the some

idea executed poody. Here the

character is still crossing their legs

and arms, but not nearly to the

extent thot they could be, Insteod

of looking shy or fearful, the

charocter menely comes ocross

as feeling o little cold! A stronger

Ene of oction ond o greater

exoggergtion of sguash ond

squeere would help to push this

pate and make the choracter's

story clearer to the viewer.

24



GESTURE & POSE

This pose screoms hoppiness ond confidence! Moybe the
choracter is jumping out of poy or celebration. Notice how
the silhouwette is extremely active and exoggerated to clearly
explain whot is happening, The line of oction pushes the
chest forward and the legs backwards, giving the piece a

strong sense of force and direction that is exciting to look at

Maoking o successful pose is oll obout knowing whot
the choracter is feeling ond what they are like, and
then expressing it clearly with the appropriate body
languoge. IF the charocter is exhousted, it is sasy
to imagine them nat wanting to wse any of their
miuscies. Irmagine the anly thing holding the choroctes
upright is o string ottached to their back, ond pulied
upwards, leaving their imbs hanging heavily.
This is gnother leapang pose, but weakly
executed and stiff. When maoking the
line of oction, imagine ottoching a piece

of string to the part of the character's

body you wont the force of the pose

to come from, and then pull the figure
in that direction. In this cose, the string
waould be attached to the chest, and be
pulled in o diogonal upwaords direction.

This pose tres to express exhoustion,
but foils becouse there is no senze of
weight, moking what the chorocter is
feeling less opporent. In addition to
thot, the silhouette is weak becouse the
orm4 and leqs motch up perfectly and
stort to blend together, moking it hard
for the viewer to distinguish the pose
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GETTING STARTED

BUILDING UP FROM A GESTURE

So foar this book has covered baosic
construction, different body shapes, how to
toke those shopes and exaggerate them for
astylized outcome, as well as what a gesture
is ond how to capture it. Once you have an
understanding of all these concepts, you can
use them to creote charocters with o bold,
clear pose ond silhouette by combining
the technigues together in o step-by-step

Abwoys drow the line of oction
first. It will diciote whene the
Add building

Lour
keeping onatomical strucbure

body goes.
blocks  ower gesture,
and shope language in mingd,
ond then flesh out your design

according Lo the pose,

NOTE

The stylization proces
here. This is becouse the characters creat
co uction simple for you to fe

building up

acter in a generic T-pd

opproach. The first step is establishing the
line of oction to which you can then odd
contrasting and exaggerated shapes, to
help you generate the gesture, This is soyou
have a clear understanding of the character
ond their attitude from the beginning. The
second step is to identify the six key body
parts on top of the gesture, often starting
with the core forms of the torso, pelvis, ond

5 used in the character pre

As you will learn later, many artists exj

from a line of action is very important
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head, to maoke sure the onotomy will be
fleshed out appropriately for the pose, This
is where you can start to push and further
exaggerate the choracter's underlying
shapes to create a stylized shape language,
The third step is to finalize your character
on top of the gesture and building blocks,
refining their costume and surfoce details.

Curving the line of action n an
S-shope is o great way to ochieve
on elegont, flowing pose such
o5 this one. Establishing that
strong S-shope in the first step is
mmpodtont becouse it follows all the
wiay through to the final design

estures slightly differently than shown




GESTURE & POSE

AN

Even if the character is heavily exoggerated, the core shapes af the

humon body are still the some, as you con see in the heowvily stylized

but still defined anatormy of this square character. The line of oction
also doesn't have ta be extremely curved in order to be effective

The some rules opply for animaols ond non-hueman choracters os for humans.
Establish the flow of the spine with a line of ection, then build up the mosses
of the body occording to your research and studies into that creature. This fox
hos o strong trianguler shape languoge, which mokes it ook cunning, but the
flewwineg line of action also helps te make it look groceful and stealthy

7




GETTING STARTED

CAPTURING GESTURES

MNow thot you know whot o gesture is
ond how to use one to create o character
design, how do you use references and your
imagination to create a choracter? Creating
art is an extremely personal process, and
every artist has their own unique woy of
approaching it. This process will differ from
many other artists, so while you reod this
section, know that it is good to develop
your own way of capturing gestures to suit
your artistic needs. It is preferable to drow
gestures using reference, becouse drawing
from life will olwoys create o better result
and there is much to learn from it

While drawing from reference, there are
two importont ospects to keep in mind -
observation and interpretation. What is the
pose telling us, and how do we expand upon

Thiz is a guick sketch bosed on o reference. | ohserved
the person and noticed he was sitting with an extremely

strosghit postuie while looking down at his phone
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thot idea? In many ways, gesture drawing
is obout emoctions and storytelling. The
aim is to express the character's mood and
energy in a quick conceptucl way, so you
don't have to drow exoctly whot you see,
Interpret the pose and "push” it [ermphasize
ond exoggerate the defining aspects of it),
to further highlight the important parts.
When observing, try to figure out where the
subject is leaning their weight. Where is the
line of action? How are the shoulders placed
in relation to the hips? The important part is
to not just draw what you see, but to copture
the entire subject as one single entity.

Drowing  from
completely different. It moy be more fun
and may be better fuel for your creativity,
but it is extremely important to always

your imaogination s

bounce back to reference to moke sure you
are improving without leaving behind the
fundamentals. If you do not have o strong
understonding of how the body is built and
how it moves, it will be extremely apparent
using this technigue. Keeping that in mind,
drawing from imaginotion comes with o
whole different set of chollenges, Instead
of observing and interpreting, you are
creating. The some concepts still apply to
gestures draown from imaginotion. A good
gesture should have o cleor story or action,
accurate weight bolonce, and a line of action
to follow. Use these concepts as guidance to
make your gesture stronger.

In this section | will show some examples of
stylized gestures captured from everyday,
less stylized poses.

In the simplified gesture, | emphasize the stroightness of the man’s bock
ond contrast it with the curved shopes of his orms and legs. | even simiplifiy

the cutline of the seat 1o flow visually with the more stylized gesturs,



This is a straightforwond observational
sketch of o waman holding o bouguet
She hos o robust, stroight posture,
stonding upright and aler like she is
watching something,

In this observotional sketch, |
noticed the woman was leaning
her weight an her left side, while
her spine wos cundng in the
opposite direction for balonoe,

GESTURE & POSE

When | copture the gesture | keep
the strong sense of flow to her
bock and dress, making the pose
stronger by pushing the interesting
parts af it, while odjusting some
features like the stance of her feet

fior o more exoggenated result.

When drowing the gesture, | focus
on the weight ond curved flow of
the figure, as | found them to be
the most interesting aspects of
the pose. | exoggerate the curve to

make the weight more evident
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GETTING STARTED

This pose is drown from my imogination
rather than ebservation. The most notable
parts are the sharp ongle of her raised arm,
and the sense of weight created by the

book hanging strowght down in her hand

In this pose drown frem  my
macgiration foCus an :'IEC[I"IL"‘r a
sense of action that gives the choracter

some stony. Although subtle, the line af

action 55 still present, floweng trom his

lecy caned |||;'-'_I|r|_,-:|-_:l- his oSt

In this simple gesture, | moke the

pose stronger by stro

tening the
legs and shghithy pushang the spone
upwords, while emphaosizing the
contrasting  stroight and  curved

elements of thie anginol pose.

In this simplified gesture, |
condense the pose inlo fewer
lines, amd push the line of action
Lo make it mare acbive. You con
see how this resulls n o highit
CLrw in Fas roised kg fr-:'-:l'.ing

rrere Qppealing viswal fow



| drew this groceful, feminine pose from my
imogination, with on emphass on cantrappasto.
The line of ection here could be imogined as a
strong S-shoped curve; this works especiolly well

far posing elegont female choracters

GESTURE & POSE

Simplifying the oulline of the chaorocter is

important when moking o gusck gesture. A lot of
detoil is mot olwoys needed, or indeed effective
You can see how | howve streamlined and simplified
the shopes of her leg and dress Lo ochieve o

clearer gestude

k|




GETTING STARTED

EXPLORING PERSONALITY & GESTURE

One of the biggest advantages of gesture
drawings is that they do not require o lot of
detail, so you can sketch them out quickly.
This allows for an easier brainstorming
session, enabling you to explore much more
widely when developing your character;
you will notice that many of the artists in
this book explore gesture as early as the
thumbnailing stoge.

Posing your charocter and drawing their
expressions is one of the most important
parts of getting to know their personality.
While sketching them for the first time,
the character should be the one to
reveal themselves, with their personality
aond temperament emerging from their
backstory ond manifesting organically in
their poses. What feels right? Moybe there

Wher locking ot this gesture, you con
immediotely tell whatl kind of person
this chorocter is. She is smort and
insacure, but kind-hearted. Curving her
back os if she s maoking hessell os smoll
os possible 15 o great indicotor of the
insecure ospect. The pose speaks to her

character, which makes it o strong pose
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When you ore moking poses for a
specific chorocter, you hove to keep
theeir personality in rmind. The pose moy
be technicolly strong, but i it doesnt
carmespand with their personality, it will
mender the pose weok no matter how well
it is drawn, This pose is weok because it is
genanic and does not cammunicote much
obout this choracter, whom | imogine to

be very bookish, owkward, ond shy

are some aspects to the character that you
didn’t even consider before stumbling over it
while sketching out the poses. The key word
here is exploring. It is hard to explain whaot
kind of person your character is with only
one pose, 5o it helps to make o wide range
of different gesture sketches. There is a trial
and error arc to this process, so don't expect
every pose to be perfect.

Here is onother example of o pose

thot lcoks good but is o wrong choice
for the choracter’s pesonality.  As
mentioned eorier, puffing up the chest
and spreoding the legs is on indicotos
ol outgoing confidence, which directly

conflicts with her established personality,



GESTURE & POSE

This is a better representation of the This gesture is another rather

idea shown an the near left, but with weok representotion of the

0 more oppropriate approach for choracter. As mentioned earlier,

the charocter's personality. Tugging she would not have on active
on her skirt out of shyness while silhouette, because that would
vaicing her opinion speaks volurmes suggest bigger, bolder mations
about who she i o5 o person and thot she would not typically
makes this o strong gesture. She s make. As on insecure chanacler,
not o character who would have an she would moke herself os
active silhowette out of will smoll s possible. This pose
is for too ppen for the kind of

pedson she is,

Something | find very helpful while /,-'\

explonng a choracter's personality s
is plodng them on o stool, ond

figuring out how they would present

themselves on it. Whaot would she
look like when she is happay, of
excited? Her bock is still curved, )
/ but she is leaning her weight on
/ her knees, which makes the pose
; look eoger and more engoging
This is a better representotion of This centributes to making her laok
the some ideo shown above nght. hoppy in o subltle but effective way.
Motice how instend of spreading
her legs across the ground, she
pulls them up ogainst her body )
to oppear smaller and possibly
to feel more protected. She is not
making any grond mations, and
she most likely wouldn't if she
hod a choice
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GETTING STARTED

FACES & EXPRESSIONS

BY VARUN NAIR

BASIC CONSTRUCTION

The foundation of drawing heads,
coricatures, and character designs is to
be able to simplify the shape of the head
before you start thinking about the
individual feotures of the foce. One of the
challenges of this is in giving the impression
of three-dimensional features on a two-
dimensional convas, Much like when we
looked ot simplifying the shape of the

human beody, almost every human heod
con be broken down into o bosic sguare,
rectangle, circle, triangle, or a combination
of two shapes.

It is alwoys useful to start drawing the
head with a sphere, because it immediately
puts you in a three-dimensional space and
ollows you to imagine and drow the rest

of the facial features around it. This would
be followed by a line that goes across the
center of the sphere, usuanlly indicoting
the brow. Then it is possible to define the
front and side plones of the foce, which
creates a baosic three-dimensional heaod,
before “sculpting out™ the forms of the
focial feotures. We will look ot the bosic
construction here,

The bosic shope of this foce is o rectongle. On o mabe foce
we con emphosize the overall skeletal londmarks by drowing
o wide chin ond cheskbones, ond making the jaw area mone
praminent. This choracter also has deep eye sockels, and the
temple bone around the eye is smphasized. Even far the smoller

fectures, o masculine face has o blecky overall feel

HAIRLINE

BROWLINE

f‘{QSEI!NE

MOUTHLINE

14

Here we see the bosic construction of the heod, starting from a

sphere ond building the overoll rectongular shope. Mark out the
key arédas such os the browkine [center of the sphere), nose, mouth,
and hairling, then drow the eye sockets ond basic indicotions of
the nose ond lips. Attach bosic shopes for the ears and a simple
cylinder for the neck, and you will hove o solid foundation for o

heod drowing




The bosic construction of the heod is the same as in the previous steps
Start with o sphere and define the browfine, which goes right through the
center of the sphere; then sketch out the front and side planes of the foce,
and maork the key points such os the nose and mouth. When you add
the featuses, keep in mind the narow chin and overall smoothness of the

faciol fegtures, os opposed to the maore ugged, angular male foce.

Drowing and studying heads helps you
to build a library of simple shopes and
proportions in your head - knowledge which
comes in handy when you are designing
your own character. As a character designer
you are the equivalent of o casting director

in o mavie, When you are haonded a character
description, you decide which actor would
be suitable far this role. In this case, you
draw the character thot would best fit the
description and the story. In many cases,
you might not get a solid description of the

FACES B EXPRESSIONS

In the cose of this female heod, the underlying shope is more
triorgular. The overall shape of the female skull is normower in
the chin areo, with @ softer jowline. The skeletal landmarks are

olso not very prominent in this cose, unlike on the male face

character's physical ottributes. At this point
you would be required to provide a variety
of options of foces with different shapes and
features, We will look at some more faces at
different angles over the next two pages,
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GETTING STARTED

The centrol division af the starting
sphere helps uwou to wvisuolize the
overall shope of the head, even ot
an |:|r1rj||_- ‘When '_-!:I":{_'r"ll'lg o three-
guarter view, the main challenge is
{o keep the proportions of the foce
carrect, The strong angulor features
of this foce emphosize the chorocter's
masculinge charactenstics, l'_;i'.lllu; hiirm
a tough overcll look. The firm jow,
bulky chin, ond swooping hairstyle

olsa odd personality to this sketch .I'/

The overall shope of this elderly
woman's head is rounded, with really
soft leatures. The flesh on the lower
part of the foce ongd the folds on the
neck help Lo emphosize the oge on an

e choracted such o this one,

The some principles can be opphed
to chorocters with different oges and
features. The overall bosic shape of
this mole chorocter is o squore. Tha
emphasis on the cheekbones and
the subtbe tilt of the egelids indicote
his AS0n ongins, while the aye I]-;‘;u:;‘-_

receding hoitline, ond folds on the

face ond neck give the impression of

Farm hl"lll(i mudalbe-oged.
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This female head is shghtly rectangular
from the side view, though it stors
from o sphere as shown in the previous
stages. Simplifying the shape of
the hair gees the chasacter a miane
bold, grophic look, while olso giving

emphosis to the weight of the hair

For this female foce, tilted downward,
stort by constructing the fooms
around o sphere with the browline
matated shightly down, The wide spoce
between the eyebrows ond eyes, thick
eyelashes, smooth chin, ond rounded
jerwline help 1o odd o famening appeal

>

FACES & EXPRESSIONS

When drowing o foce from on
overhead view, try to visualize the
fociol features from obowve, and
make sure thal the wviewer con
see the top planes of oll the focial
feotures, such as the roze and lips,

and more of the top port of tne skull
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GETTING STARTED

EXAGGERATING SHAPES

The human broin perceives various shapes
differently, ond certoin shapes evoke certain
feelings ond emotions. As a designer, this
“shope longuage® is o tool thot we can
use to moanipulote the emotions of the
oudience and convey o point about the
story or chorocter, For example, we noturally
perceive round, soft shapes to be friendly

and approachable, while sharp ond pointy
shopes are dangerous and threotening.
Thus round shapes could be used to design
a friendly character, while sharp shapes
could be used to design avillain. But once we
understand how to use shapes, it is possible
to break these rules to enhance the stony
ond cregte suspense; for example, by hoving

a villain who hos o soft and cuddly look to
deceive the people around them.

The small gray thumbnail shapes in this
section show the underlying geometric shape
of each face, with red lines indicating how
the eyes, nose, and mouth are proportioned
within it

To moke o more exaggeroted version of the maole chorocter from poge 34, stont
by pushing the basic rectangulor shape of the heod a bit more. Mark out the
key oreas of the head around o sphere, constructing it exoctly the some way
o5 shown previously, but create o coricoture by more strangly emphasizing the
wideness of the chin and cheekbones, ond the overall blocky feel of the foce

This elderly mon hos o pear-shoped head, The scale of the nose and ears is
exaggerated to give his chonodter o shight goofiness, yet his facial hair, the
size of his heod, ond overoll oged oppecronce give him o sense of wisdom

and knowledge.

k-]

Far this coricotured version of the female foce from page 35, stort from o

sphiere and skikeh out the thangulor shope, delining the kéy focial landmarks

os before. This time, exaggenate elements such as the scale of the eyes ond

nose, and the distonce between the eyes ond brows, Lo maoke her features more
striking while retaining o srmooth look

Here we have o kite-shoped heod - o dynomic overall shape. The neot, flat
hoar with pointed sides, and her pointy nose and chin, give her a very stern and

seriows look. She could be an FBI ogent



FACES & EXPRESSIONS

This man's mushroom-shaped heod gives him a shabby, comical ook, which This character hos an overall triangular shope for her face, though her hair
is emhanced by his hair shope and focial hair, Other features, such os the syes makes her heod oppear more sguare. The edges of these shopes hove been
angd wors, ore toned down to make sure that the hair shope stonds out and softened to give her o friendly look. The longe scale of her eyes, the softness

gives him on interesting, scrowny silhouette of her fociol features, ond the curves of her hoir moke her look young, Triendly,

and opproachable

This macha man has rough, choppy facol features. The overall shope of the This girl hos o bean-shaped head, giving her g funny, foolish oppearonce, Her

heod hos a lot of weight ot the bottom to emphosize the bulkiness of this forehead and ears hove been exoggerated in this cose, to enhance thot look,

character. The shapes of the hair, nose, ears, jow, ond chin are sharp, almaost while hes other facial features are toned down ond kept close to normal scale
krafe-like, to furthes push the idea of o tough, Severe charocter to further emphasize her head shape
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Rermember thal the shope of their hoir can be used to odd to the overaoll
shope of o choracter's foce. Here we hove o rectongulor shope, where the
character’s fociol featwes hove been confined to the battom holf of the
rectangle. The upper half of the shope is mostly the charocter's hodar, which

odds mare visual interest.

The basic shope here is o traperoid with o thicker bottom, This is o self-
contoined, reserved character, ond so his facial feotures are confined in close
proximity to each other. This leaves a lot of rom around his foce, giving him a

more bulky look, and o sense of thickness and weight
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The bosic shope of this heod 15 o rectongle. On the diegrom in the top right you

con see thot | have arronged the facial features with uneven spocing, because

characters with focol features that are equolly spoced tend to look boring and

tess oppeoling, In this case, the eye line of the character is very high up, giving

him o moive look, The scale of the nose ond ears are increased to enhonce his
||l;'|h: hearted persanalty

This foce 1= o fat rP(‘tt:u-;;h'_ whichiz o |:_|-'-;_1|,|11|"I|:1:| shape, |:1|r11L"'|;|.||:,-I:|;_'I|,_| giu'.rlg us
the impression of a shart man, You don't imogine this charocter fo be very toll
even if you can’t see the rest of his body! The soft cutls of his hair and beard

also indicote o softer personolity.



Here the chorocter is o tropezoid with o thicker top. Most of the fociol feotures
are confined to the lower end of the shope, while the top half of the hecd

consists of just her foreheod and eyes, giving the impression of o brainy

character - perhaps a monipulative villain

FACES B EXPRESSIONS

The bosic shape here is o circle. The eyes ond nose are close together and the
mouth s woy down ot the bottom, making it stand out. The scale of the mouth
also miokes him look like o “big-mauthed,” chotty guy.

The basic shope here is o trapezoid with o thicker top. The top of the tropezoid
farms the shape of her hair, which is a very impartont feature of this character.
The overall edges hove been softened to give her a mare friendly look, but he
miouth ond lower face make her slightly sterm and solid. Perhops she could be

o school teacher,

This child charocter hos o large rounded head ond big eyes to indicote her
youth, but her basic face shape is o triongle. Retaining that shorpness in her
faciol features makes her look more dynamic. The sharp edges of ner hair ond
chin make her look like an ggile character, ond give her o serigus logk despite

her age.
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GETTING STARTED

EXPRESSIONS

One of the most important qualities to have
os o character designer is the obility to show
how a character feels - to communicote to
the viewer whot the charocter is thinking. The
overall shape of the head and focial feotures
help to show a character's personality, and
their facial expressions show the viewer how
they feel. The primary features used to create

an expression could be broken down into two
parts: the eye area and the mouth area. Tha
eye area includes the eyes, eysbrows, and
the areas around them; the latter includes
the mouth and lips. Other features such as
the cheeks, nose, and forehead could be
considered secondary, as they react to the
way the primary features move on the foce.

This 1= a fermale charecter with o neutrol expression
Again, the primony features are shown inored ond
the secandarny ones in blue. Features such os the
hoir could alse be used os tools to convey an

expression of to show kow a character faels

a2

Creating believoble expressions tokes a lot
of experimentation ond practice. It is helpful
to research facial muscles to improve your
understanding of how the features move.
When you are drowing an expression, it
is always hondy to keep o mirror nearby,
ond to moke the expression yourself os
you draw. You will always get better results

Here is @ mole charog ter with a reutrod expression and
the key feotures highlighted. The primony features
(eyes, mauth) o in red and the secondary features
[nose, cheeks) are in blue. As mentioned previously,
the prirmony areos dhive the expression ond the

secondany areos deform to give o more angarc feel



when you can “feel” the expression that
you are trying to draw - even though it
might moke you look stupid ot times!
When creating expressions, try to find
the simplest statement using the primary
features, then consider how the secondary

This choracter has o happy. silly expression, His
roised eyebrows ond big smile are the primany
feotures; the nostrils, reveoled teeth, and folds
around his nose and eyes react to the moverment

of the primary features.

HAPPY SAD

Comers of mouth go up Comers of mouth

go down
Cheeks go up
Inner comers of ayebrows
Eyes narrow 3o up

Wrinkles can form around Brow con wrinkhe
the eye
Tears can form
Tears can form
Head con point

downwards

features will react to them; this will make the
expression look believable and add mare life
to the character.

Below you con see some examples of bosic
expressions and an explanation of how they

This fernale chorocher hos o sinister expression

Her lowered eyebrows suggest onger, while her

smile shows she hos on evil plan in mand. Tilting

her farehead forwards so she is booking up through
her browline slightly also odds o sinister feel

DISGUSTED SURPRISED

Upper lip goes up Mouth opens

Mose wnnkles Eyebrows go up
Brow goes down Eyes widen

Eyes normow

Heaed con lean oway

FACES & EXPRESSIONS

have been achieved. Refer to the table below
for a quick summary (which is by no means
exhaustive when you consider the full range
of human emotion) of woys in which primary
ond secondary features can be moved to
create certain expressions.

This charecter is quite emborrassed and worried,

indicoted by her eyebsows pulling together and by
her elenched testh,

ANGRY

Mouth narrows

Lips con press
together; ar in pure
rage o character

could be yelling

Eyebrows go down
and pull together

Eyes narraw

AFRAID

Mouth opens
Corners of mauth
go down slighthy and

stretch outwards

Eyebrows go up
and pull together

Upper eyehds go up

Foreheod can wrinkle
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EXAGGERATING EXPRESSIONS

Like you saw with gestures and poses in the
previous chapter, o strong expression helps
the oudience read the chaorocter quicker
and odds dynaormism ond interest, To moke
more dromatic expressions, exoggerate the

primary feotures by pushing their shapes,

and hald bock on some of the other features
to fing «

In order to moke exaggerated expressions,

stylistic baolance between thermn

it helps to study them in a more realistic
form, then simplify them to find the boldest

statement for o more stylized look. In the

examples discussed here you con see the
features invelved in the expression and
to create

how they con be manipuloted

something mare exoggerated and stylized.

The foor nm the |eft here

SEp

this emotion The eyes

hiosk the promiary featuras

e more narrow o show the

AN

rised eyebrows and a large smile - have bes

extreme movemeant of the

% 1 more stylized version of the hoppy male Lou sow on the previous page Wau con
n E‘\LII'_;I:II'.'I'-'J'.I'-' ta emphosize

heeks moving ug. In the

e

expression an the right, the primory features are pushed almaost (but not quite) to the point of breaking the

maracter's fore

eyebrows aré raised alm
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The triongular shope of the mouth is more proncun
oEl b

tor enhance the fur

eipored vi il by

Rappy expressio 1 of this charocter

Thie averall Ehope af the har and the hisod

od, the pyes are even narronwer, and the

5 Glse mHaG




FACES & EXPRESSIONS

The face on the kelt is ogain o stylized version of one of the characters on page 43, You con see how the
angle of her eyebrows has been made more severe, ond the tnangular shope of her face enhonced 1o reflect
her unfriendly nature. The sleek shope of the haoir mokes her look groceful yet villoinouws. In the more stylized
version on Lthe right, every single one of these aspects is pushed to make the expression mare dromatic:
her eyebrows are even sharper; her smile is more pronounced; and her angular foce is highlighted by the

placement of her hair

In the more esoggerated versions of the warrned chorocter from page 43, the eyebrows and teeth are pushed
maore, while secondony feotures such as her furnowed brow ond areos around her eiges and nose help to odd
o more gwthentic feel to the expression, Notice how In the right-hand versicn her eyes are now painting
wpwards and to her left, which uswally shows that someane is in thinking about a specific memany, perhaps

the cause of her embarrassment




GETTING STARTED

On the next few pages are some exaomples of exoggerated expressions so
that you con observe how o range of emotions con be coptured on the foces
of stylized characters.

This chorocter hos  just  seen
something scory! His  wide-open
eyes ond mouth copture his shock
and horror, and the angle of his eye-
brows shows his dismaoy at what he

is seeing,

This fermale character is frightened of something, Her

worried eyebrows ond mouth, and wide eyes with
small, shocked pupils, help to comvey this fear
This il s terrified of whot she
5 seeing Haz eyes ond mauth
are wideg open and her eyebrows
are worried. She lnoks os if she is

inhaling, about to scream,

This nervous wildebesst hos gotien
himself in trouble. The roised
eyebrows and stortled eyes give
o sense of shock ond disbelief. His
grirmcing mouth omd  clenched

teeth show how scored e is

This boy just heard the ice cream truck
His surprise and owe are captured by
ks roreed ond arched I:‘I=|l:'bllll."."> and

his open eyes and maouth.
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FACES & EXPRESSIONS

This character is sod, with his heod
lowered and his hair falling on his face.
His eysbrows ore compressed together,
and the apen mouth coptures him in the
moment he is about to cry. The swelling
of the nostrils ond folds oround his eyes
help to comey this idea further

This chorocter is cought ot o sensitive, tearful
moment: her eyebrows ore wortied, her hair folls
messiiy over her foce, and her mouth is open as if

she is about to soy something to defend herself

This punk choracter is disgusted by
something or semeone. The frowning
eyebrows give hirm a sense of worny, while
his teeth are biting together hard, showing
how uncemfortoble he is. His flared
nostrils odd o lot te his look of disgust;
in this cose, this secondory feoture 15 05

impaortant as the primary ones

This little oy is not hoppy to hear something

His brows are lowered but his eyes ore wide ond

storing, creating an angny, sulky frown,

sullen mood

This boy s in o

This womon is quite disgusted, os shown The hair folling across his face,
by her lowered eysbrows, flared nostrils, compressed eyebrows, Closad eyes,
and the grimacing shope of her mouth and frowning expression show that

with the subtle oction of biting her lip he s unenthusiastic ond gloomy.

a7




GETTING STARTED

This fermale choracter is surprised, but her raised

eyebrows and the shape of her open mouth make it

feel like o pleasant Surprise This elephont is surpnsed to see someth ng, with his
raised eyebrows, shocked eyes, and slack jow conveying
a sense of surprise ond awe, His eors and trunk oe quite

loose, adding o feeling of disbelief to his expression

This man s surpnsed to hove found
something, with his open eyes and

mauth shawing us his shock

This snorling monkey 5 Extremely
upset. The 1||;!1'.||_| compressed eychrows
For this ongry male chongacter, the key leactures sinisler eyes, ond snarlkng teeth make
are Lhe |owered eyebiows and the wade-open

him ook intense and threalening

mouth as if he is yelling ot someone
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FACES & EXPRESSION

This humble old mon's closed eyes
with squeezed syebrows give a Sense

al contentment. it is ahwiays interesting

to exaggenate the focial muscles ond
folds on an elderly chorocter, such as

those around his smile

This elderly woman is not hoppy with something,
a5 conveyed by her lowered eyebrows and angry,
This kid hos been foced with the dreaded down-turned mouth. The square shape of her
bracoolil His closed eyes, tightly squeezed hend and hair resntorces her stern exprassian
eyebrows, and the oction of biting his
tongue show his disgust. Hs nostrils ore
flored ond hits heod s subtly tilting away,

which helps to sell the ideo further

Faor this happy little giel, the maised

eyebrows, big smile, ond closed syes

show how elated ond excited she is.

This happy cot follows the same panciples as the
human chorocters, Har eyebrows ore raised bul réloxed,

her &mile is wide open, ond her ears are perked up.

Ths ||:1r_!|_|";. rengig -:gr:l_'lrl.:-w-'\. and wide open ||.'|ul.'_p|'| show how excited
and hoppy Lhe is SI:'I'_U-HI}I_IIH fectures such o3 the nose and eyelds
move up to maoke this expression more belevable, The free, lively

shape of her hoir also helps to convey this emotion

5
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GETTING STARTED

COLOR THEORY

BY IRIS MUDDY

There are many different woys of putting
color theory into proctice, depending on
schools of thought ond artists’ individual
preference. As you study color theory, you
will come to think of an imoge's color palette
as a specific world and atmosphere that you
can create and influence with your decisions,
and the some applies to character design.
Thinking of colors and their relotionships
to each other gives you the power to
manipulate mood, feeling, and many other

USEFUL COLOR TERMS

ethereal aspects that really elevate your
creations from just being good to hoving
losting emational impression on the viewer.

Becouse there are so mony woys to
ineffectively use color and lose focus when
working with it, you must try to constontly
be aware of how you can moke better use
of elements like value and chromao (see
the definitions box below), how you group
values ond colors, ond how uou create

variation and hormony. A definite path
to wsing color more meaningfully is being
observant of light and color in life around
us: in photogrophy, film, pointings, fobric,
objects, and noture. In this introduction to
color theory we will first look ot color wheels
ond then how o range of color paolettes
can be applied to charocters to create
visually pleasing designs that enhance the
oudience’s understaonding of that character,
their personality, ond their story,

There are three quolities thot define o color, and it is useful to know these terms if you intend to delve dee

Hue is whaot we tupically think of when we hear the word “color” For exomple, whether o color is basically red, yellow, blue, ond so on

Value is a color’s lightne:
Chroma is a color’s “colorful
has higher chroma

THE COLOR WHEEL

The color wheel is o greot tool for
visualizing colors and deciding on different
arrangements of colors. When we discuss
color harmony, we are referring to different
fixed ratios between areas of the color wheel,
which ore common tools for artists. The color
wheels an the next poge illustrate some of
the most commaonly used opproaches to
color harmony, showing different ways
in which you can create strong color
combinations,

If, like myself, you find yourself working and
thinking more intuitively when it comes
to color, then it may not work for you to
corefully study the distances between your
choices on the color wheel before diving
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or dorkness, For example, bright green of dork Qresn

into your ort. However, understanding these
concepts will still help you to make solid,
informed choices.

You can also use the color wheel for gamut
masking, a method which helps to create
harmonious color palettes by selecting
limited portions of the color wheel, Lines,
triangles (see example on opposite poge,
for right), sguores, ond rectongles are
drown within the wheel to section off areos
of color. From this reduced assortment of
colors, you can choose which one will be
the best dominant tone, and let the others
play more of a supportive role. This con be
a challenging and informative way to work
with color and discover new color schemes.

or purity, relative to its brightness. For example, pastel pink has lower chromia, while deep magenta

The color wheel can also help you simplify
the process of moving towards warmer or
cocler hues relative to your starting point,
if you decide thot you would like to
adjust the hues or color temperature of
your palette.

Finally, it is worth noting that most color
wheels you see are subjective, and are not
accurate representations of the distribution
of the color spectrum. You may find that
some color wheels are more useful or
oppropriote thon others. Study each of the
color wheels on the following poge corefully
and consider how you might be able to
incorporate the theories into your color
selection when designing characters.



This is guite o stondard color wheel, but rsmember
that oll color wheels ore subjective and moy look
sligintly different

Split-complementany color schemes combime aspects
of the obove approoches. Instesd of using the cpposite
color @s a direct complement, it uses the two colors
either side of it. This red, blue-green, aond yellow-green
palette would create a similos, but more nuanced, effect
as the cormmeon red and green complementany poletie

Complementary colors are opposite eoch other on the
colar wheel, Green and red are o populor exomple of o
complermertany color combination. These two colors
could be used rowghly equolly, or one color could be o

smaller contrasting accent.

Triodic color schemes use colers that are situated in a
triangle ecioss the color wheel. For exomple, orange,
purple, ond green form o triadic color scheme. This is o
useful way 1o creale a very vaned palette for a character
without the colors becoming too dsorgonized

FEEMEHBER THAT YOU DON'T HAVE TO GO BRIGHT

gning a character, it is often a

focal paints (such as using an eye-catching c

pod approach to emphaosize the

on an importont element]

stronger by creating visually interesting color variation, but should no

When starting out with art, it is hard to ju

is using every color os o bold, bright, loud

oppo
of o role these colors ploy

how 1o create harmMmonious and appec

aterment, which doesn’t pay

tunity to let other colors shine. This 1s often an idea that takes a while to set in, Most of us don't

off in the end. Gr

COLOR THEORY

Anologous colors are three colors that sit beside each
other on the color wheel, For exemple, blue, blue-green,
and green, This is o useful woy to create a subitle, olmost
mianochromatic polette with no extreme changes in hue.

An exomple of gamut masking, in which your chosen
palette is limited to o section of the color wheel. Here
the mosked-off creo covers o range of yellows and
oranges, with occents of red and green, creoting o
harmanious yet limited colos palette to work with,

wations. An easy tre fall into

ind earth to nrovide a world

start out opprecioting how much

5




SAMPLE PALETTES

the
character design, you will very likely be

Depending on complexity of your
using more than just two or three colors; you
will hove to bring in more tones ond extro

accents to flesh out your character and

of the cope

s intentiona

In this case, the bright red

Other elemeants ore given o reddish hue to odd un by

dork greens, with o couple of lights

becoming distracting

This palette is an exomple of clash nig color chaic The pu

gonsh, and the conbiast in the shield area s

of the design. Compared to the previous color schemes, this

i |
.
Bl

¥

This varation, although similar to the very

rst one in s

d, Bul Lo

appeal. Unity is gor

controsting

1y the strongest
with the

neutral tones, add interesting contras

1 considering it is not o focol paint

wich al il can be borng, which

rs gnd tones (the character’s heod and arms) seem too p

make them mare unigue and original. This is
where developing a palette can become very
challenging. Peppering seemingly random
color cheices throughout the imoge can

cause a lack of unity and make your design

Subdued and knowon red ond

Capss

ple bags are random ond
nature bring out

15 nol o suctessiul design neutial pelette, con

me woys, has muc

h makes the oreas with uehow-greemn and e

resuit. Maore rest

One of my fovorite main color combinotions is o ce

green complementarny poir & few ne

| portulorly enpoy playing with different newtnol tones
ather more vibrant etements, such

his palathe is moe harmioni

feel disjointed. It is important to think about
grouping elements together, and how to
use these groups purposefully. Let's look
at the range of color palettes below to see
examples of strong or weak color harmonies

inbed-down wersion of the well-

nouves odd

stral colors ond dork

srriell wiEiiatans to o Combinatenn that i '||:*-.'|-"|J proen 10 work

ond howing their subdued
as the pink pouches. Even in g

o the interplay of worm and cool

he trordelian Delween



CREATING MEANING WITH COLOR

Color hos the potential to communicate
so much about o character. Depending on
what the situation colls for, there are many
possibilities to consider drowing
ranging from emotional symbolism to
representing something physically present
in the character's surroundings. From one
culture to another, certoin colors’ meonings
ond positive or negative attachments can
vary greatly. Certain hues con suggest
slements of the environment o charocter
comes frorm or is adapted to, such as water,
soil, vegetation, sky, animals, structures,
or anything else that is significant in thot

from,

context, A paolette con strongly evoke o

AN

This bright, sea-green turquoise color is often assacioted

with colrm, soothing feelings. It is soid to provice energy
and balonee, It 5 o |,_.'IE'|'_|l.'._ﬁfl.|- cobar, with o vibront,

positive tencency

N

Yellow 15 0 wibront that it con't help but be associoted
with joy, positive energy, opporiunily, ond spontaneity,
Its warmth and connection to our symbolic idea of a
sunny doy mokes it inherently linked to feelings of

surmmer and heot.

A

Greens in generol con be seen as representing growth

ond strong vitality. They omre ossocioted with rénewal,
health, verdant nature, falioge, luck, and regeneration

Green is also ossocioted with emvy

certain season or climate. Darker, richer
colors carry o more intense mood thaon
bright or light ones.

Ask yourself questions about what you
are trying to express, becouse thot train of
thought will intuitively direct you towards
potentiol colors, It is especially useful to seek
reference imoges thot “feel” a particularway,
and then think obout what couses thot effect.
It is also always best to explore beyond your
first ideas for o choracter's polette, becouse
thot's wsually when the more interesting,
unexpected choices will come obout. For
example, | instinctively chose o classic,

N\

Oronge, like red and yellow, is very energetic and intense
It is warm, welcoming, ond upbeot. It is ossocioted with
motivotion and encourogement, and evokies images of

fire ond sunsets

N\

Purple or violet con be associoted with spintisabity,
mmagination, and mystery, It fepls mcsgecol, creative,
and innovative. it con even feel related to peychic

experiences. It is on unusual, INSparing, Crypic cokar

N\

This icy, neutral groy could be seen os a formal ond
conservotive color, 1T koS o cold aspect o i, hnrb-:-r-n-:_.
Isttle emobion, It con be assodoted with salitany

lomely feelings

COLOR THEORY

passionate hero's red cope for the rogue boy
on the previous poge, but it is still possible to
approach the some design from o different
angle and achieve interesting results, as the
other polettes show.

As we hove seen already, different tones,

temperatures, and juxtopositions can
hugely change how colors come across and
make the viewer feel. The selection below is
by no means exhaustive, but it can be useful
to understand some of the moods and
meanings associoted with a color before
you begin. You can use some of these ideas

as starting points for your own research,

A

withs  wormth,

Brown (s ossockated nature, wood
statility, eorth, ond d1:;_|i-|‘:{_1at:-|h||_: It Evakes I'|:|:||:1|_;§ of
home and camfarl. It can be viery wErgabile when used In

different tones

A

Hed i% W\,',lhlg arvie of the hirst colors we attach meaning
to, and one with the most meonings ottoched to it It
can mean love, emotion, intemsity, possion, and dru-.-.'ur'-g
ottention. It con olso represent fire, hust, rage, ponwer,

anger, or donger

Vo

e i o colof that co i g with wisdom,
Blue is o color thot cories ossociotions with wisdory

knowledge, trust, serenity, hormony, and integrity, it

can also be cool, aleof, depressed, gloamy, and tranguil




GETTING STARTED

SAMPLE PALETTES

We will now look ot examples of color

schemes and meaning in the context
of different characters. It will often take
experimentotion ond odjustment to find

the ideal colors for your choracter designs.

FRUIT SELLER

A\

Sometimes very different palettes may
make for equally streng designs, but carry
different meanings which may or may
not suit the character and their backstory.
Sometimes these different meanings moy

This choracter's polette needs to embody o feeling of lightness ond ogility os well

of stréength. He seems unusaol, n=I||r-n|;|_ and Licky This polette uses cantrosting

brighter and deeper tones, with o shghtly oskew version of the purple ond yellow

compléementany par, mixed with various neutrals, Lo represent that identity

LEARN MORE

There are many useful resources, tools, and methods avaoilable
to help ortists learn about color. | recommend reading Jomes
Gumey's books and website, learning about gomut masking
(see page 50), and visiting www.huevaluechroma.com. Curating

and anolyzing an “inspiration folder” can play a huge port in
helping you to understond what you wont to achieve with color,
and which traits you consider to be powerful in the imoges thot
you look at, whether they are phatagraphs or paintings. Whenever | use red and green together, | really try not ta make it feel ke Christmas!
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yellowish orange, Lo odd some complementony visual treots

even open up new ideas for the charocter
which had not occurred to you before. On
these pages you can observe how different
color schemes can change a character and

their personality.

This more blue-areen version embodies comiort mare thon Uhe other bwa poleties The
temperotures and colors are more loid bock, and deep blues can fepl magical or restiul
I this palette. the ipellow s espec .|,||||.j ?F{tg_ while one or two aieas of wormmeer green

keep the y ellow from Fl:l:ll.".g too for off from the main blue

N

This can be ochieved by reaching out to mearby colors, like the dusty mouve and

This creates mione oppeal

ond breaks the stereotypical assaciations of that colos combination



COLOR THEOQRY

ELF WARRIOR

Al

While this varation feels less roual and high-ronking than the one on the left, these

colors embody mare of an eorthly power. The warm tanes give her a feeling that brings

her claser to town ond forest settings. It is os f the feeling her proud expression Cames

i changed by the colors she wears, compared to the other two palettes shown here

ke confident pose, wilh s cleon

Thiz &lif lody's eoalar pal
'

sophisticoted-feeling armor tones, ond striking deep blwe hoir, Her eyes have o

surprising but not jorring purple tone thot is echoed in her skirt ond scorf. The controst

etween the moin elements bére (5 portic |:I|,|'i|._| regpal and aye-cole I|:||l.;

This mastly coal, neutral palette hos 0 couple of warmer colors that

create a f|'-|x||r-.|j of uneose [such os the punple eyes and yeliow

en hair), She feels like she knows something we don't, ond corries

less warmith thon the other two. Her cleon, brght sleeves and more

decorative armar almaost indicaobe some higher fevel of clevemess
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GETTING STARTED

WISE DWARF

N\

This most y cool green palette, with o ¢ suple of reutrols ond o st g red, feels
mare rgugh ond lively thon the ather two polettes - even sneaky, too. He looks

lske he might know a thing or two aboaul the town's surmoundings, and paossibly

owerns ond puns

This fellow needs 1o ook wise bul opproachoble ond
clothes hé weors, posred with the sane-colomned tun e hirm @ seasonsd but refined

air, He loaks Ivke he mighl teoch odventuners aboul weapons he hos mostened through

KEEP NARRATIVE IN MIND

As you caon see on these poges, changing a charocter's
color polette can vividly alter the sense of their personality,
environment, and role. While choosing o harmonious and
balanced color scheme is important, don't forget to consider the

narrative element of your character, Are they supposed to be
subtle and comoufloged? Are they wealthy and ostentatious?

Make sure that your color choices are practicol for your character
and the Stﬂf“ uﬂuwunt them to tell, The bluer varation of this chorocter instontly seems like someone who Is more

likely to be ren ding about spells, mana, and enchantments mply becouse of

N\

thie coofer I:-]f'lr'l tomes in hes Clothing, paired with the deep Dilse hoer ongd bheard



COLCR THEORY

FALCONER

woired by o swompy oren: o plooe with.

This polette sesms maore i

end in there,

5. and mory plants. The chorocter coubd bler

MOSES, [ne

mg. This alternative version s well charactenized by this

staalthaly hun

palette, even if she doesn't have the heroic feeling of the first

A\

ke this charocter

The comtrast and deep rant codors

stand cut and feel like she s in charge of her surroundings

The darkness of the palette gwes her an air of strength, ond

thee ey |i(__l|'|1 and cleon bird seems to evoke pride in her role

This paolette is dork, deceitful-locking, and even

hoits mix of gre

E ang F'-!I 15,

somewhat posonous
The character now Seems mione ke a ninga ar 0S5assin
Her bard olso seems veny stealthy, There is an oir of

mystery about her that is less present in the other twa

af




GETTING STARTED

THE STYLIZATION PROCESS

BY AMANDA JOLLY witH CONTRIBUTIONS FROM KEVIN ROUALLAND & HICHAM HABCHI

The process of designing and stylizing
o choracter is never completely linear or
identicol from one artist to another, but
there are some essential stoges that many
choracter designers will have in common,
Paying attention to these key milestones

O1THE IDEA

are working os a choro

er artist, some o

of the design process will help you to
create characters that are more appealing,
unique, ond thoughtfully fleshed cut. In this
chapter, discover the key components of the
stylization process. The core steps shown
here will be applied in depth throughout this

book, so make sure to acquaint yourself with
these ideas now, and try testing them out on
some chorocter designs of your own,

tivation? What kind of person or archetype is

, it makes each step from that point fi

ird more clear and

nation will usually come to you in the form of a brief outlining the

character's personality, role, and oppearance, However, there will be gaps for you to fill with your own research, interpretation, and

ideas. Different artists have different methods for generating and developing ideas. The tool used in this

poInts, or Key wards

When you stylize a charocter,

exoggeration immediately tells the v

what you are really doing is determining

k will be a mind map,
ve. While

1@ mind map, bullet

which elements of that charocter to exaggerate. That

'.'|'||._| in ";.r,l.ﬁl.flﬁlg} a character, you are also 1.ru||'ll:_] ta

make ane that is memorable, one thot stands out,

xaggerate. Explaring the key tro

the confines of the brief

EXAMPLE

Let's look ot the design process for o
character whao is the sidekick to a hero, This
sidekick is a jolly fellow who enjoys a good
joke and meal, but is olso skilled in o fight.
The story is set in sixteenth-century Fronce.
Using these key focts, you can explore the
concept further to provide the character with
maore background ond distinct traits.

Kévin Rouallond says: For thes chorocter, | facus
on the main chorocteristics and try to find some
context. What defines him as on acter, ond what

con | odd to give him more credibslity and volume?
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GROSS?

\ FUNNY?
PERSOMALITY
ELEGANT?

i

¥sen 1o

within

SIDEKICK

v

———— WARRIOR

\

SPEAR?

DAGGER?

GUN?

WEALTHY?

\ ALCOHOLIC?
LOVES FOOD
/ FAT OR THIN?
\ __~ TIGHTS

16TH-CENTURY FRANCE

o %

WIDE, COLORFUL MUSTACHE
CLOTHES



THE STYLIZATION PROCESS

02 RESEARCH

Once you know what you want out of your character, research begins. Research is the most essential step of the design prc 5, and
one erlo by many art due to o misgl d notion that researching e 5 to a lack of creativity. The ite is true

ESEQNC design ultimately see 1ded in reality, it also pr es the artis 1 innumerable

Gathering a visual library from research is key, because this is where stylization is born. Like with the i

have o much better chance of ex ating or ploc on the ; s have carried out Your re

; cial media, magazines, documentaries, and real-life observations in your research. It is useful not only to look at
the images you find, but to really study and sketch them. This will help you to become familiar with the shope longuage, construction,

and texture of the different elements before you incorporate them into your character

EXAMPLE

You can now begin looking up reference
materiol that suits the needs of this
sixteenth-century sidekick chorocter. Look
into costumes from that period, os well as
architecture, ort, and potterns from that
location, Research actors or types of people
who come to mind when you picture that
description, and see how those real people
are formed. You hove now built yourself a
visual library using research,

Kévin Rouallond soys: Looking ot references helps me

to find a lock and persanality for the charocter, odding
mong accunocy te my pertraygal, If o charocter lives in on )

existing pericd and in an existing place, you can’t fool
around without cultural bockground

USE MOOD BOARDS

Hicham Habchi says: | usually spend
an hour or two looking through websites
such as Pinterest or Flicks, collecting

inspiration  for subjects, moods,
colors, and styles, which | put together
in a patchwork of images colled o
“mood board" that | can refer to os
| wark,
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GETTING STARTED

03 THUMBNAILS

The sad truth is, your first idea will almost never be your be miost exciting one. Thot is disoppointing if you were hoping to save time,
but it also makes perfect e. Your first ideo - or first several ideas - will likely be whatever concepts hod seemed most obvigus to

If we are trying to make a charocter thot is uniquely memorable, these o ices likely won't pass the test. A useful opproach to
this abstacle is to avoid wasting time on detoiled drowings. Instead, w small and fast, creating tinyg thumbnails that focus on the
exaggérated shapes founded in the research from the previous step. Your goal in this ye should be to get down as mc

are dissimilar, while still feeling true to the character. The purpose of this is jive yourself options

Different artists have different methods for producing thumbnails. Some find that silhouettes are the best way to work out shapes,
while others use sketchy outlines. Find o technique that works best for you, os long as it is effective for moking small, quick imoges
Once you have created L thumbnails, you should step bock ond judge the advantoges and disadvantoges o th o

of the brief. Which ospects of the ch did you nt to highlight when you planned the idea and carried out your research? Which
thumbnails achieve this? This will not alwoys be a linear pr

being ideal; other time

rounds of thumbnoils before hitti

EXAMPLE

For the sidekick character, you might focus
on keeping most of his shape longuoge C‘?
curved or rounded, os he is supposed to be m
sweet and heroic. However, he is also meant
to be formidable in combat, so maybe he
is tall ond broad, or maybe he is short and
stocky; maybe he is loose and wiry, making
him nimble, but with a slightly fuller belly
due to his love of food. This is how you give
yourself options, as if you are a costing
director auditioning vastly different octors
until you see someone you like.
KEEP YOUR CAST IN MIND
Itis important to keep the idea of a cast
in mind. When you create a character,
it is urlikely thot they will be the only
character in the project. This charocter
will be sharing visual space with others,
and because of that, it is impaortont to
create a cast that hos as much variety
as the options you give yourself in the
charocter thumbnoils. You den't wont
anyone confusing your sidekick with
the villoin (unless thot is o specific '
plot point), so olwoys keep in mind A

how these characters can most clearly
represent themselves, either olone or Kiévin Roualland soys: At this stoge | use my references to guide my thumbnails, but
anmgst others. alzo starn to add my own thowghts about the charocter. | try to move away from clichiés

aboul the charcter's shope ond Lize, and fird |nt['r|._-s.t|ng ratiog and propotions

&0



THE STYLIZATION PROCESS

O4 BASIC SHAPES

ou are getti

shope loanguage - a co

1 riauing the design with basic geometry, to
ond by creating a black silhouette of the design to ensure that its shapes

e to test their design. For the purpose of simplifying the process for this

EXAMPLE

Here you can see how the design is toking
shope. When scaling the charocter up and
starting to refine his forms, it is important
not to lose the clarity ond oppeal of the
thumbnail that coptured his jolly personality
in the first ploce. Viewing the character in
silhouette is a useful way to check this,

Kévin Roualland says: | picture the charocter as thin,
geometric, ond mustoched, with o bit of o belly since

he likes hanging out in toverns ond eating ot banguets.

VARIETY IS KEY

Visuals of any kind, and particulardy
stylized ones, are most interesting when
they contain a voriety of proportions.
It is much mare compelling to design

and look ot characters who have some
small, some medium, and some large
sections to them, than chorocters with
no visual voriety who seem like they
could just be folded in half!




GETTING STARTED

O5 ADDING DETAILS

out the best of the
5 you really work out the
detaoils of o costume so that the eye

focuses where you

ul to draow

pies of

» thumbnail, as this allows

to retain the op | of the rough

thumbnail thaot you loved, while

fleshing it out and making the design

This s where some of your early

research into Costuming, Occessories,

and patterns maoy come back into play,

helping you to add finishing touches to

the charocter thot really give a sense
rny ond setting they mhabit
s best to establish a strong

underlying cture for the charocter

first, as dis

f trying 1o 1c
is more refined - even though cutting
corners ond jumping ahead con be very

tempting!

EXAMPLE

The character's physical features, costume,
and accessories are now fully realized and
as good as finished. In this neutral pose,
you con clearly see the various elements
and proportions of the design: a paunchy
stomach contrasted with long, ogile arms
and legs, and o costume with period-
appropriote  weopons ond occessories.
Details such as the ruff ond mustache help
to break up his skinny silhouette and make
the whole design maore interesting to look ot.

Kévin Rouollond soys: Here the chorocter storts to
toke shope, without o finol fociol expression ond pose,
but with most of his visuol complexity decided. The
wildly contrasting shope longuoge helps to convey his
cormatnl persanality, and can be further exoggerated in

his final pose
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KEEP IT FLUID

It moy hoppen thot some details don't work out when you proceed to the next stoge of
posing the charocter, but you can always move bock o step or two in the process to iron
out any problems or try different approoches.




THE STYLIZATION PROCESS

06 EXPRESSIONS & POSING

Upon creating a gn that is working for you, the most critical stoge is co ng your character's attitude through posing and

“octing.” In character design, the “character” aspect is of o the "design” element

own limbs. It will help give that I it of credibility to

st in our reality. [t also pu e character th ' g paces that con work out any

kinks in the design. This relotable human touch maokes a stulized choracter a believable one thot viewers come to love

EXAMPLE

If we return to the ideo of our jolly sidekick, smiles, and perhops has a small omount of  shape and physique, which we developed

he most likely doesn't stand stiffly or scowl  swaogger in his movements. His posture and  earlier - for example, if he was tall, stout,

or

at people. He probably stonds relaxed, movements will also depend on his body  paunchy, his movements might be limited.

Kévin Roualland says: | ty to ochieve
the most fitting expression ond pose for
the choracter: one that suits his entire
being os an actor, but also one thot suits
his shopes so we can fully eppreciote his
design, The centrol pose gives the best
sense of his comedy sidekick mle, warrior's
weopons, and love of food,

&3




GETTING STARTED

O7 VALUES & COLOR

As you learned in the Color Theory chapter, working with color ond value is a good way to
lead the eye to the most important ports of a character, as well as visuallu linking them to
other characters in the project. The er's eye will immediately be drown to anywhere
with strongly contrasting values in 0 design. The same goes for highly textured aregs,
to rest. If we

‘evil,” giving

an pull focus, and low-textured areas, which con allow the
15t in which certain characters have been deemed as “good”
the characters who fall within each cotegory a similar color scheme can immediately

let the audience kKnow where thot character's loyalties lie or what to expect from

START WITH THE BASICS

Hicham Haobchi says: If you are
finding it hord to come up with o
color palette, try storting with one
color to establish the mood of the

character, then diversify to add more
contrast ond ottroct attention to focaol
oreas. Filling out your chorocter in
groyscale first helps to create controst
between elements for good readability

their personality

EXAMPLE

Similor to the thumbnailing process, this
stoge is about quickly ond efficiently
exploring a wide range of options from
which you con derive the best solution for
the chaoracter. Rather thon drowing the

be “French” enough according to the

refarences | have studied, but | olso want

tey play around with saturation and tones
becouse the character is Tun and bold

o
Kévin Rowalland says: When the pose
is clegned up, | opply flot colos, and
duplicate them so | con chamge them
easily. | wont the coloe longuoge to )

choracter over and over again, sove yourself
time by crecting multiple copies of the
design thot you con overloy with different
color combinations, If you created o mood
boord during your research phose, now is the

ond balance.

time to return to it for some color inspiration.
Planning your design in groyscale first is
a voluable method for judging the best
balance of light and dork tones for your
character.



THE STYLIZATION PROCESS

08 FINAL DESIGN

Your final design should synthesize all the work ond research you have put in previously,
resulting in the most memorable and oppropriote shope language, color palette, ond
pose far the character's personality ond backstory

EXAMPLE

The final design clearly eaptures the
brief of a jolly, food-loving, sixteenth-
century sidekick while olso offering an
interpretation that is unique and perhaps
not what would be immediately obvious.

Kévin Roualland says: When | finalize
the imoge, | moke sure to keep the best

possible overall harmony of shopes, The
food on his doggers keeps the charocter )
clage to the onginol description, ond eoch

ol his accessonies helps to further push

the character’s pose and fun personality

B3




Artwork © Max Grecke

CHARACTER PROJECTS

MNow that you have covered the basics needed to start creating entire characters, let's

move on to in-depth character development projects. In the following chapters, six

talented artists will show you how to create a ronge of fun, exciting charocter designs

Each stage of the process is broken into bite-sized chunks s0 you con clearly follow

olong with every new development, from research and eorly sketches to choosing

a color palette and pose. Though each project will follow the same overall arc that _ -
you covered in the Stylization Process chapter, each artist brings their own unigue .
expertise and visual style to the process, offering insight that will help you to discoves

your own style ond woys to create charocters A







ALIEN EXPLORER

BY KENNETH ANDERSON

In this chapter, illustrator Kenneth Anderson
creates a friendly alien explorer with o
futuristic suit and gadgets

+ YOUNG ALIEN
= DISGUISED VISITOR
- QUADRUPED ALIEN

Kenneth's style uses bold shopes and
expressive fociol features to create fun,
relatable charocters. This opprooch would
work well for creating characters for comics,
animation, and video gomes

Make sure you pay attention to using clear
shopes and bald gestures, and do plenty of
research into real-world references to create
designs thot are memorable ond full of
personality.




ALIEN EXPLORER

THE IDEA

My character theme for this project is an alien explorer. | want to ovoid a cliche alien design and bring

something visually unigue to this idea, which is where the reference | use will help. The character

is going to be bipedal, with some sci-fi floir, and moybe draw some inspiration from reptiles or
omphibians to distonce the design from looking too human.

With this in mind, | think through possible research ideos. | wont to look ot frogs, lizords, ond even

unusual fish for inspiration. | olso need to decide on the tone of the design: humorous or serious?
The character is friendly, so | am leaning towards the design being humorous and fun.

Concept: A friendly alien explorer or adventurer

SCIENTIFIC
NOT ANTAGONISTIC EQUIPMENT
CURIOUS
\ / BACKPACK
PERSONALITY
\ FUTURISTIC TECH
MAP OR NAVIGATION

ADVENTUROUS ALIEN EXPLORER GADGETS

EXPRESSIVE REPTILIAN OR

FACE NON-HUMAN BUT RELATABLE —  AMPHIBIAN
BIPEDAL PRIMATE

ELEMENTS
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CHARACTER PROJECTS

RESEARCH

| like the arms of the red -eyed tree
frog, They start thin, then widen
| initiolly search the internet for imoges into big goofy hands, which would
relating to keywords such as omphibian,
reptile, and fish. | keep my pool of reference
quite brood at the start to see whot new ideas
might come into my heod. As | start looking
into other subjects - insects, crustaceans,
deep-sea creotures, ond even gibbons - |
think about how | might synthesize all these

inspirations into a working design.

ke the charocter fun.

Then | start to narrow in on particular
references and specific species. | know
the character will need to emote ond be
capable of facial expressions, maoking themn
appealing to an oudience, and not so "alien”
that the design isn't relotable. My choices
reflect this, while also giving me some range
ond unusual features | can draw upon. | love the shope of this fish, with
its comical bug eyes ond mouth,
| am not sure these will moke it
Hormed lizords hove really interest- to the finol design, but big eyes
ing features, with a cambination

of spikiness ond rounded forms. |

like how nonthreatening they look, )

despite their horns, due to their large

wauld help to sell the curigsity of
an pxplorer charecter, ond moke

him leok mone friendly.

eyes ond smiley mouths.

Crustocegns  might  provide
on mtere-ﬁmg ond  unusuol
springboord for costume
ideas. | wonl mu costume
ond accessories to be “glien”
and not ke things we might
immediotely recognize os

chathing or equipment.

I love the color and tronsitions in
Gibbons ore o workd owoy from this insect. | might try to brng
lizesrcls, but their gongliness maght sorme of this into the charocter’s
be o good foundation for the costurme or skin
choracter's overall body shope ond

thie way it moves.

o






CHARACTER PROJECTS

BASIC SHAPES

To reflect the ployful but edgy tone | am
going for, | leon towords rounded ond
amphibian shapes, with some contrasting
sharpness in the points, just to add g bit of
ambiguity as to how dangeraus {or not) this
character might be

| develop round-versus-straight shope
language with flowing forms. | want one
shape to dominate and the other to be its
contrast. Too much of one or the other will be
boring to look at; too much voriety and the
design will lose unity. How all the shopes tie
together is key - the silhouette helps me to
keep that on trock.

| experiment ond combine elements
from a few thumbnails to find o design
with a strang silhouette and interesting
features, Giving him three rounded
digits an each hand is a frog-like touch
that odds to his benign mon-human
appeal. At this stoge | also explore how
pronounced | want to moke the spines

on his heod

| work out the stroight-wersus-cunsed
shape longuoge, to flash the chamoctes
aut from the bosic shopes | also think
about the thythm of the design, and how

the shopes flow together

T2

My chosen thumbnail has a clear dominont

';|||,:||'|l.:4le shops longuoge, with IF"I:'I_I_:III:_HE'S.
as secondory shapes. | think this mokes the

choroctes loak qusle (Il._rn-;;r".u'_

Vv
4

By rounding oul the forms ond smoothing aut q
Fcend poinis, | keep the design "Fru:ndll.,' while Ehe >
o o

underlying triongle gives a sense of dynomism

and possible denger that fits on alen species ™~

| think my silhouette s working
well, It's abviously not human,
ard SUGGESIS O siabedd cragture of
some kind, with some ambiguity

in the shapes, which | like,




DETAILS

Now | draw inspiration from my research
to influence the chorocter's costume and
anotomy. | want frog-like hands and @
spiked lizard-like heod, combined with an
almost crustacean shell. | see this shell as
a kind of backpock or breathing apparatus.

In my thumbnails, | played around with
the idea of o helmet so the charocter can
breathe on other worlds - but | remembered
that frogs can breathe partly through their
skin! | decide this is how the charocter
breathes: the backpaock filters out hostile air,

ALIEM EXPLORER

while he absorbs the good goses though his
skin. All these features will help to convey an
intrepid character who is well suited to life
in an alien habitat, ond is able to thrive in
places that @ humon could not,

| play with scale texturning 1o sl his alien nature
and add visual interest to his design. Do | keep

it just an his skin, or odd it on his costume too?

Instead of o roy gun, which mioy be overly hostile, | give him o series of floating
orbs which he kteps on his belt. [imoagine them te be mini globes, 3D halographic
maps which he uses on his odventures - one for each new world he travels to

| balance out the various elements to find the final level of detoil: enough to

maintain visual interest, and not se much as to be overwhelming and confuse

the design. | wont most of the detailing to be in the heod, such os the spikes and
bumpy scales, so the eye is drown there ond nowhere else ot first.

l."'
: sauu.;\
ﬁ.
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ALIEN EXPLORER

POSING

| want my character to show the energy
and enthusiasm of on explorer. It's o role
that con't be possive, but alwoys engoged
in action and curiosity. | sketch out o ronge
of options, all showing the chorocter’s
inguisitiveness. It is not just the action thot
is important - how a particular character
executes an oction is what gives them
personality.

What is my character running from? Did his 6

curiosity get the better of him? | wont his e
amms to partially mimic these of o gibbon,

edding a comical agility to this pose.

As o child | remember being foscinated
by lifting up rocks ond seeing what was
under them. | imagine my choracter daing
the some as he explores other worlds.
This pose is a strong one for showing his
inquisitive nature, as well os showing off

the agile, frog-like nature of his imbs

| return to the original thumbaoil pose and create a variation -
sometimes you strike on o good pose ot the eorly stoges in the
process. This pose is very cleos, showing on unobstructed view of
his proportions and costurme, while also selling his cheerful, cunous

personality throwgh his enthusiostic foce ond eagerly raised arm
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CHARACTER PROJECTS

I want the head to cantrast with
UALUES & CO LOR the choracter’s body, os the
viewer's eye needs o be drown
| want a strong value structure in the design
to lead the viewer towards the focal point; in
a character design, this is usually the face. |
also want the colors ond tonal poatterns to
suggest "alien” or ot the very least "non-
humaon” The amphibion references will be
useful here,

these. | choose miy tonal range and
distribution with that in mind: maost
of the contrast is around the head,
with points of tone [the scales)
brecking wp the forms and giving

the eye cleor podnts to wander gver

With wolues roughly decided, | explore
some color options, some safe, some a
bit different. | wont to explore o range of
options and not just settle for the first color
that comes inte my head!

When odding the volues, | reclize that the
two stripes on his chest olmost read os
“backpack straps,” which | think is o fun nod
to human explorers. | decide to keep this
detail as it enhances the character.

| start with o split-complementary color polette of pink, ogua, ond
arange Thig RormonEes visie Ig whille glso |_'-;J|'|1|'I.|'|=I'|g giibthe s T
bt the blue colar could be too safe for the charocter = too expected far

an amphibian - ond reptile-inspired alien

A hormoniows calor scheme is difficult to get wrong but it con look bland. | da want
the character to be harmonious ond non-threatening, but this blee ond green palette

does not émphasize his alien nature or suggest his odventurous streok

I eventually choose o tikodic caled schamie, using pink, gieen, and blug hues. This odds
variety ond visual tension by using colors that hormonize but are dissimilar enowgh
10 b rr-ul!g 51_ri33;||1|"'., I‘I'I-ﬂl-cll'll._] the Ijﬁil.]rl |:j|=|:"||:.m~r | just e to De wony of L}{_l!-;1r1|_|r||:_i|

these colors and their soturation, so thelr brightness doesn’t offend the eye!
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FINAL DESIGN

This finol design fulfills my oim of creoting
an olien explorer. The character definitely
comes acrass as alien, as his outlandish
colors physical
features do not resemble any existing Eorth
creature. Different elements of the design
communicate his role as on explorer. By
starting with o varied pool of reference, but
keeping an overall theme in mind, coming

and combination of

up with something | might not have drawn
straight from my imaginotion was much
easier. The different combined elements
of omphibions, crustoceans, and lizards
were not so different thot they couldn’t
synthesize well. The slight sheen on his
skin is reminiscent of amphibion creatures

while the two-tone color transitions

hark back to the beetle | looked at in the

ALIEM EXPLORER

research stoge. The light-heorted visual
style, punchy colers, and excitable pose
all capture this character's curious and
enthusiastic personality, while the details of
his protective suit and holographic godgets
help to convey his adventurous role in o fun,
colorful sci-fi setting.

Finol artwark © Kenneth Anderson
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YOUNG ALIEN

CHANGES

| decide to keep the overall shapes of the @ change in age and development. A bigger  original gibbon influence, as it would fit the
new character very similar to the original, head, bigger eyes, and softer skin will all  idea of the young version of the character
while playing with proportions to emphaosize  help to sell this. | also want to push the being a bit more awkwaord,

Children ond boby onimals generally howe

larger head-to-body rotios thon odults. | will

odiust these proportions to convey the younger
age of this version of the character,

The spikes on the choracter's heod should be less
rendering the finol design, suggesting thot the ( sharp, In keeping with the musch rounder shopes of

| intend to experiment with tronsiucency when >
character's body is vulneroble ond less developed.

this versian in genefal. The design should not feel
spiky and threotening ot oll

N

I consider removing the costume oltogether

Peshaps the suit thot the main charocter wears
s anly wom when wvisiting other worlds, ond is
unnecessary ot this stoge in its growlh?




CHARACTER PROJECTS

THUMBNAILS

Drowing influence from the new reference
material, | sketch a range of thumbnails
thot are somewhot stunted, more rounded,
and more childlike versions of the main
choracter. Some of the thumbnails stray o
bit too much from the defined body shape;
| need to find o balonce between looking
different ond at the same time being
recognizably the same character. The top-
left and bottom-middle thumbnails are
definitely on the right track

BASIC SHAPES

| combine elements of the top-left ond
in order to
create a character that looks less physicolly

bottom-middle thumbnails
developed while still having some distinct
features of the original design, such as the
horns, somewhat reptilion head shope, and

0(2::\

The new charocter has VeTy 5 rmilar basic shapes 1o the
ariginol one, but they ame now more rounded, stunted,
and less horsh, Rounded shopes like ovals are definitely
the new darmanant theme ||¢'|:_|:|'||;_i to sell the idea of o

younger, solter charact e

an

lorge eyes. The overoll forms lean maore
towards the amphibion inspirations than the
tougher, scaly creatures thot | researched for
the adult version. These will help to give the
boby olien a soft, endearing look.

G\\/

| develop the forms further, moking sure that the shapes
work well tegether and read os childlike. The head s
boige in relation to the !'.l-.'.-l,‘l-._J_ conveymg the choraoter's

young age

AN

In sithowette, the chomocter .'I-}-:ul-._; reads 0% round ond
salt, with only the bock of his head hinting at his future
woiky naturé, Feotunes such os his .".'-_\{_| like limbs and
threp "ll‘l:’_gl_'ll_*-rl hands are astinctly Ir_'-:1|t|I-' ond elole

back to the arlginal design



YOUMNG ALIEN

DETAILS

With fewer spikes ond no costume, | need thot, while olso hinting ot how his skin
to think of other details to bring life to this  might evolve with time by odding some
character, Vulnerability is the idea | keep  foint bumps ond scale patterns to his face,
coming back to; | need the details to reflect  shoulders, and arms.

Here | ploy with seeing the bones in the
legs, and the organs in his belly, much like
the gloss frogs from mw earlier research,

| meed to be careful thot | dont go

overboard with the tronsparency - | wont

it to be clear, but subtle enough that it's
et thie migin feature of the design.

EXPRESSIONS & POSING

| play around with poses thot are childlike  hinting at his odventurous nature, and G
while also having similar traits to the adult  maoybe to show the viewer where his love for
character. | want him to still be curious, exploration began.

| return to the rock-lifting idea, os | want to
compare how he does it os o child with how he
does it o5 on adult. Coupled with a similary
captivoted focial expression, it is still o very strong
ond charming pose for showing his curiows noture,

Here the choracter is discovering the glowing orb maps for the
first time, ond his interest in exploration is bom. The joyful smile
ond clear interaction of this pose ore great far conveying o sense
of inguisitive, childlike wonder, so | will uge i1 far the final imoge.

Bl




CHARACTER PROJECTS

VALUE & COLOR

As with the odult version, | use values to
lead the viewer's eye to the chorocter's
face, as | want thot area to have the highest
point of controst ond the most visual and
tonal interest. However, as the chorocter is
no lenger in costume, the averall tone and
color choices must be different to reflect his
youthful and translucent skin. | will keep
pink as the main skin color, tying this design
together with the odult olien, ond create
new palettes by intreducing other colars
throughout the charocter’s limbs and visible
internal organs.

I make sure to keep the hsghest
points of contrast towards  the
heod. Lower in the body, the tones
lighten - | imagine his lower body Lo
be moe tronslucent thon the top,

keeping the character’s foce clear

| start experimenting with o split complementory color
scheme of agua, pink, and yellow, This works well to show
how the choracter's see-through body refiects and refrocts
mony different colors, ond keeps the original design's

vibrant sense of fun. |will use this polette for the final design

#An onalogous color scheme centered aroumnd vialet and

This

purpse maght work well, as it sweggests whot the original gnalogous  cole  scheme

alien’s pink body maght look with no costume pushes more towards purple. | om
less keen on this, as it's oo different

fram the odult version

a2



FINAL DESIGN

This version succeeds in showing a younger,
less physically developed version of the
original moin design. The softer forms,
translucent skin, ond lock of o costume
suggest o child or boby. However, enough
common elements remain to tie this in
with the original design: we con see the
some hands and general body shape, the
similar face, and the hints of the spikes
that will develop os he ages. The glowing
spheres create o narrative between the two
versions and maintain the sci-f1 ospect of
the charocter.

Final artwork & Kenneth Anderson

YOUNG ALIEN
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CHARACTER PROJECTS

VARIATION 2:

DISGUISED VISITOR

IDEAS & RESEARCH

Far this version of the character, | want to
remove the choracter from o futuristic alien
setting ond place him on Earth, where he is
trying to pass os o human, | need to explore
ideas which fit this brief, while finding o
unigue way of approaching the narrative. |
imagine | am the character - moybe | would
find o garboge bog full of mismaotched,
unwanted clothes? Moybe | would disguise
muyself os a dinosaur mascot to hide my
foce? | consider whot kinds of clothes would
look ridiculous on the character, os | om
now aiming for humor and want the design

to read as a comedic rather than overly
futuristic one.

Lorge glasses would add o comicol
look, ond could be combined with
other elements (o distroct from his

obwiows non-humaon nature,

a4

| sketch eut o random collection of clothes
A lorge wedding hot would obscure the
charecter's foce, os would a scarf, and a >
clossic trench coat. A combinotion of all three

wauld be on the right track, humor-wise

Moybe the charocter could hold a fun

umbrella to hide his foce? The prnted

umbrello foce odds a bit of comedy.

A4

The charocter could be dressed in o
typscol tourist style. wearing sunglosses
ond taking photos, though | am mot
sure this would be the best solution for o

character trying to disguise mmself

Being Scottish, | thought it might be
fun bo throw o kilt in there! Looking
at the character's onotomy, | think
that o kilt, or even o skirt or dress,
might be o proctical woy to hide

thase amphibian Ifgs

\il

A& dinosowr costume would be fun ond offer
mny possible scenarios, Hos he ended up ot
o Costume p-l‘.erI._|"‘I Maybe it's o sports mascol,
or someane handing out flyers for o dinosour-

themed restaurant? Either way, | like this ideq,

and It's o mose unexpected angle,




DISGUISED VISITOR

CHANGES

This character modificotion is all about the  con be justified in o sort of mini-story  onotorny - but how he ocquired it in the first
costume. | need to think of ways in which  scenario. | need to think not only about why  place. The single biggest change will be the
the character might disguise his features, he might wear something - for example, to  loss of his futuristic suit, which will be hidden
in o monner which fits his personality ond  hide o particulorly obvious part of his olien  under his new disguise.

may have to “cheot” the design somewhot

How would he hide those head spikes? | )
to make it work with any itermns of headwear.

The olien's foce is his biggest giveoway. |
want to find a clever way of obscuring it or
hiding it *in plain sight." He alse has a large
head, o it will need to be o good solution!

His frog-fike honds are his second
biggest problem. Gloves would be
the obvious chioice to disguise these.

His body shope and bock are slightly
owkward. Depending on how believable |
went his makeshift costume to be, | moy

try ta obscure his shape.

ES




CHARACTER PROJECTS

THUMBNAILS

| explore most of the ideas | hod at the
research stoge, tronsloting them into
the character's design. The mismatched
costume ideas are fun, but | decide the most
successful ones ore the dincsour costume
and the umbrello disguise, as they seem the
mast unigue and humorous. | also think the
character is a clever creature - he knows he
would easily be spotted in just a scarf and a
hot. | choose to pursue the dinosaur idea as
it has o clearer sense of setting, and there
is an innate humaor in o reptlliun,r"umphimun
character hiding inside o dinosour suit.

BASIC SHAPES

The dingsaur suitl odds o whole new
element to the character that needs o shape
longuoge of its own. In this case, | will moke
the costume more square and angular,
giving the sense of a large suit that fits a
litthe clumsily over the alien's more rounded

e

The bosic shopes for this version ore similor to the
ongenal design, but moe Square; | wonl Lo suggest thel
the cosburmd 15 hiding his formes, so he s not os rounded

O Organic
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body. Emphaosizing this boxiness odds to
the awkward feel of his disguise. The line
of stumpy spikes on the dinosaur's back
is o fun detail that creates something in
common with the alien's own reptilian horns,
though his horns are hidden from view herg

| think obout haw to Gt the character's body inside whot
is essenticlly o big sock. Giving him o sgnpost to hold
cdds a stroight, structured element that controsts with
the baggy suit. It odds visual balonce ond an extro

norrative edement

A

The silhouette reods os some kind of crocodile ar

dincsaur, effectively disguising the character’'s body
shope, 115 stonce even looks o bt owkwand, which | thaink
is good, as it fits the norrotive of the charocter tnying

comically to hide himiself



DETAILS

| want this costume to be believable as a
hurnon prop, so | add little details to suggest
what it is made of, such as stitches, fluff,
and folds in the fabric. | make sure that the
costume is detailed enough to look like what
it is meant to be, while not distracting too
much from the character's face (though | do
not want his head to be too obvious either,
as he is meant to be in disguise).

The chaoracter is halding a pole with an

armow  pointing to o dinosour-themed

attraction - perhaps o donut stand. This

gives the design a sense of ploce, as if he >

i5 in o busy towrist oreo on Earth, He is olso

holding his mop upside down, unused to
this primitive level of technalagy!

EXPRESSIONS & POSING

To create poses, | imaogine the character in
possible scenaorios. He would be conscious of
the foct he is ane mistake away from being
discovered, so | want his body language to
be sly and alert to reflect that. | also want
the chaorocter to still seem like himself
underneath it all - he should not be too
hurnan in his posing, even though he is
trying to be.

| imagine, when no-one |s locking,
thot he drops everything to study
his mop. Perhops he is lost and
trykng to find his woy bock to his ship

without being cowght. This is a very )
expressive and alien pose, aos well
as being endearingly curious, but it
obscures the bold silhouette of the

dinosour sult.

DISGUISED VISITOR

The costume's shobby stitching provides on

element of tension and potential for o comedic

mishap. Maybe, just moybe, those stitches will
come undone, revealing our alien explarer?

This pose shows the charocter looking
clever and alert. This fits the idea of a
seosoned exploser while also creating
o humorous contrast with his obsurd
< cholce of disguise. The mop tucked
under his arm still suggests that e is
trying te stealthily find his waoy around,
I will use this pose for my final design.

B7




CHARACTER PROJECTS

VALUE & COLOR

My concern here is to make sure that the
character's head still reads clearly within
the costume. It will be quite easy for the
head to become lost, which is good for an
alien in disguise, but bad for a viewer of the
character in action. This oll comes down to
contrast: | want the head to contrast with
the surrounding costume, in both value and
color, so it is readable. | wont the costume
color ta be in hormony with my chorocter's
pink skin, while also stonding apart from it,
so that the design does not lock flot

| try an onalegous scheme that matches
the pink skin with purple hues, This would
micke the most sense in the recl world, in
oeder to be an effective disguise, but In
terms of chorocter design it mokes the

character's foce almaost unreadable

Ba

s

This raugh value structure keeps the head
highter thon the costume so it stonds out
With the exception of the costume's spines,
the overall tone of the dinosaur suil s guite

low in range, 5o as not to be too distracting

| pley oround with o split-complementory
scheme wsing pink ond two shodes of
green, The relotively muted colors of the
( costume moke this o strong ond legible
palette, os the greens are sufficiently

different from pank 50 08 not to overwhelm

the character’s bright skin

This is o wonation of the green polette

aobowve, but shifts towards blue-green

and o more soturated red. While it works

in terms of color theory, | feel it is too

vibsant for o dinosour mascot costume,

os well os for a disguise



FINAL DESIGN

This design successfully removes all the
obvious sci-fi elements from the character,
while creating a humorous fish-out-of-water
narrative that is still true to the character’s
existing role and personality, The dinosaur

Final artwork @ Kenneth Anderson

costume hos enobled me to keep his
underlying basic shape, while breaking his
silhouette with drooping fabric and a long
tail. If this design was used with the original
as part of o story, this would still read os the

DISGUISED VISITOR

same character, which is important in terms
of an audience viewing and understanding

what is happening.
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CHARACTER PROJECTS

VARIATION 3:

QUADRUPED ALIEN

IDEAS & RESEARCH

For the final version of this character, | want
to re-design the olien os o gquodrupedaol
animal. This could be onother part of his
natural life cycle - an oged version that is
more spiky ond scaly than ever. The more
wild noture of this creature leaves less
ambiguity about how dangerous he might
be. With this in mind, | return to lizards and
crustaceans in my research, but also look for
some more unusual ammals for reference.

N\

| retwrn to researching crustoceans = this time
migre crusty and spky thon belore. | bke the
textuse of this unnomed species, as it looks like

t hios been around for o long time

80

D

Gonlbas move almost an oll fours with
their strong shoulders and ams, | like
the idea of miy characler walking an all
fiours due to the weight of his grms ond

scoles pull ng him fareard

The pangolin hos Irlf.r-nnt-ng sioles which maoke you
wonder how it's even gble to move. It may prove o

wseful refererce for a more heavily scaled chanacter

The sguot, heavy stonce of o bulldog
< wiould be interesting f combined with the

omphatsian limbs of the olien creglure

In loseprng with the |_;l|r_||n-:1| pnmiate nfluence,
I reburn te studying the posture ond goit of
chimps. This could be a wuseful influence for a

lanky chorocter thot mowves on all fowrs

vV

I contimwe to research lizords for
this version, os | do not wont
to I-.1r|._;.‘.,-|_ my onginal Source
miaitenal. YWhile | hove moved o
foir woy owoy from frogs ond
fish, | nead the reptile influence to
hald everything together through

the character's different oges



QUADRUPED ALIEN

CHANGES

My concern here is to convey the design asthe  character's spines, frog-like arms, and overall
same character, while ot the some time being  body shape will be key to ensuring that he
totally different in posture and movement.  reads os the some creature - just with more
Keeping some common features will help: the  spikes, scales, ond o bod attitude.

The bock of the original design is
rounded and smaooth, so | wonl to breaok

this up by odding spines or anather
featue that indicates dangar.

| wont the head te remain largely the

same, but it will need to look more rugged

< and hord-edged. | moy need (o reduce the

sipe of the eyes to moke them less comical

| want the charocter's skin ond colors to
change o bit, odding more scales ond
texture. He should seem older and more

‘1! reptilion than his previows versions,

The ok legs will need to change to accammodote

( o guadruped posture. | must consider how they
will mowe and bend in this position,

=1




CHARACTER PROJECTS

THUMBNAILS

In my thumbnails, | cim for o shope that is
dominoted by strong shoulders or arms, or
at least gives a sense of menoce. | wont to
maintain some of the frog-like feel in the
anatomy and posture, while also drawing
influence from primates and bulldogs. |
decide on the first thumbnail, os it hos the
potentiol to take forword while still looking
like my original character. It is both spiky
and frog-like, and looks cunning and agile

BASIC SHAPES

This is wild and dangerous
compared to the orginol alien, so his

creature

underlying shapes must change accordingly
to reflect this. Though he will still have the
curved bock and amphibion limbs thot are
commaon ocross oll the previous designs,

The design now enlirely consists of tnangles. Some of

the smaller shopes in the honds will be rounded, but

they will be dominoted by lamge and small triangles

winich suggest danger and antogonism

the immediote visual impression of this
alien should be of o creature that is tough
and unfriendly. Topping into sharper, more
angular shapes will be key to cregting this
sense of hostility.

| kry to find balance in the choracter's
o lot of tnongles present in the design, so | break them
up inlo varging sizes for visuol interest, ond controst

them with the ourves of the character's Back and arms

shapes. There are

N\

My new chorocter's silhowetie still reods as somewhat

amphibion, but suggests thot the previows design’s soft

body and friendly nature is no more



DETAILS

Mow | need to strike o bolonce between
adding spikes ond scoles, ond not going
overboard, Too much detail will just confuse
the design, especiolly for an organic,
onimalistic creature like this one. | want
most of the detail to be in the foce so the
viewer's eye is focused there, but | need to
be mindful of keeping the underlying design
readable and reminiscent of the original
character's face.

| odd extra spines to the chin, legs, arms,
ond back. They maostly flow in the same
direction to give the choracter o sense
of dynamism. You will notice | olse add
reptilian pupils and nomow the eyes to
reflect the predatony noture of this design.

EXPRESSIONS & POSING

| need to decide what attitude | wont the
character to hove; | om leaning towards a
hunter or predaotor. | ploy oround with large
gorilla-like actions, but clso the posture of
a frog. It is trickier to pose this character as
there is o lot of detail and the onatomy is
more complex than previous versions; | find
myself adjusting some minor details in order
to pose the character more effectively.

QUADRUPED ALIEN

Working out the bock legs % more
camplex, 0% they hove to change from
the original design in arder to work for
the choracter’s new pasturne. They now
lock strong, agile, ond hove olsa grown

sharp toes for extia menoce.

When 1| sketch the choracter
pourkcing, | realize that the spikes
on his hind beg joints ore no langer
procticol, so they hove been
removed hee, The posing stoge
will often bring to kght small
isswes like this that need revising,

This pose shows the choracter crouched and ready to

pounce, | want to keep the dynomism of my eriginal

chaiacter in hede, clearly showing the amphibion
inzpiration thot ties the different versions together.
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CHARACTER PROJECTS

VALUE & COLOR

| want the overall tonal pattern to be guite
similar to my original design, with similar
high contrast towards the head, created by
the bright eyes and dark horns. However,
| want to push the pattern of values ond
tones further, moking them more voried
and broken up to fit a more wild, notural
creature, | also want the colors to recall the
previous versions” colorful palettes.

94

The tones in this design are
overall o lot dovker, fitling the
;- noture of this new chorocter. |

< make the spikes darker to reolly
attroct the eye and point out how

R sharp they are.

This onologows pink ond purple color scheme
wiartks well to recall the original olien design,
it s olmost manochromatic, wsing different
soturations and brightness of the main pinkish

hue. However, it is o very bright color for a

slealthy, predatony creoture,

This anologous color scheme is focused on yellow and orange,
leaning towards red. This suggests “danger” with every element,
while recalling the varied cobors of the origingl design. The earthy
codors alse create o more primal, camoufloged feel that suits a

cunning predator. | will wse this os a basis for my final design.

This triadic color scheme nods to the pinks of the orginol dessgn,
with the muted hues odding some visual tension. | hove pushed
soime calors almost towards groy to moke the character's bock

stand out, but this polette loses the vibrancy of the original



FINAL DESIGN

The final design combines a new dominant
shope theme - the pointy triangle - with
an oltered color scheme to convey o sense
of donger and to contrast with the ocriginal

design. | have kept a lot of elements similar
(such as the face, horns, and amphibian
limbs), so this version still reads as the some
character, just older or mutated in some

QUADRUPED ALIEN

way. The posing is at its most dynamic
and menacing to convey that he now has a
completely different naoture, no longer with
any ambiguity to his design.

Final artwork @ Kenneth Anderson

95










TEACHER

LLL]

BY STEPHANIE RIZO GARCIA

Im this chapter, illustrator Stephonie Rizo
Garcio designs o grumpy middle-oged
schoolteacher who is stressed out by the
demands of his job.

- SCHOOLBOY
« VICTORIAN SCHOOLMASTER
- ACADEMIC BAT

Stephonie’s style focuses on controsting
shapes, expressive faces, and exaggerated
poses that give her designs a sense of fun
and energy.

Pay close attention to using voried shapes
to convey your chaorocters personality,
and don’t be ofraid to heavily amplify their
proportions ond poses to creote a more
memarable design.



TEACHER

THE IDEA

In this project | will be designing o modern-day male schoolteacher. | stort by osking myself who
this character is, and developing a little backstory. Is he young, old, or middle-aged? Is he cheerful
or grumpy, and why? Answering these questions will help me to decide whot type of clothing,
accessories, and shopes | might use in my design. Inspired by some of my own past teachers, |
decide that | wont the character o be slightly older, quite grumpy and strict, yet with a humble side.
| like the ideo of him wearing potterned shirts ond sneokers to feel young ond attempt to fit in with
his modern times, but that he also feels upset and bitter for not having ochieved the career he might
have wonted when he was young,

Concept: A modern-day male schoolteacher

ROUND BELLY

SLIGHTLY NOT VERY

BALDING \ " FASHIONABLE
MIDDLE-AGED

TEACHER

PAPERWORK
AND BOOKS COMFORTABLE
\ / SHOES

BUSY JOB CLOTHING
\ LARGE GLASSES
OZUS':.?:A:IEEL / FOR READING
STRESSED
AMD SCRUEEY COLLARED SHIRT

AND TROUSERS
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THUMBNAILS

As | start to creote thumbnoils for the
character, | continue to ask myself who he is
ond what his backstory might be. | explare
very different body shopes, inspired by
the classroom objects | thought of in my
research: toll and thin like rulers, short and
round like apples, squat and rectangular like
books, or a mix of these, | explore different

shirts, haoircuts, aond accessories [such os
a satchel and books) to see if they help to
communicate his role and personality.

| like the first thumbnail because the overoll
shope is clear, and his stocky form gives him
a lot of personality. The seventh thumbnail
has strong shape baolance, with long skinny

TEACHER

legs holding all the weight of his body to
create on appealingly contrasting look,
| also like the tenth thumbnail, which is
similar to the first but hos o more oval body
and long arms in comparison to his height,
| will combine elements of these three
thumbnails to create o concept | am happy
to proceed with,
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CHARACTER PROJECTS

BASIC SHAPES

Choosing more than one strong thumbnail
allows me to combine multiple good ideas
to create one ideal design. In the cose of the
first, seventh, and tenth thumbnails that |
chose on the previous poge, their strengths
ore in their multiple contrasting elements.
The combinations of stocky or round
bodies with long, thin legs, or round heads
with pointed hair, make those thumbnails
compelling to look at.

After mixing these different elements
together, my resulting design hos o
compact, oval torso with long, thin legs and
a rounded head with hoir that is olmost
triangular. These contrasts will guide the
viewer around the design and ensure that
their eye remains interested.

o2

Itentatively odd some further costurming over
mu bosic shopas, ensuring thot it follows the
underlying forms of the chorocter's round
torso ond skinny legs. His pointy hoir creotes
a mare shorp, tnangle-shaped element in the
design, odding o counterpoint to the round
shape of the head and drawing the viewer's
eipe there. A roundish satchel with long straps
could be on accessory that echoes the shope
of his body; mepeating shapes con unify
and strengthen o design. Whether | use this
occessony or not will depend on the pose and
scenonio chasen for the final image.

The combination of different shopes
(stroight and round, short ond long)
will immediately give eye-catehing
oppeal to the design. The extreme
controst between the shopes of his
heod and legs wall reake him coeme
ocross os guite comicol, whether he
intends it or not.

As | loosely build up the design, bosed on the
costumes from my fovorite thumbnoils, | moke sure
I deo nat lose the contrast ond balonce of the basic
shapes. | like the thumbnaits with hair thot sticks up
and out to the sides, creating o somewhat scruffy and
unfoshicnoble ook, o | stort to incorporate this here.

The heovily stylized shopes of the
chorocter's body  still mead  clearly
in silovette. The close fit of his
clothes gives the sense of him being
slightly uptight. The sharp, pointy
edges crected by his hair, shart sleeves,
ond bent limbs moke him oppeor
less friendly.



DETAILS

MNow | can stort to odd the extra objects that
help to define the choracter. \We know that
he is o grumpy teocher who is alwoys busy
grading papers and bossing kids around in
his class. Drawing him with textbooks and

The coffer mug ond popers to be groded help to
comvey the stress of his job. His receding hairdine helps
to convey his oge, though perhops he is also losing his

higir due to grading papers all doy!

In this final drowing, the detoils of his outfit and gocessories ane
ali clorified, though | moy chonge the specific pattern on his shirt
wien colofing the fingl imoge. His ghosses, pens, coffes mug,
papers, and cell phone clearly convey that he is an acodemic
character whose job imvalves o lot of difficult multi-tosking.

<

paper in one hond and o mug of coffee in
the other helps to convey how busy ond
stressed he is. | odd some wrinkles to his
foce to indicate his age, but | am careful
not to add too many, because | also add

TEACHER

mare detail to his hair and don't want the
two elements to look too busy. | try to create
similar controst with his clothes, balancing
out his striped shirt with plain jeans and
very simple shoes.

The large spectacles make the choracter look studious, suggesting

>

that he has o rode thot invalves constontly writing or toking notes.
The wrinkles on his foreheod moke him ook middle-oged, and
olso suggest thot he is often upset or angry.
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POSING

TEACHER

| always aim to tell a story when creating  setting, including some props to bring the  skinny limbs are o key part of his visual
poses, even if there is no background scene.  scenes to life. | make sure to use his whole  impoct, so | try to find poses thot use his
As this choracter is a teacher, | sketch out  body to convey his personality and help  long arms and legs in the most expressive
poses and situations thot fit o clossroom  each pose to read clearly. The character's  ways possible.

This pose shows the strict side of the charocter, os he
igmiores the poor child needing to toke o bathroom break
| like this pose becouse it chearly shows how obesorbed
he is with his subject, and his lock of patience for his
students, but it is perhops o little too unsympathetic.

N

When presenting o character in o pose it can be
helpful to odd o supporting character to further
demonstrate the Importont ospects of their
personolity, This pose shows the charocter lsaning
ower in o comical maonner while frowning and
gesturing grumpily of o student. The trongulo:
negative space around his limbs reflects his iritoble
mood, | will use this option for the final pose

The chaorocter's focused posture shows
his fascination for his subject. He is really
getting into the groove of teaching, even
though his class might think it is the most
boring subject ever! This is o fun pose
with o clear clossroom context, though
you don’t sense much of the charocter's
grumpiness, | would like to use ospects of
this averall gesture, such as its dynamic,
triangulor nature, as a basis for my
final posa, but chonge the context to
samething mare |mitable.

This pose shows more of his dry, boring side, with him sitting down olmost
< ot the students’ level to poatronizingly correct evenything they haove been
doing wrong, The shape of the pose s strong but it does not give the maost

= . exciting ond octive impression of the characters personality.
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CHARACTER PROJECTS

VALUES & COLOR

I use groyscole volues lo see
When playing around with values and colors,
| bear in mind the charocter's personality
and the time he lives in or grew up in. He is
middle-aged, fairly humble and ordinary to
look at, and is considered somewhat boring
by others. To express this, | pick colors
for his clothes that are not too vibrant or
adventurous. Colors can be challenging, so

which are the most importont
focol points of the design, |
want to keep his skin tones
and the whites of his eyes
lighter compared to his shirt,
pants, ond shoes, which |
mmaging being muted ond
earthy colors, so the overall
| like to pick one or two colors and create tone ks not too dork.
different volues within those hues, giving
me a narrower starting point from which to
create a color scheme.

This color palette matches biown tousers with a blue shint: o
codor poiring that s simple, classic, and L}Idlﬂnlg in a way that
fits the choaracter, | ke how the stripes of the shirt odd some

hrightness to the design, but they ore olso slightly distracting

| move an fram blue to onother earthy color combinotion, this
tirne with o green shint, dork |eans, ond hints of groy for the

shoes, However, this overall palette feels o little too dork

This yellow ond brown color palette works the best for me. It is still eorthy, but
marne desert-inspired, which suits his dry persenality. The brown trousers and
|,:-|,11[:-r|1|-1.i LT convey both the plein Lmr-n-:; side of his charocter ond the side
thot tries to be young ond hip. Yellow is often o hoppy. optimistic colos, which

creates even more of o fun contrast with his bad temper.
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FINAL DESIGN

This  final clearly shows the
character’s personality and role, while also
telling a story about something that might
occur in his everyday life, His long legs give
him the sense of impressive height, though
he clearly fails to exert any authority in

design

this scene! His large glosses and pocket full
of pens are more subtle indicators of his
academic role, The detaoil and texture in his
hair gives it a frizzy look that makes him
look even more bristly and irritable. | have
mode sure to leave his trousers and shoes

TEACHER

ploiner ond less detailed than his shirt, to
avoid distracting from the overall design.
The bunching up of his brow ond nose
emphaosizes his grumpy demeanor,

Final artwork © Stephanie Rizo Garcia
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CHANGES

Many elements of the previous design will
need to chonge to emphaosize this new
character's much younger age and different
ottitude, but | must also retain some detalls

SCHOOLBOY

that will keep this design true to the original,  occessories will have to change, but | must
clearly showing that he is the some person.  also think about ways in which | con "age
With the research and sketches | have done, down” the charocter's figure and give him
| know thot his hoirstyle, clothing, and  younger proportions.

| want to chonge the chorocter's howstyle, givlng him longer

hair thot will help to express his rebeflious younger persanality,
creating contrast with the originel design,

Moking the chorocter's nose ond eors
larger will help to show how much
younger he is, though | will keep them

the some genenal shape. | could also
odd o missing tocth to show thot he > '
N

is still growing wp. This version of the
charocter will also not hove glosses,
os if he dossn't need them until he is
rmuch alder

Because this version of the charocter
i s0 much younger, his owerall
proportions will have to change. He
< will hove a much larger head ond
maore slender body, though his long,
skinny limbs could be similar across
both versions

N

The characters clothing style will be gquite

different, showing how he is growing up in a

different era. Giving him an oversized shirt ond

boose shorts would help to emphasize his youth

and carefree ottitude, compared to when he is

older and his clothes ore muted ond bight to fit
his uptight personality
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CHARACTER PROJECTS

THUMBNAILS

Giving the charocter o bigger heod ond ears
will help to indicate his younger age, while
his large nose will be a common feature
between the young and odult versions.
| ploy oround with different hairstyles,
referencing the research | carried out into
retro fashions, | aolso sketch various styles
of clothing, exploring their different shaopes
and potential poses, trying to copture a
scruffy look with oversized gorments ond
o rebellious ottitude. | decide that the
third thumbnail captures the right sense
of rebelliousness while also maintaining o
resemblance to the adult version.

BASIC SHAPES

Though this version of the character hos
very different proportions frem the original,
his underlying shope loanguoge is gquite
similar. His heod is round, creoting controst

—

The charecter's heod will now be the biggest shope

compared to his overall body, as children always hove

propertionally larger heads. His skinny legs are comied

over from the odult version, though he is clearly much
shorter in height now,

no

with his thin body and limbs, ond though his
hairstyle haos changed, the pointed ends of
his hair will help to make his face the focal
point of the design in the some woy as

| lightly sketch over the shopes to define more of his

design and start to odd some accessonies thol he

might have for the final design, such os o bockpock

and pens, These will help to indicote his plote in o
school setting.

before. The body and legs create o triongle
that peints to his face while the extro large
ears protruding from the core shope are
comical and endearing.

A

When the character is viewed in silhoustte, his eors and

hoir create o distinct negative spoce shope around his

head. This mokes the design mare cleor ond oppealing
to the viewer's eyes.



DETAILS

| hove mode sure to include some key
details from the odult version, such as his
large nose, sneakers, and long hair. Though
his hair has a similar texture to his adult self,
and will have a similar color, in this version it
covers his foce and eyes more, This makes
him look more scruffy, and contrasts with
the big farehead and receding hairline of the
original character.

The choracter’s long shirt, boggy shorts,
and scrunched-up socks fit his overall

scruffy, corefree ook, ond

emphasize his oge ond smaller statue

EXPRESSIONS & POSING

| know that this character is carefree and a
troublernaker, so | want his poses to explare
ideas of how he behaves in closs, and how
he acts when he is caught doing something
wrong ot school. | don’t just think obout

Thiis is o stromg pose for conveying the character’s personality. Tipping his chaie
back on two legs, resting his feet on the desk, and blowing o spitboll across the
room all indicate thot he is an unrly student who doesn't care about the doss.

help  to

the chaoracter's gesture and mood, but also
think about how | can tell an interesting
story or create an intriguing scenario with
each pose. As | did with the schoolteacher,
adding small props con help with this,

Adding his jacket on the floor shows that he's scruffy ond disorganized. | will use

this pose for my finol design,

SCHOOLBOY

A skoteboord is a great accessaory Tor this character,
making him feel mare confident and cool, and fitting
with his youthful retro style, It moy not be used for his

firal pose, but it is o detoil worth considering.

| like this pose because it shows him clearly
as a wily troublemoker, hoving stolen
some caokies from the teachers” lounge.
This gesture shows his personality well,
but the sense of setting I8 nol specific
enough; | would prefer to suggest thot he

s in o clossroom environment

m




CHARACTER PROJECTS

| want to change the color scheme fram the
adult version, except for his skin and haoir
caolor, which should be similor to indicate
thot this is the some person. | use some
bright colors inspired by my research into
retro fashions, and make them slightly
mismotched to show thot this character is
quite on untidy ond careless dresser. These
brighter pops of color are balanced out by
the more neutral colors elsewhere in each
polette, such as the colors of his shorts, skin,
and hair.

n2

The strongest controst s oround the charocter's head and
face, drowing the viewer's attention to his expression; the dark

tome of his shorts will Bolance auf the brghiter tomes af his ghirt

ond socks

This coler scheme bolonces both bright ond neutrol colors, which | thank mokes

it strong and eye-catching Thee codors of his shirt ond socks pop out the most,

. W, odding o lot of fun te the design, while his jocket, shorts, and hair are more

dark and neultrol for balonce. | will use this palette for my finol design.

| try o palette with !if_||‘|1'|}| hair, os it's not uncommaon o people to
have faiter hair when they are younger, However, this seems. slightly
too far rermoved from the odult design, and might confuse the viewer
unnecessarily. IL is importont to repeot key informetion ooross designs

if the oudience is to understond the connection,

This calor palette doesn't have the same fun, mismotchad look, but the muted

4 colors make him look more moody and sullen, like o grumpy teenager. The
.

- colars and pattern on his shirt are visuolly pleasing, but this scheme perhops

1]

151t bright and yowng enough to enhance his mischievous attitude,



FINAL DESIGN

This final version of the charocter works
well because we still get o sense of the
older charocter's physicol feotures, despite
the drostic changes in proportion and
clothing. His long brown hair, large nose,

and clossroom  environment camry  over

from the previous design, but his clothing,

posture, and color scheme indicote o

younger, more loid-bock personality. The
extreme horizontal brow is reminiscent of
the grumpy foce in the original design. The
sharp bend of his gesture, which almost

SCHOOLBOY

creates on L-shape or triangle, reflects his
rebellious, challenging personality and loid-
back ottitude. This shape is also very similar
to that of the original design.

Final artwork © Stephanie Rizo Garcia
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VARIATION 2:




CHANGES

VICTORIAN SCHOOLMASTER

| wont the chorocter to show the some  and costume based on the research | hove  props to suit the era. The color polette may
personality and have some physicol features  done. | may also need to change his body  also have to change in order to make it more
in common with the originol teacher, but Iwill  shope to bolonce out the new costuming, oppropriate for the historical setting.

need to adjust many elements of his design  and change elements such as his hair ond

| do not want to change the chorocter's hoirstyle
compleiely, but | will give his hair o trim to batter
syit the look and feel of o severe Victornion-ero

sthoodmaster,
Increasing the charocter's oge could
give o greoter sense of authonty, so V
I will "age up” my onginal design by
giving him o larger belly, white hoir, and )
more focial wrinkles. People's noses e

often seem to get bigger with age, so
that is ancther detail | could change,

A\

I need to replace many of the clothes and
accessories based on my research. Giving him

a caop and gown will corvey his robe clearly, and
an old-fashioned pocket wotch could reploce his
pocket full of pens as on ocoessoany

The character's new costume will
likely involve a long cope, so | need
te change his body shape shightly
to keep his owveroll proportions
in balance. | could ochieve this
balonce by shartening his legs.

ns




CHARACTER PROJECTS

Victorian schoolmasters wore o lot of
layers: shirts, suits, caps, and gowns. In my
thumbnails, | explore different wariations
of his body shope to see whether o stocky
or tall character would carry all of these
costume details effectively

| focus on rounded shopes that will make
him seem large and impressive, contrasting
with the long, severe lines created by his
cape and cane, | find myself leaning towards
the second thumbnail, os his stockier
overall shape gives him the most sense of

commanding gravitas

The Victorion schoolmoster will still have
some shopes in common with the ariginal

charocter design, such os a round head,
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odd to the age an | guowitos of the chomches, | use

rounded, heavy shopes Balane ing s round Belly with
thinner legs creotes o strong viswol contrast thot is stil

wizry rélgtakle o the onginal .Ir"_-iu_:n
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round body, and relatively skinny legs different feel, making him appear more bulky
However, the ongular forms of his cop ond  and outhoritotive. His legs are olso shorter so

gown give his overall shope a completely  that his cope does not become overly long.

This 1 Lgh pass builds up oll the eements | would like 1 check thot the gown foesnt overpower his whole

adcd Lo hrg costuime. Hig 1|-'_1|11|l. buttoned shirt will make des gn. It helps that the gown er ds before it towches the

him look opprope otely uptight and reserved, and olsc arournd and 1hat ke Ros an anguiar cap arsd ||_'|l':'. COEniE
helps to clearly show the curved farm of his body these elements keep his outling distinct



VICTORIAM SCHOOLMASTER

DETAILS

| want to make sure that even though | have
changed the time he lives in, the character’s
personality hos not been lost. He is still the
same boring, strict teacher as he was in the
present-daoy version, which is communicoted
by his formal oppearance, frowning brows,
and severe mouth. Adding more wrinkles
around his eyes and face help to show that
this character is also much older.

| make sure that the charecter still hots severnal
foclol features in commen with the original
designs, such os his expressive block eyebrows
ond the wrinkles around his mouth. Though much

of his heod is concealed by the cop. his visible hair A pocket wotch on o choin is on old-foshioned and

15 also similar betwean the bwo versions practicol accessony that helps to convey the time period,
while also updoting the anginal version’s packet detail

to something maone Victarian.

EXPRESSIONS & POSING

| want the pese and expression to convey
the character's strict, stuffy personality. His
posture needs to look more stiff and less
dynamic than the original version, showing
his aoge, but still with similor monner-
isms. The cop and gown provide additional
tools for showing the mood and action of
each pose.

This pose shows the chorocter leaning forward to his students’ eye level,
giving him o sense of outhority. It is reminiscent of the finol pose from the
oniginal design, but the change of costume and prapartions makes him seem

much mare overbearing end superior, | will use this pose for the finol imoge.

Here the characteris 5o angry al some
disruptive students that he is almast
folling over! | push and pull the pose
to exoggerate it ond show just how
ongry he is. The cap and gown help to
odd action. The result is very dynamic
but doesn’t really show him os o
baring, grumpy old teacher

nr




CHARACTER PROJECTS

| refer back to my research to choose
appropriote colors and volues for a Victorion
character. | will use colors thot are much less

saturated, fitting the fashions of that erg, t

| wont to keep o Bobonce of light amd

doik areas, wilh quite sF intrasts

as well as fitting his severe personality. His

15 emphosize the sewverity of The

overall color palette ond values will be much

chorocter, His skin s poke and

darker in tone, thaugh his skin tone remains

{3l i aie dark, &0 | credgte bolondé

similar to his modearn- I1I'I-._| counterpart

batween them with a .-:_.I":c: et

This polette Uses f bl with
) ] I k [+ { B the overal
temperotuse is a little too worm. | would like

the hues 10 D@8 T © -|.'||'| oan | MO S&Mver

& TTYONE WN=Qray rofe s a sinong MPIETTEr

forthe postel BloE Shart, DUt the QeniErol Imprestioe

rrewhot to e hiome, ond some elements
of his body, such gs the legs, ore easily lost
This is the color scheme | will use for the fingl desig t caplunes

r's mondy personality ver

well A& typicol gown would be pure black, but in order to show the
o ik, | use cald gree i isep the trousers lightér, Beige and

sht Blue far Fis shirt and undershirt add a pop of restrainéd col

wilhout kaoking too boght ond cheerful for the choracter




The final version of the charocter works
well in translating the original design into
a historical setting. Even though his body
shape and clothing style hove changed,
the viewer still gets o sense of his originol

haoirstyle, focial feotures, gestures, and

Finol artwork © Stephanie Rizo Garcia

general temperament. His pale skin and
wrinkles emphasize his age, with a hint of
blush around his nose and cheeks to add a
warm accent, drawing attention to his face
His cop and gown create a strong impact

both in terms of contrast and shape, giving

VICTORIAN SCHOOLMASTER

him a bold silhouette in which his profession
is instantly recognizable. The sharp angles
of his arms, legs, hot, ond collor enhance

his severity



VARIATION 3:



CHANGES

Following my research, | know that the
choracter’s overall body shope, hairstyle,
and elements of his costume will have
to change in order to portray him as an

The chovacter's face will hove to
chonge completely, but some
features will lend themselves well
to his bat form, such as small eyes

ond a prencunced nose

amimal, However, there are still some
design elements that | want to keep from
the human version, os they are true to
his personality.

&5 the character is now on gnimal, | have to think
of o way to odapt the distinctive hoirstyle to his
new body, Some bats hove mane-like fur, and [ like

the idea of using this os a way ta give him “hoir”

Vv

A

The chorocter's outfit will change completely to

fit his bot body. It may be necessary to limit the

number of garments he wears ond accessones he is
able to carny, os he will row be small ond winged.

ACADEMIC BAT

The chaoracter's overall body size is
going to chonge into a much smaller
species, Making his head very large,
relative ta hiz borso, will help to give
hirm the feeling of a small animal,

L]




CHARACTER PROJECTS

THUMBNAILS

Locking back through my research and
references, some bots haove rounded ears,
some have long ears, and some have more
or less fur than others. These ideas give me
material for some very different variations
of body shopes in my thurnbnails.

| know that | wont to keep the character’'s
body short ond round, like that of his
human counterpart, | find myself fovoring
the third and fifth thumbnails, os he has
suitably rounded, stocky proportions thot
are bolonced out with comically large bat
ears. This contrast makes the design fun to
look at, ond conveys the idea that he is a
very small creature.

-
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The most notable new element of this
design is the charocter's large ears. They
help to give him a more commanding air, os

7\

Cwals, circles, ond triongles ore key o the shope
languoge of the charocter's bat form. Giving him o
large, round head 5 a reference 1o the caigingl design,

and his legs are similarly thin but downployed here 1o

keep the ottention on his maore bot-like features

22

also emphasizing the charocter's small size

| %
A

a much less prominent feature, as they are
not o notable port of o bat's anatomy and |
wont to keep the focus on his foce

! f j
the original design’s long, thin legs did, while

by making his head even larger. His legs are

'.?.;: & ;3.?_4

| lightly sketch over the shapes to define them, building The resulting silhouette is strong becouse it hos o

up the farms inspired by the angingl design, such os distinct negotive spoce shope around the charocter,

the round chest ond skinry begs, The fur on his cheeks  with a few furry oregs that clearly indicote his animal

is flicked outwards, rec ||'I|-'||__| thee haircut of the earlier noture. The balance of IL|.'-Q:||;'I miediurm, and small shopes

LI PP VSIS gives the sithoueltte o cleor AT appeal



ACADEMIC BAT

DETAILS

Like his humaon version, this bat has thick
eyebrows ond small eyes, with some
wrinkles around the eyes to indicate that
he is tired and not especially young. His
eyebrows will be great for creating poses
and expressions loter, whether he is smirking
ond self-important, or stern ond frowning.
His tightly buttoned vest is reminiscent of
the ariginal character's shirt, while being a
simpler garment so as not to distract from
his large head and furry neck.

Bots hove poor vision, so it makes sense for the charocter
to have spectocles. Their round shape creotés an interesting
counterpaint to the large triangular nose, ond odds to the prim

academic book. Like previous incornations of the character, he

hos a small pocket, which could be used to carry o pocket waltch
like the Victorian version: this would suit the old -foshisned style Bots are nocturnal and often hunt for moths, so | ke the idea of him
created by his vest and spectocles. wearing a moth pin, indicoting thot it is his favonte insect. Along with

the bow-tie, ond similar to the ¢asual snegkers in the origingl version, this

eccentric personal touch suggests thot he sometimes tries to be fun - ot

EXPRESSIONS & POSING least in his own mind|

| want the character's poses to express his
core personality as a stuffy teacher, though
now | also need to incorporate bot-like
movemnents or behavior into his actions.
As bots are nocturnal animals, | decide it
would be fun and appropriate for him to be
teaching astronomy to his class.

Showing the charocter hanging upside down,

like bats do in noture, would suit him veny well,
His spectocles and pocket watch staying in

< ploce odd o touch of humorous bat logic to
the chomocter's setting. | will wse this pose
for the final design becouse it enhonces his

animal charackenstics.

This pose is maore directly reminiscent of the charocters humon

self, stonding upright and showing how bored ond annoyed he is

with teeching an inattentive closs. His lowered eyelids ond wrinkles

undesneath his eyes show how weony he is. However, this pose is

slightly too human ond doesn't moke the most of his noture os a bot
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CHARACTER PROJECTS

| know that the character, being o bot, will
have darker values averall. Howewver, | still
want to explore different options and ensure
that the chorocter does not become too
dork. | wont to incorporate more natural
hues, fitting his animal form, and maintain
some yellowish or earthy colors that recall
the original design. Eventually | settle on a
purplé color scheme becouse it represents
an earthy night-time feel without being too
cold and dark.

124

His owverall tone 5 quite dork
fitting @ Bt thot B most y octive
at rmght However, | make sure nod
to lose imporkant features such
g% the face, where |l-__|!'-l-='-' tones

on his nose and ears balonce the

design and draw the

er's eye

v lowe-key ond earthy without

This purple-ge 1y podetle
besng dull. The green skeeves and '=.=II-. W oCcessones odd
amplementarny occents, ond the more neutral oolors of
the vest and trousers keep the polette from beng (o6 busy

| will use this polette for my finogl version of the design

Th

wispered b

% blue and green polette 1< J

the chorocbers nocturnal nature, with the

yellow oocents odding an eye-cotching
& . pop of calar frem nearbey in the color whee

Horwswed, the Blue 15 ver y fior remiowved from

Thas waarm, :"'l.ll'.||l._| pabette is the chosest in hue to the aregenal versson of the character, as well

the origingl humaon design, but perhaps doesn’t as from the color of bots

give the stiongest (mpieasson of him o3 o

NCCTUrT: regtune with O morose temperament



Changing this choracter into an animal
was a chollenge, but with the help of
research and references, | feel | have maode
a strong design that stoys true to the

original character. Elements such os the

Final artwork © Stephanie Rizo Garcia

contrasting body shopes, hair texture, and
facial features help to capture the essence
of his human form, while his new animal
creates the
appealing shopes and poses thaot cotch

form opportunity for  fun,

ACADEMIC BAT

the viewer's ottention. The characters
smile shows his interest in the subject he is
teaching, while his tired eyes and dark color

palette help to convey the gloomier side of

his persanality.









HEROIC SPACEMAN

BY LUIS GADEA

In this chapter, animator Luis Godea creates
o heroic space adventurer with costuming
inspired by retro sci-fi.

- AGED SPACEMAN
« FANTASY ADVENTURER
= SPACE MONKEY

Luis® style uses clean geometric shapes
and bold silhouettes to create dynamic
characters with features thaot pop. This
approach is perfectly suited to 2D animation
and designing for comics.

Poy close ottention to the use of shope
and color, keeping your choices simple and
efficient, ond don't shy oway from revising
areas until you ochieve the strongest overall
shape language.



HERDIC SPACEMAN

THE IDEA

When | start to plon my ideas, | mentally separate the concept into two halves that | need to
consider: the "sci-fi" side and the “character” side. For the sci-fi side, | know | can look straight into
references from comics, cartoons, movies, ond books. | think about sci-fi aspects of the character's
background. What is his planet of origin? Is he a human, a creature, a robot? This leads me into
considering the “character” side of him: his role and personality. What kind of temperament could
he have? What is his age, and how might it offect him, if it does? These are all questions | ask myself
while | mop out my ideas. | decide the character will be a brave human odventurer with a sleek
costume inspired by retro sci-fi styles

Concept: A human male space explorer or adventurer

EXPLORATION DETERMINED
ADVENTURE BRAVE
L / \PEAE G
\ PERSONALITY

SCI-FI REFERENCES

o poRRER

RETRO SCI-FI
CONFIDENT
HEROIC SPACEMAN
NeLMeT A /M?SEET“JEE?.:
ACCESSORIES COSTUME
EXPLORER / \ / \ MEUTRAL OR
GADGETS WEAPON COMIC-BOOK PSYCHEDELIC?

HEROES
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THUMBNAILS

| come from a bockground in 2D animation,
so | learned to stort sketching quick ideas
without worrying about details - not even
the chorocter's face. When maoking my
thumbnails, | "break” the body into uneven
parts to make the proportions more stylized
and interesting than a realistic human
body: for example, a wide torso with a small

head, or a shert torso with long legs. Mot oll
these thumbnails are successful, os | don't
want him to be o typical "super strong™ hero
character. Rather thon a thumbnail with
large shoulders and legs, | lean towards
a slimmer design with long legs and big,
expressive hands, This will help to sell the
sleek sci-fi look | am giming for. The long

HERDIC SPACEMAN

legs will help to express the adventurer
ospect of the chorocter, making him look
agile and alert; the large hands will create a
visually interesting contrast with his skinny
limbs, os well os helping the character to
emote.

13




CHARACTER PROJECTS

BASIC SHAPES

I start to build up the chaoracter using
elements from the slimmer thumbnails.
He has an overall triongular form, os it's
a dynamic shape that is appropriate for
o dynomic character. | spend some time
finding a face shape that fits best on his
body; | cut, paste, and redrow new heods,
and stretch or squash parts until | arrive at
the best sclution.

I wonl lo keep the overall tnangular shape
that | found in my thumbnails, This will
make him look like less typical heroic
characters who normally hove on inverted
triangular shope with 9 wide upper bady
Speed, determinotion, and intellect are his

stremgths rather than brute fonce

| explore mose possibilities fos the chorocter's foce
| keep the bosic construction similar, but play with
different prapartions to find the mast opproprote
look for the chorocter. | settle on o simpler shaope
for the head, and remove the helmet os the new

head is already a sleck shope without it

| refine the shope ond style of other poris
of the body ta fit the new head. | make the
s I|’_‘-|'|-:_‘.|er 1o crpate o mone agile, athletic
look than the sketches | storted out with

while still keeping his physique quite kght

132

For this skebch the foce is just

built with a circle and o square
o5 the jow, ond the torso s

simiply o box

Though the charocter has long
legs, | wont to keep the viewer's
attention an the heod ond upper
bady by giving the choracter a
very noticeoble loce and loige
hands, os they express maore
obout the character, | "break™
the silhouetie ||l.(4 seporating the
smalkest finger from the ather
fingers, which mokes the shope
of his hand moe interesting and

eqsier to intenpret

In the resulting silhouette, you
can easily make out the clean
shopes of Lhe character, ond the
",I_rc"u,_‘_r wisual contrast batween
rounded and angular shopes to

keep the viewer's eye interested



DETAILS

| start making final decisions ond fleshing
out the charocter, changing detoils oround
until | narrow down everything | like about
the design. As you con see, | make the
design simpler and simpler in terms of
silhouette and costume detail; this all
depends on the style you want to create,

I intraduce a few shorper angles into the chamcter (o

define his onatomy more and create dynomic contrast

with his rounded slements. | try lengthening his orms

further to mcke him look even mode agile, but | decide

agoinst it os they are now oo long. | also lengthen his

jow, topping inta g more classicol “hera” feature which
odds some oge ond attitude to him

but in this case | want a very smooth,
uncluttered shape that mokes the choracter
look futuristic and streamlined. To help with
this, | tighten up the collar of his suit, and
fill it in to create an eye-cotching shoulder
detail thot's reminiscent of classic comics |
researched eorlier,

Flipping the sketch aliows me to check my design chioices
with fresh eyes. | wonder whether to emphosize the flops
on his boots and bring bock some sharper edges to his
feet, which look more exciting than rounded shapes, but

they seem too sharp and oggressive- looking

HEROIC SPACEMAN

I settie on o bolonce between mounded and shorp

boots, using on ongulor shope with no flops ond o

few creases for interest, This prevents the design from

looking too busy in the area oround his honds, as they

are glrecdy detaded. Finally, | draw attention to his

chest and heod with triengulor shopes thot echa his
earlier silhouette,
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POSING

When working cn the poses, | explore two
specific qualities. First, on a technical level, |
want to see how the character’'s body reacts
to specific movements after some of the
stylization decisions | have made. Second,
on an emaotional level, | want to express two
zides of him: the adventurous character who
is focused on his mission, and the friendly,
welcoming hero he is also capable of being

This charocter is a brove adventurer who might
confront imcredible creatures out there on other
planets, so | want to convey his fearless and
determined side. This pose shows him reody for
oction or combat, with his weapon drown and
feetl planted firmly apart, in an angular stonce
thot recalls his underlying triangle shope. | will

use this pose for my final imoge.

This pose shows the chorochers friendiy
side, His big smile shows oll his teeth ond
his arms are open in o welooming manner,
as if he is reody o hug somebody, Though
this is true to his personolity, | would like to

depsct harm i o more herolc action stance

HEROIC SPACEMAN

Here | wanted (o show the chorocber in
a bending pose 1o test the stulization of
his shopes when moving., Sometimes,
MF:-El_qu in onimation, it's MECESSOIY
to “cheot™ an 5|:||3|'|f|n' poses 10 solve o
vigunl peablem; in this cose, you can
aof Row hes Knes |;||-;1r-|:_|c'; framm an
angulor shope 1o a flot one, so it looks
"rir=:I|1_" wihiEn '.:_'ul,:;_hlng the E]rr_:-||r'.:_1
Here he's investigoting some dirt on
o plonet's surfoce, but | would like
the final pose to be more upright ond

acton-oniented
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CHARACTER PROJECTS

VALUES & COLOR

| try out some very different options for
the chorocter's color paolette, such os a
commonly used palette thot people con
relate more immediotely to, and o palette
with colors that are less obvious. | look bock
to my research into comics, movies, and
television, thinking about the emations |
want the palette to show. | wont to depict
a character with mature, minimalistic colors
thot suit his clean, streamlined shopes.
Keeping the legs almost silhouette-like will
help to maoke his pose pop and to keep the
viewer's attention focused on his expressive
upper body and foce

N\

I try @ mgne vivid, colarful paletts thot the viewer

might be more used to seeing, as turguoise and
orange is o popular complementory palette,
r"-.|_:-:'-:||'.||._. r 2C1-1 propertses, | ke thes polette o

bat, bt it's @ bit too commongloce for miy toshes

-
&

| woant his codors gnd values to it with the Cleon

ond minimol design, with the shope of every cobor *"L i}
reading clearly, The high contrast ond detoil oround > 'l
has heod and uppsr I-;|g1|_| irmrredd |:I|'i,_,I drow the

viewsr's attention towards his heod and face

'@

,
oy

A\

This maostly neutrol polette wses o sort of
“bone-white” colar, block, and a few hints of
pink ond desoturoted purphe These colors
noke the design book cleon and mature,
creating o focal point oround the wpper body
E_;l,_| ||-_'|_]'.'I|'.!_| the legs almost as silkouettes. This

i5 the palette | will use for my linol version

000000

This is onother polette with maore otypica
colors, wsing hues holfway between the
other two color schermes. However, | don’t )
think if's WiEry successiul, o5 the boald

“superhero” shapes of the chorocter's outfit

do not come ocrass cleardy ensugh




FINAL DESIGN

| am very happy with the evolution of the
final character; | feel the design become
stronger and more mature with each decision
| made. Many of my eriginal ideas from the
beginning are still here, such as the strong
triangular body shape, which also carries
through the costume and pose. The simple
face shape is intact, but giving the character

Final artwork © Luis Gadea

a stronger jow adds years of experience to
him. The restrained color choices keep his
retro-styled uniform from looking garish or
predictoble. His weapon is reminiscent of
old sci-fi comics ond cartoons, helping to
place him in a context of exciting galactic
adventure, ond uses similar colors as his suit

so it is not distracting, The big, expressive

HEROQIC SPACEMAN

hands enhance the character’s bold pose
and personality. The smallest finger of
the hand holding the weopon breaks the
silhouette, just like in the basic shope
sketches, to add extra flow and interest to
the pose.
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AGED SPACEMAN

CHANGES

To make the original character older, | want  to the possing of time. When working out  and the character's eyes remind me a lot
to keep the same overall lock and feeling, what to change, | think a lot about my  of him. This will help me to moke authentic
but show how some features hove reacted  grandfother, as he has o similar nose shape,  choices when changing my character.

His eyes will hove become smaller, As time posses, people’s noses grow

with dark bogs and wrinkles appearing

around them. However, | Teel like the
deep-sel, shorp eyes are on iconic

featuwre of his yownger version, 5o | wont

begger; in this cose, the charocter's nose

might grow bigger in width, To balance

this owt, | may olso need to increase the
size of his jaw, making it wider tog,

to maintain some of that look,

As my grondfother oges, I've
naticed thot he keeps his overall slim
physigue, except for his belly which
imcreqses, | could borrow this detail
for the chorocter ond emphosize it
with the tight woist of his suit. The
tight meck of his suit might olso

create fleshw rolls arsund his neck

I like the design of the suit itself and
want to keep it for the old version of the
< charocter, but it would be dusty, dirty,
ond in need of stitches, having been

with him through oll his odventures
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CHARACTER PROJECTS

THUMBNAILS

| base my thumbnaoils on the
proportions of the original
character, alwoys keeping in
mind that he is the same per-
son, just older, A few key
features must stay the same
so that this is immediotely
apparent to the viewer, such as
his long limbs.

| decide to gather and combine
ideas from all of these
thumbnaoils: the lorger nose,
the height slightly reduced with
oge, ond on overoll scruffy,
unshaven look.

BASIC SHAPES

This character will be almost identical to
his younger self in his underlying shape
structure, as he is still upright and octive,

| want to keep the tmongulor shope
aof the omginol charocter, os this
version's proportiong hove not changad
drastically, ond it's impostant thot he is

still recogrizable.
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in age and weight.

| want to keep the construction of the

face ond body very sirmilar, using a mix
of raund and rectonguior shopes. This
keeps the charocter's physigue in line
with the originol, thaugh his belly is now
barger ond raunder within that shope.

but | will make some changes to his surface
forms and silhouette to suggest his chaonges

Here you con see more clearly how |
have token the strongest ospects of
the thumbnails ond combined them,
and olso kept some ospects the same
as the origingl character, such as the

honds ond feet.

AN

The silhouctle looks like the some

persan, though with subthe but definite

signs of oging, such a5 the pounchay

shope of his torso ond the fuzzy haoirs
breaking the charocter's cutling,



AGED SPACEMAN

DETAILS

His nose and jow are bigger and
wider, hoving spread o bit with

| continue piecing together age. His eye area is now more

boggy and wrinkly, but the eyes
keep some of the same depth and

olertness os his younger self, His

aspects of the younger version
with ideas for oged feotures,
aiming to keep a strong physical
resemblance and the same averall ook is slightly sadder, os if

spirit os the original design. he hae been through a lot

The fact thaot the character is
still wearing the same uniform
gives the impression that he has
been stranded on a planet for a
while, or has been on the some
mission for o very long time,
suggesting a little narrative
thaot the viewer can interpret.

| keep the some arms and feet os
the original design, creating contrast
with his round belly. His honds are
new hairier than befare, and his suit
is dirtier and @ bit boggy compared
to the younger version, with a torn

sleeve odding to his unkempt look,

| wont the character’s poses to convey
that he is still o brave adventurer. He
may be older and a little paunchy, but
he is not weak; he is still going out on
missions and toking on some tough
creatures, His long arms and legs allow
me to create poses that are still guite
exaggerated ond dynamic, like his
younger self.

This pose mepresents the “cool”
side of the chorocteér, ond ollows
mie to emphosize feotures like his
expressive honds and the rolls on his This brave salute shows more of
neck. He is alder now, full of jakes and the character's tough, determined
stories, ond knows how 1o get out of side, demonstroting thot he is
o siuotion with a funny one-liner still im oction, receiving orders
Heowever, this pose doesnt give much and completing missions. | even
sense of him being on odwenturer, draw his belly o little lorger here
to emphasize the prood forword
gesture of his pose, as | felt it looked
a little shy. This is the pose | will use

fos thie final design
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CHARACTER PROQJECT

VALUE & COLOR

daork, light, ond medium tones, His

do not want to change the character’'s suit eyebrows ane

i whrte, odding o

itself, because its similanty to the original oaing detod that i just Boht
design suggests on interesting possible
backstory between the two wversions
However, | do need to age and weother it
somewhat to distinguish this charocter
as an aolder version. While the young hero
was very sleek ond cleon, this version is
enhanced by textures: the groy dust on his
suit, the "five o'clock shadow" on his face
and the pink detailing now worn-out and
imperfect, All of this will retoin the same
clean “read” os the original version if | keep
the color polette similarly limited

sust as tk but i thest
1 il F and doe
put acoss on “oged” feehng enowgh

N\

Im thas wersiom, | try to wash out the bright, punchy pink palette, keeping the icondc bright pink, but
detoils on his swit. This succeeds in moking Rim look liggh tering the black to momne of a groy
slder, but the pink oW Quite close Lo h kin codor purple. This lower contrast mokes the desig
which meght just confuse the viewer at first glance feel older ond more weathensd without

3 it W 1l im0

| thank this is the most successful codor




FINAL DESIGN

My final design represents whot | wonted
to copture for this brief: an older adventurer
with a bit of extra weight around his middle,
who is still determined to toke the next great
mission into outer spoce. The worn-out suit

Final artwork € Luis Gadea

helps to tell a lot of this stony and keeps him
recognizable as the same character | began
with. Keeping his proportions ond overall
anatomy very similor to his younger self
also goes a long way in creating continuity

AGED SPACEMAN

between the two versions, enriching both
designs by sowing the seeds of a possible

narrative in the viewer's mind.
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CHARACTER PROJECTS

FANTASY ADVENTURER
IDEAS & RESEARCH

For this fantosy variation of the chorocter, |
want to set myself a challenge by translating
the design into new proportions, weight,
and height. | want to create a dwarf warrior,
which will push me to come up with veny
different design solutions from the previous
two versions. He will almost lock like the
opposite of his sci-fi version, but with enough
features in commeon that he seems like the
same hordy odventurer. The character’s
overall style will change o lot from sleek,
simplified sci-fi shopes to o fantasy design
with finer detoils and more materials and
textures. | start by reseorching ideas for his
costume and props, even if | do not intend to
use them all.

I study o few very bosic swords thot the

chorocter might wield in Beu of o roy gun.

If the sword becomes o prominent part of

the design, | moy give it more ottention

ond customize it, but it might just stoy os
a basic prop.

v

Perhops port of the charocter could

resemible rocks, or be made out of rocks,

emphasizing his dworvish background,

Thik could be on interesting woy to add

eye-coiching osymmetry and texture
to the charocter.
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Even though | may not use all of
mvy initial references, they could

Just like the eary verdions of the

arniginal design stonted out with

o helmet, | ploy around with
some helmet ideos for him,

( open the doors for other ideos.

If the charocter ends wp being o
magic-wielding fighter, he may wear
some robes, belts, or even a hood to
emphosize o wizordly oppearonce.
Fontasy ond sci-fi costumes differ
greatly s | spend time studying this.



FANTASY ADVENTURER

CHANGES

Mow that the character lives in a fantosy  the original. While the sci-fi version is slim
world, | will need to drastically change some  and light, with a minimal, futuristic suit, this
aspects of him, yet keep enough feotures fontosy dwarf will be heavyset and dressed
to ollow the viewer to relote this design te  for adventuring in o fontasy setting.

This character will not be wearing o skin-
tight spacesuit cop, so could hove visible
< ears and hair, These feotures might

provice me with more apportunities to

| want to use the sameé construction
guldelines for his heod and foce, so that
his features are immediately relotoble to express the choracter's personality
L t:-lil._;-ulul |_§|_~5|-:_'|r| His kpen, desp-sat
eyes will be kept the same, but | may
emphasize some features differently to

give him o dworvish look. My originol design is very long ond

tall. but my fontosy ocdventurer will

< hove o much shorter height. | must

find ways to convey the same ole and
ottitude with o different physigue

As he now lives in o fantasy world, | must

change his '||.i-l1:w|_'||._|l1! suit 1o -,:lrru_-t.".lr'.g
< that fits this new setting. Using similos
codors and design elements will help to

relote the two versions together.
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CHARACTER PROJECTS

THUMBNAILS

When | moke my quick thumbnails, |
use the original character's head as
o bose for my new ideas. The face
is the one part of the choracter thot
will rernain very similar across both
versions, 50 this will help me to stoy
true to his original features.

The charocter's phusigue is very
different now, but some subtle
elernents such as the clook and boots
recall features like the shoulders and
legs of the sci-fi versions. My final
choice is the third thumbnail, but | will
remove the helmet so thot it does not
distract from the rest of the costume.

BASIC SHAPES

To emphaosize this charocter's dwarven
stature and maore browny warrior's physigue,
his underlying shapes will lean away from

The character’s overoll body shope 5 now o squore
rathes than a tall, dynamic tiangle. This will give him
[+] -sl_rl;;-m:_;_ galid feel that fits o "'*:E-i_w.ﬁe"l deair] woarrior

While the visible legs ose short, they remoin leon as in

the ariginol design.
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the tall, thin triongle of the original version.
Giving him a square body with short legs will
make him feel solid and closer to the ground.

K{:{‘_;JIHI:; the same construction :_.|-.J||.!E"$ for the
chorocter’s head will ensure thot ke looks similor despite
his very different body shape. Features like the original
design’s strong rectangulor jow will translate well to this

ey context.

N\

Here youw can see how the silhoustte feels like o big

heovy block with two thin legs for contrast, which is
the impression | want te create. Like with the osiginal
version, the viewer's ottention will be drown towards the

upper body, while the legs give o sense of ogility.



FAMTASY ADVENTURER

The character’s spiky haidine and cloak recall the sharp

black shopes on the origingl suit, while the earming odds

DETAILS

| start to make final decisions
on the elements of the costume
| like the most, and those that |
don't, | still want the character

o roguish charm thot fits his overall demeanoe. Adding

maore hoer enhanoes the dwarish oppeosiance

to seem mobile ond aogile
despite his short stature; odding
a flowing robe and longer cope
will give me more opportunities
for exciting poses, so | opt for
o robe over the short trousers |
drew initially, | also use the cape
as an opportunity to break up
the silhouette, moving away
from the streamlined shope

longuage of the sci-fi character.

Giving him a rebe and a more noticeable fur cope creates o slightly more
migstic touch, as if he is o versatile fighter wha is also copable of using >

magic I lvk this oddition becouse it mokes him less of o strnightfcumﬂrd

hera, which is olso what | wonted for the ariginol design,

EXPRESSIONS & POSING

This pose shows the chorocter using his

| wont the charocter's pose to still magic powers, This emphosizes his lorge,
capture the essence of the main expressive hands, ond ks olso both different
charocter: someone tough, daring, and similar to the sci-fi version: he doesn't
curious, and ready for anything, The need o ronged weapon, like o roy gun, but
addition of the long clook gives me con still fight effectively from o distonce
a totally new element with which to Henwever, this pose does not make the most
create o dynamic pose. Though the of his cloak os a dynamic design element.

character is equally ot home wielding
magic or o sword, | opt to show him
with a sword - the additional long prop
adds extra flow to the design.

This fegrless oction pose presents maore of

a chonce to ploy with the long cope ond its
silhouette, ond s similar to the ogile mid-
combat stance of his originol design. It is

visuolly exciting ond shows off his attitude

well, 5o | will use this pose for iy fimol L ta sl
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CHARACTER PROJECTS

VALUE & COLOR This

to am for, os it k weps the elements of the

value distnbulicn will be the iden

| want the color palette of the charocter chowacter distinet from eoch other. The light

to stoy the some, reloting him bock to volue of his belt keeps the dotker value of
the original design, but | will play around his rabe from looking too dork and flot
with the distribution of colors to suit this
new charocter, Enforcing this restriction on
myself encourages me o be smarter and

more resourceful in how | use my limited

color palette

This color palette rélies heovily on the bone-white
color thot wos prominent in the sci-fi wersion's
< suit. However, the volues ore too lkght overall,
ond it doesn't give the inmpression of a i I

plventurer: he seems morg ke o poest o clen

The polette hos o strong bolonce of dark and

light coloss. The bright pink accent s now

imited to the jewel in his clook, and the black
< ¢loak and boots hark back (o the angenal design
without being too obwvious, | will use this colod
cherme for my fingl design The extra oL phe

o hunts at his potentiol mysticol abilities

This polette is guite strong

but the dork robe gives a somewhaot

villoinous impression

do not want the viewer to ge

mypression of his role and persenalit
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FINAL DESIGN

This final design succeeds in translating
the character into a different setting, genre,
and even body shape. His face is still very
ruch relotaoble to the original design, and
this is reinforced by the charocter’s whole
pose ond attitude, os well as the more

subtle cues in his costume design ond color
palette, such as the black collar of his cloak.
The long clook and sword are dynamic new
elements that enhance his pose and make

him seem physically impressive despite his
smaller height, paralleling how the original

FAMTASY ADVEMTURER

character's ottitude and toll height made
him seem impressive despite his lack of
typical heroic strength. The massive arms
further convey his power. Adding some
ragged edges to his robe is a finishing touch
that suits his role os o tough adventurer.

Final artwark © Luis Gaodea
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CHARACTER PROJECTS

SPACE MONKEY
IDEAS & RESEARCH

For this variation | will tronsform the humaon
spacernan into an animal, in this case a
monkey. The imagery ties in with real-world
history of opes ond monkeys being sent
into orbit by spoce progroms, and even
with sci-fi properties like Planet of the Apes,
creoting on association for the viewer thot is
immediately familior and relevont. | wont to
keep my research very simple, focusing on
three main aspects which are the monkey
face, hands, and feet. | would like the body to
stay very similar to the original design, as the
human character's exaggerated proportions
and long arms already seem appropriate for
an anthropomorphized monkey.

| research ond study some references for the monkey's

hands. The humen character hos big hands already, ond 1

think | ean enhance this feature in the monkey version by
adding wrinkles to his honds ond moking them hainy.

v
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Az with the previous versions, |
want to make the foce the focal
point of the design, so heod
shopes ond different solutions for
noses ore key to this. | research
some different species of monkey
with veny varied features, looking
for something thot will copture
the personolity of the ofgingl
chorocler. Expressive eyes and
strong contrast around the brow
orea will be key to ochieving this.

N

| could possibly make the chorocter borefoot to show

off his prehensile monkey feel. In this cose, os with

the hands, | study some references to get a better
understonding of the feet’s construction.



CHANGES

| need to find o bolance between keeping
the original character's bady shopes and
changing the design to copture the look
of o monkey. One of the challenges will
be to keep the monkey recognizably “in
relotable and

chaoracter,” making him

The biggest charnge in this character will be the
design of his face and head, His adcessories
my change to fit his simion head shope, sa |
miust find ways to ensure that his design still
hers similarities with the human original. For

example, the shape of the monkey's fur could

resemble the humon's cop

| want to keep the some feeling
ond style for the monkey's suit
as | hod in the origingl character,
o5 portroying the monkey os
technologicolly advanced (s key to
the design still being sci-fi. However,
| don't wont it to look completely
identical, so | could try to combne

the same calars in a different way.

expressive, not losing the personality
and main reference points of his human
counterpart. | start by pinpointing the key
design choices of the original design, in
order to judge whot will translate to this

NEW SPEeCies.

SPACE MONKEY

The eyes are a key feature of the human charocter's
foce, expressing much of his personality. It will be
very important to translate the eyes to this new
choracter without losing their deep, perceplive

look, 5o | will pay special attention to them.

<

Likee the angingl charocter, | want the
focus of the design te be on the upper
body and heod. Maintaining o similor

silhouette will help with this ospect.
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CHARACTER PROJECTS

THUMBNAILS

For the thumbnaoil process, as
with the other designs, | do not
necessarily choose one specific
thumbnail. Insteod | gather
the strongest ideas from all
of them ond toke them to the
next stoge. In this cose | wont
clear-cut shapes with most
of the attention on the upper
body, keeping the limbs simple
and lanky in o0 woy that suits
o monkey ond is true to the
original design. | feel the first
and fourth thumbneils copture
this especially well.

BASIC SHAPES

The spoce monkey's core body and limbs will
not deviate far from the original character,
who by chonce was already rather agile and

| combine the best ideas fram my thumbnoils, cheosing
one of the higher-contrast heods fromed by sharp fur
te moke a strong focol point. | discord the ideo of the
character besng barefoot, as | want him to seem like on
advonced, futuristic monkey, rather than o regulor Eorth

mionkey who is wearng o spacesuit by chonce
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simian in his proportions! Instead | will focus  head ond distinct tail. Exoggerating these
on emphaosizing the monkey features that  features will ensure that his species is clear
are visible outside his suit, such os a large  despite his other more human aspects.

AN

You oon See how 1 am trying ta use the some boss The =ikovette is verny serralesr 1o 1he urlglnul Furmican

shopes ond construction Ep,ln:jr‘-% as | did for the hurmoan wirsion, but the clecr shope af the tail conveys thgat b s
chorocter. This will ensure that the two vertions hove o definitely not o human. The propartionolly larger heed
sirmalar final structure. However, | make the character's olso ghves the impression that this choracter is ol as
head slightly lorge relotive to his body, so that he is still toll as the ariginal

clearly monkey-like and not too human



SPACE MONKEY

DETAILS

fs | opted ogainst showing the
monkey's feet, his hoiry honds
During this stage | clarify
which of my earlier ideas will
make it through to the final
piece. | decide on a heoad with
strang eyebrows that will allow
me to creote wery "humon”
facial expressions. The black
fur on his head is drawn close
around his face, like the original
character’s spocesuit hood,
while also echoing the black
triangular pattern of his suit,
| join the fur ond collar detail
almost together, creating o
solid, striking block shape that
is the emphatic focal point of
the design

and tail must be enough to sell the
animaol ospect of the design. The
controst created by these details
must also complement my final

chigices fior wolues ond colors loter,

This mischievous expression 15 a
perfect fit, with the deep-set eyes

and confident smile recolling the

personality of the Llr||:_||'|'||:|| chomctes
Making his foce hairier enhonces both

s roguish chamsmo and his sirmian

ORPEOrareCe,

EXPRESSIONS & POSING

For the posing stoge, | want to chorocter s o spoce odventwrer, with his
convey the some energy ond positive '
personality of the human version,

This pose more ocoourately portrays the

weapon diown and his ottention focused

on his mission. The animol snarl keeps his
using upright stances that are maore
relatobly human than animal.

expression from loaking too humon. | will

use this pose fior my finol image

This pose is very lighthearted ond
monkey-ish, giving on  impression
of him os a spontonecus and fun
choracter, However, it doesn't clearly

communicate his role as a space hero
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CHARACTER PROJECTS

VALUE & COLOR

Like with the bhumon  version
Like | soid before, | wont to keep the charocter make the chorocter's legs almost a
clearly the some in role and personality, but silhoustte, and this time | olso darken
now simply a monkey rather than a human. the wolues of his upper body, This
However, | do not want the designs to be nakes his face pap even more vividly
completely the some, | need to re-evaluate

the color polette to occount for the monkey's Tilg Lirmicn resec
different values and contrasts. Using the
original design's simple, sophisticated
feeling colors as o storting point, | try to
find a new distribution of colors that will fit
this character
This i dark p
t MAakes 0 Bt o
not contre I : has su
The bald block shopes of his shoulders o
nat very legible ogoinst thes color
TR 1 nk as the main
ke e design f ]

colorful without being exiessive

Unlike the other polettes, it provides
< a sufficent level of controst betweer
fa

both the charocter we and the

edork detouls on s swit, being neut g

|ty wsing the colors os théy were in the onginal character

poketle, as it could suggest o bt ol bockstory F tThe monkey

ond human wear the some uniform. However, os thought >
the light calors diaw away fram his foce. The design
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FINAL DESIGN

My final wversion of the spoce monkey
succeeds in reloting a new species boack to
the original design. His determined pose and
expressive eyes capture the saome sense of
the character being a brave adventurer, and
the color polette is relatable to the original

Finol artwork © Luis Gadea

design despite the emphasis on o different
color, His large head, when paired with such
skinny limbs, gives the subtle impression of
the character being smaller than a human,
and is further played up by the relatively
large size of the roy gun. As before, his legs

SPACE MONKEY

are just silhouettes thot support the focal
areas of the character rather than drawing
any ottention oway. The long, curly tail
adds a sense of flow and fun thot keeps the
design appealingly light-hearted, even in o
tense action scenario.
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FANTASY WARRIOR

BY ENRIQUE FERNANDEZ

In this chopter, comic and animation artist
Enrique Ferntndez creates a female fantasy
warrior equipped with heavy armor and o
giant weapon.

- BABY WARRIOR
« SPACE KNIGHT
- TRANSFORMED BEAST

Enrique's style mokes use of strong
geometric forms, materiol textures, and a
pointerly finish, This approach would be
perfectly suited to o comic or graphic nowvel.

Poy special aottention to creating bold
recurring shopes ond potterns, and how
these con be used to create o sense of
continuity ond story across very different-
looking versions of a character.



FANTASY WARRIOR

THE IDEA

In this project, | am going to depict a fernale warrior from o medieval or fantasy setting. | want to
avoid the modern “industry” standards of beauty when figuring out the oppearance and proportions
of the character. | would like her to look strong and fost, ond also charismatic and quite ferninine.
However, though she might be attractive both physically ond in attitude, | don’t want to depict her
as a fashion model instead of a fighter, or she wouldn't last long on the battlefield! | will focus on
large, clear shapes, and on the contrast between materials when creating the final version - such as
rough textures for her armor and soft textures for her clothes - as this will make her more dynamic.

Concept: A female warrior with armor and a heavy weapon

WOULD ADD ELEGANCE BY CONNECTING A A WHO FIGHTS DRAGONS AND

WOULD BE WORN WITH USE

Wt bUL RS Liks A FANTASY WARRIOR

FASHION MODEL

\ WEAPON THAT FITS
THE PROPORTIONS

AND ATTITUDE OF THE

CHARACTER
FEARLESS, DETERMINED, BIG SHAPES WITH FOCUS ON
AND SLIGHTLY ALOOF TEXTURE AND CONTRAST
PERSONALITY

HAMMER OR MACE?

"HAMMER" SHAPE: 5STRONG UPPER
BODY, LIGHTWEIGHT LOWER BODY
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THUMBNAILS

| begin playing with the basic idea of a top-
heavy character, inspired by that hammer
rmotif; broad shoulders and arms, with long,
slim legs. | try rounded shapes and angulor
shapes, stretching and sgquoshing the
proportions to find eoch concept's limits. |
add elements that | know won't be included
in the finol design, such as long hair,
dresses, and ornate armor, just to test them
and work out which ports ore not necessory,
Some thumbnails do not capture the brood,
long-legged proportions | am looking for, |
try some bloded weopons, but they also do
not fit my core shape idea. | decide that | like
the simple heavy armor and clothing of the
top row of thumbnails, but odding o flowing
fabric element shown on some of the others
will odd grace to the design.

FANTASY WARRIOR
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CHARACTER PROJECTS

BASIC SHAPES

Mow | combine the strongest elements of
the thumbnails | mentionad on the previous
page. The characters over-sized armor will
drow a lot of attention when reading the
character at first sight, and her short hair,
shirt collor, and cope will odd interest to the
area around it

The strong legs will moke o powerful visual
impaoct, with tiny, agile feet thot work well
to suggest that the character can jump and
run with no effort. The narrow upper arms
with lorge, gloved forearms ond hands will
also create visual contrast, ensuring that
the design ties in with the hammer-like
proportions | discussed earlier
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| emsure thot | understend the volumes by defin ng the

connections between the parts ond highlighting some
gnotamical Mandmaorks. You can see the character’s

strong physigue becoming mone dafired

=t

Thesa basic shapes are representative of the imtial

homme: ideo start wath o sguaore torso,

the finol shapes will b2 more rounded due to the

overlying anatomy

even if

| I:r_--:_-|i'1 -.|'.I|r-.||'!,_| the shapes making them more

subithe armd c'lr:i_'|r_1|||_ ||;._||:<J::|-_'. off some comers whale
keeping the praporticns

=tart delin ||r_:‘.||i_' parts of the

body here

| odd more elements and detoils, dressing the charocter.
.l‘.lpgl_, ar shopes (Such as the collor and boots] contrast
with the mose ropnded foems [such os the grms and

shoulders) to make the design dynamic

N

& black silthouette helps me Lo figure out ifthe characlers

miin shope |5 recognizable, In this cose, there are some
fabwrics thot hove o ot of movement, | have indicoted
these in g 1y because Ihi_l-H won't determine the hings of

the main Body when ot 15 posed



DETAILS

| start to “dress” the character with detoils.
| keep the cape short, so that it does
not break the bulky shope of the upper
body, and to make the whaole character fesl
rmore mobile.

Small details like the design on her armor
will odd interest ond contrast against the
main armaor texture, as well as introducing a
kind of floral pattern that makes the whole
design more elegant.

| odd more textures to help describe the maoterials of the clothes ond
armar, At this paint | add the initial design of her weapon (o hommer)
and the ernamentation on her armaer inspired by my research into floral
designs, Her short haircut is tough-looking and covers one eye which,
olong with her long neck, mokes her somewhaot oloel and distont.

| change the hommer to more of o club or mace, to avoid

being too repetitive with the charocter concept. The

shope of it is still coherent with the rest of the chorocter, >
echoing the shapes of her aims and legs.

FANTASY WARRIOR

| start blocking in the shadows o
better wnderstand the choracter's
volume. This ks especiolly useful on
o character with lange foems such as
this one. Her collor drows attention
to her foce, and her osymmetrical
boots odd fow to the costume,
ensuring she doesn't loak too blacky.
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POSING

Posing the chorocter will help me to
understond the volumes and movement
of the design. | wont to try out poses that
are both reloxed ond in action, to see
the behavior of the character in different
situations. | need the pose to describe
as much as possible about her attitude,
showing that she is a warrior, fighting or
preporing to fight. Her posture must show
her broad, powerful physique - ideally with
the sense of elegance and agility | defined
in my research and thumbnails - and clearly
project her confident personality.

FANTASY WARRIOR

This pose is 0 good combination of
on oction pose and one that clearly
describes all the elements of the
charocter. We con see eveny piece of the
design here, ond her stance seems both
steady ond light-footed, suggesting o
graceful sense of strength.

This pose reflects her natural behavior when relaxed, She stonds
with o stiong vertical line that shows her salf-confidénce, even ina
cosual pose, and also conveys o sense of elegont poise, However,

it does not show her weapon, which is o key part of her design,

This allock pose shows her as a
powerful warmmiar in oction, unning
while holding the hommer two-
handed, but some parts of the design |
are hidden by the angle, Changing the \
shope of the hammer makes it more

readable when held in two hands like

this, but now it is nol consistent with

the design of her armaor

v

i .'1-'5
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CHARACTER PROJECTS

VALUES & COLOR

For my final pose, | choose the wide, confi-
dent stance on the top right of the previous
page, which shows her ready for combat,
with all aspects of the design clearly visible.
MNow it is time to give the character more
personality using color, It helps to think of
the palette as just dots of colors that would
moke the character recognizable even
without the rest of the design: for example,
we oll know that blue and red moke
Superman! | want to use colors that convey
both her cool determination and her fierce
warmrior's ottitude, so | test out cooler colors
such as green and blue, and warmer shades
of red, until | find o balance.

| try wsing beght eds to moke
her more aggressive looking, as
if she likes to ottroct ottention to
her strongest elemnments, the ones
thot she use to fight: her fists,
feet, ond ormaor. However, this

laeks variety in tone and color

| try @ green cobor scheme, using the conmection with noturol elements
for o mare medievol or fantasy feel, as if she could live or travel in the

forest. However, it is not o very aggressive color

Im this version | have found o good bolonce of colors and volues.,
The tones are softer, better conveying the materiol of every
piece, The red on her fists and feel is less aggiessive thon the
previous version, complemented by the calm, steely blue of her

armor, which makes her seerm more cool ond restrained
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This wvolue scheme is well
balonced overall, with darker
detoils on impartant areas such
as her hands, fest, ond armor,
balonced ocut by the loose, fight
cloth oreas. which are secondary
elements for creating fow




FINAL DESIGN

The design is now finished. The character
has o good balance and contrast of textures
between the hard, rough surfoces of the
metal arrmor, and the soft moterial of her
clothes, which reflects the different sides of
her personality ond ottitude. The angulor
lines of her hands, feet, and heod controst
with her arms and legs, which ore softer
and rounder but still mossive and powerful,

creating variety in her silhouette. The yellow
highlights of my final image help to describe
the volumes.

There is a motching pattern on her armor
and weapon, so the viewer might imagine
thot she usually wears these iterns together,
They are well worn from everyday use, which
suggests her role in the world as o hard-

FAMTASY WARRICR

working fighter. The shirt, skirt, and cape
are elements that give a feeling of elegance
and movement. She could be dressed this
wou both on the battlefield or at the king’s
hall. Her short haircut odds to her ottitude,
summing up all the previous ideas: a warrior
who is oggressive but elegant.

Final artwork © Enrique Fernandez
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CHARACTER PROJECTS

BABY WARRIOR

IDEAS & RESEARCH

For this wvariation, | will redesign the
character as a cute little girl who wants to
be o brove warrior from a very early age. All
her behavior and ottitude is focused on this
goal, creating a fun contrast between the
innocence of childhood ond the pretense of
being an adult warrior. | imagine her asking
everyone around for weopons and armor,
ond even epic quests to occomplish! She
won't stop asking about it, and the adults
eventually surrender to her cuteness by
making a suit of armor that barely fits her.

N

It will be fun to drow her dressed in odult
elothes thot don't fit ber size, o5 if she's playing
with her mommy's shoes, The controst will
help to convey her ting size ond proportions,
ond edd humeor to the design ond stony,

Ewen though she osked for some armor, the suit she gets will not be the
right size. It will be fun to see her cormying around an annoying piece of
metol, pretending she is okoy with it ond it will odd to her short, round

proportiens which ore olso important indicotors of her oge.

N

When conveying the proportions of o

size of the head relative to the body. 1wl
maoke the heod os big os possible. This
will enhonce the chorocter's cutensss,

< child charocter, it s key to note the lorge

| wont her to seemn like an
octive child, and also create o
< paiallel with her odult self so
she will have short hair, moybe
in a bod or messy hoircut.

She won't ploy with dolls, except if they need to be rescued from
dongerous situations! Insteod, she hos o toste for toy weopons, ond
she will corry o big one. Howeves, it will enly be made from waod,

Babies and children have ting honds with small fingess, so her hoands will
hove completely different proportions from her body. compored with the
odult design where the chorocter has an enormous worrior's hands,
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BABY WARRIOR

CHANGES

| want to keep as mony elermnents as possible  but now that | om maoking o small, cute
of the initial design, to make the character concept, | want to adjust the proportions
eosy to recognize. For the adult design, | to make the charocter round and simple,
played around with the idea of o character  almost like a baby tou,

with top-heavy proportions, like o hammer,

Thee haircut contributed a lot of personality to the onginal
design, 52 1Nl mointain its bosic shape, The chorocter's head will
be proportionally longer, giving the hair mone visual importonoe

The length of the neck v

wias fitting for the odult

version, but | want to
play with the size of the | will keep the design of the
heod now, so the neck
reduced  and

barely noticeobhe,

armoar and the dress, even if
thesy ore different in proportion,
< It will almost look like she's

been temporarily shrunk with

will  be

a mage beam, which odds
hurmar to the design!

Another feature of the onginal
design was her strength, and
even though for this version
che will be a child, | want her
o seem like she s copable of >
o good fight or of lifting o
heovy wesght. She will only

have small hands, but perhops
she could stifl be camying o

large weopon,
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CHARACTER PROJECTS

THUMBNAILS

In my thumbnails, | search for o character
that shows determination, pretending to be
on odult. She doesn't realize how cute she
is, and even if she did, she wouldn't care at
all. She is absolutely focused on being o
warrior, always carrying around her weapon
and armor, and it requires oll her energy
and strength of will. | decide on the bottom
middle design, as it shows an ideal balance
of combined cuteness and strength.

BASIC SHAPES

The overall proportions will be the biggest
difference between this wversion of the
choracter and the original, as they are what
will clearly communicate her much younger

p———

This time the bosic shape storts with o solid block
Ifilqllt*.*: red], the square shape giving the impression of
determination and strength, The main volumes of the
head and armor will be in equol size. The arms and legs
will be small compared to her body, as decided in my

reseqrch
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oge and smaller size. She will now hove o  fociol feotures, costume, and limbs of the
proportionally huge head, os bobies do, odult character are not averly complex, so
and the other forms of her body and outfit  will scale down easily to fit the baby warrior
will be secondary to this focal point. The  while still being very recognizable,

AN

I stont to define the propostion ond relative size of The black silhouette confirms that each port of the

£
elements, and to sketch out her owtfit The lorge  choracter is chearly readable. Agoin, | seporote the loose
trinngulor collor will agoin help to direct attention to her cope from the main figure, os it will probobly be shown

head and face. in rmotion



DETAILS

| start to dress the character with details
transloted from the original design. The
design and potterns of the armor and
wegpon help o lot with this continuity, The
shirt with a big collar makes her outfit seem
even more oversized. The different heights
af her boots match the ariginal design while
also helping to odd motion to her short legs,
and prevent the design from becoming too
syrmimetrical,

The big round eye gives o sense of innocence to
the character. The armor features the some onganic
detoil oz the origingl design - perhaps it's o Tamdly
pottern, which works well in terms of odding
backstony to both versions of the character.,

EXPRESSIONS & POSING

| want to find o pose thot conveys the
choracter's energy and strong will, but | also
want to keep it cute. | do not want her to
look oggressive, even if | like the idea of her
being powerful enough for that! | wont the
audience to smile when seeing the controst
of this young charocter pretending to do
something grown-up,

She is an active choracter who can
mowve her round body with great
energy, Her tiny fist and short arm
odd cuteness ond humor to the
strength of the pose - she could
barely hit onyone if she tried tol
This pose is fun and dynamic but
| wiould prefer o pose that includes
BT Weapan

BABY WARRIOR

The final design includes the weapon: o wooden
replica of the origingl one, also featuring the
some fomily pattem. | chonge the ormor o little

to allow her orms to move mare notunolly

She is corrying on oversized weapon, cearly using her whole

body in the effort - you con see how she has to rotate her upper
bedy and bolonce with her free am. At the same time, she feels
hoppy, powerful, ond confident when she's holding it. You could
imaginge that shie hos just received this weopon os o birthdoy
present, ond is posing proudly with her new “toy.” Her slightiy

lopsided, crouched stance gives a sense of her wild energy.

m




CHARACTER PROJECTS

VALUE & COLOR

| choose the pose with the weapon
positioned over her shoulder for the final
design. Rather than deviating from the
ariginal design, | want to use o similar
color scheme, giving the impression of a
miniature version of the some charocter.
This creates o narrative between the two
images: seeing the charocter as a child
helps the viewer to better understand her
as an odult, However, | try some variations
anywaou, to see how different distributions of
red ond blue would look.

| tny baloncing out her bluish
haoir with shodes of red for
her aormor angd boots, but this
LeEms oo mubted and -P-f‘lr'[hu

far such a fun, young character

72

The charocter has fewer ocoessories
as a child; | imit the darkest tones to
her weapan, hair, and boots, so thay

do not look overpowering

This color distrbution is the some as for the
adult wersion, It s good to ploy with different
combinations, but in this case, being true to the

onginal design will odd meaning to this ane

A4

’f_.

I try o blue-only color
scheme, that might moake her
seem softer and younger, as
it hos no Werﬂl:: l::n;_|-:_|rr_"55im'

red, but it is rather too blue



FINAL DESIGN

The final design clearly shows the wooden
material of her weapon, which she's barely
able to carny, but which foreshodows the
real weapon she will carry as an odult. It 1s
carved with the same pattern that oppears
on the original version, and the pottern is

also painted simply on her armor, perhaps
by herself. These elements give a sense of
childhood scrappiness and maoke-believe,
but also create continuity between the
two versions of the character, suggesting a
bockstory which is satisfying for the viewer

BABY WARRIOR

who notices it. She looks determined that
she will be o warrior some doy soon, and the
viewer only has to see her self-confidence
to smile!

Final artwork © Enrique Fernandez
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VARIATION 2:



CHANGES

There are a lot of options and sci-fi topics
to play with here - almost everything is
possible! To keep things simple, | will stick to
some ideas thot made the original character

SPACE KNIGHT

a good design, Other ideos will evolve
naturally to odopt to the sci-fi genre, and
| would like for the two final designs to be
coherent when shown together.

| want the outfit to hove o feminine style, moybe with o

texture thot reminds the viewer of those greot vintoge

desigris from 19805 sci-fi movies. This will require changing

the metal and cloth mateniols of her previous outfit

| could increase the sense
of power and new abilities
in her weapons and armor,
os this version will have no
limitations on resources o
imwentions like the originol,

to decorate her Futuristic suit,

The hommer-inspired body shope was o good feoture, ond | would like
to keep it 0% misch a8 possible, But to moke it different, | could almost

invert the concept. | could make the lorge upper part of the body seem

less heavy thon the rest, perhaps by using o lighter materiol or color.

If | conmot odopt the odginal

“family” pottern to a modem style,
| waill herwe o find @ suibable pottermn
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CHARACTER PROJECTS

THUMBNAILS

There are o few common elements thot
| explore in my thumbnails. | want the
armaor to be like o spocesuit, which she con
breathe inside of like on astronout. The
arms are powerful like the original design,
and show advanced technology, but with
a vintoge sci-fi feel | choose the bottom
middle thumbnail because | like the more
organic design of the armor. It is not metal
or crystol, but could be o futuristic new
moterial thot is both very strong and oble
to adaopt to the wearer's body movements.
It could be slightly tronslucent to show the
character inside

BASIC SHAPES

In this version of the choracter, the focal point  shope and size, and later its unusual texture  relatively simple so they do not detract from

this aim. The armaor's squared-off forms will
give it a sense of being strong and robust

will still be around her general heod area, and color, will help to drow the viewer's goze
though the attention will be not only on her  toit, ond then to the character herself inside
face but on her sci-fi armor. Its impressive  The shapes of her arms and legs will be

e >
I ( R -"l .._\." ||
| Fa

N AN

continue using the hommes-shaped design structure, dafine the valumes of sach element, vk thae avierall

The 2abd silhouelte af her "._'|-_.:|r_- 1% clear and powerful,
thes tirne rmaking it even bigger and heavier, Unlike the shope longuoge more curved ond rounded, There are  though | leave the upper armior structure translucent for
origingl version, the upper part of the design is now o some details that will be defined more cleaddy loter, such now, 50 that we con clearly distinguish the shape of the
complete squane ot the honds choracter inside
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SPACE KNIGHT

DETAILS

Most of the character is simple to define
in terms of lines, as the final design will be
mare oriented towards color ond texture.

The translucent armor is something that will
be conveyed maore clearly in the color stoge
as well, but for now | would like to polish
the other details, adding more clarity to the
design of the honds and shoes,

There's mote elegonce in the flow of the
armar now, making it more dynamic, Her
“fingers™ are almost flat surfoces, just
simple metol pieces with lttle volume.
| odd some decorative lines that help to describe the
volumes of the body. The shoes hove been shoped
bsetter to add ruggl:d soles bosed on iy meseanch, and
more engles to odd movement, while keeping a strong

wisuol strecture,

EXPRESSIONS & POSING

The chorocter's armored suit is flexible
to some degree, but oppears rigid to the
eye. | need her finol pose to show that she

This is a chear pose thot will help me to show the full
design, ond odding o weopan gives on estro clement
is unhindered by this strange unknown to the nomative. Similar to how her heowy armor is
material, letting the viewer imagine what it translucent to subvert the top-heavy “hammes™ rmotif,
is capable of. | want o pose that shows as the head of her new weapon is not made of metal, but
much of the whole design os possible, as
well as showing the character's ottitude and

capabilities in action.

of light or energy. Her stonce is fearless ond recolls the
pose of her anginal design.

She con fly wsing some kind of
energy that comes from her boots
and gloves. This pose is good for
showing that she caon easily lift hed
own weight into the aw, but does not

reqlly comvey that she's a worrior.
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CHARACTER PROJECTS

VALUE & COLOR

| choose the second pose far the final version
of the chaorocter, | test out color schemes
that are similar to the original design's blue
and red paolette, but | wont the colors to hove
evolved in intensity, using brighter hues
which will be suitable for o shiny, futuristic
finish. They should give this version of the
character her own distinct sci-fi identity.

These tones subwert the lop-
|1|_'|!'.-'|J nommer shope I:-g using
Light ogua ond aggressive red are not far the ligghtest tones for the futuristic
awoy from the color scheme of the originol materiol of her lorge ormor, os |
version, but do not give the impression of the discussed in my research

samae character; the reds are too praminsdat

v

This calod scheme shows more saturation
and respects the relotive position aof the
colars | have in the originol one, but will be

transloted to o whale new set of texiures,
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FINAL DESIGN

With this variotion | hove discarded two
major aspects of the original design: the
arganic pattern on the armor, and the long,
flowing clothes. The pattern would have
drawn too much attention and distracted

the eye on such o sleek design, and the loose
fabric doesn't make sense with o spacesuit! |
use different textures on her suit to give the
impression of unusual, futuristic materials.
| have still depicted the same determined,

SPACE KNIGHT

powerful character, with plenty of energy,
and prepared for action. The lines are mare
elegant and the shopes are softened, but

her face, gloves, boots, and overall physique
strongly recall the originol design,

Finol artwork © Enrique Fernandez
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VARIATION 3:




CHANGES

The changes in this version will be more
evident, reflecting the loss of many
elements of the original design. This time |
am not evolving the charocter’s clothes and
accessories, but going o step bockwards to o

mare primal situation. Despite the charocter
losing her gloves, shoes, and weopon, | still
want to keep some of the old clothes and
armaor to create a sense of narrative about
her animal form.

| will keep her hurmaon haircut os o reminder of the ariginal

design, but becouse the charocter olreody hos a hairy

body, this reference will need to be made very cleai

I will keep some clothes, but
| want to show thot they
have been ruined ond torn
opart. She is now living in
the wild ond no longer takes

care of these belangings

The hammer proportions are nol necessorny

now, os the overall pose of the choracter will

change to o maore curved and hunched shape.

TRANSFORMED BEAST

The ammor will be a rusted
version of the ariginal, to reflect
the choracter's lack of care for it
If she could, she would remove
it, as now it's just an onnoying

handrance for her animal farm.
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CHARACTER PROJECTS

THUMBNAILS

In my thumbnails, | search for woys to
translate her humaon physigue and rounded
shapes to this new design. Moking the
mouth thin and pointed will help, similar
to her human face. | explore some feline
aspects os well, introducing different shapes
to the overall idea. The rest of the body, with
the oversized honds and feet, is already
reminiscent of the original

BASIC SHAPES

The basic shapes and proportions of this
animal character still largely resemble those
of her humon counterpart, but her shopes
are more organic and less supported by

& neutial A7 -pose 15 a bt I,r::_hl:| foi thas character, ot she
wiouldd not |'||.'tl:.."|"'_.ill._.. da it or be copoble of doing i1, bt
here you con see how her shopes and proportions are

still similor to her haurmion body
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armor and clothing. Instead of large gloves
ond boots, for exaomple, she has thick,
powerful paws. This character will most
likely not walk upright, s0 any long clothes

Motice how the ears have chonged position on the head
bait | howe mode theam almast the some rthamboicia

human” shape

she wears might be obscured, but her bushy
toil is o new element thot could provide
interesting opportunities for posing and
composition instead.

A\

The black silhouette shows a clear human-like character

but with changes in proportion, especially the length of

the arms, ond the shape of the hands ond fest



DETAILS

Most of the accessories for this design are
direct translations of the original character,
but there are still some new considerations
to make, such as the patterns of her hair and
fur. The fur and tail give me opportunities to
add details that were locking now that the
character has no gloves, boots, of weapon.

The hoiron her head is designed around
the neck and fade in o way that clearly
separates her human haicut, even

when using only two values

EXPRESSIONS & POSING

| initially want to show the character
in on aggressive pose, but on further
consideration, | wont to maoke her more
menacing than violent. She is a human
transfarmed into o beast, and doesn't want
anyone to get close to her; it's not o wild
aggression that would maoke her attock
onyone neorby, but more of o defensive
stance. She hates being transformed, and is
ongry and oshamed. Like o real lone wolf,
she is o solitary being.

TRANSFORMED BEAST

| define the paws and claows, and add the chomcter's
full outfit, though it will not be fully visible in her notural
stance. Her pows recall the lamge honds of her humaon

form, ond make her look like o dangerous fighter.

This will work as o pose to show some leg movermnent, and for oction scenes. | could even
widen her stonce mone to make the line of actson stronger, but it's not what | am locking
for to describe the charactes, as it is outright oggressive rather than threotening.

This is more like the idea | hod in mind. She s

defending her personal spoce, like o wild animal, and

protecting her weaker paints. She is not pursuing you,
hut menocing you for trespossing into her territony,
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CHARACTER PROJECTS

VALUE & COLOR

As the character has been transformed, |
think it would be a good idea to also invert | choose tones thot ore guite
the color polette, making her seem different, noturolistic  for o wolf-like
but not totally removed from the original.
The blue colors of the armor are now the
fur color, similar to the gray coat of a real

wolf, and the skin tone is now the red color

creoture, and instead limit the
highest controsts to the remnonts

of her clothes and ormaor

of the rusted armor. The metallic blue tones
of the fur olso give o feeling of coldness and
hardness, like the wilderness in which she
might be living.

| revisit the agua colos | touched upon in the sci-fi version, but
it does not recoll enough of the origingl fantosy version of the

charocter, which would shore the same setting os this one

| choose a palette thot preserves the colors of the original
design. The clothes ore dirty, os are the claws, shawing thot

Lhe hos been lel'lg in the wild, The reddish Brown on her

clows also bolances aut the cool blue color of her fur.
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TRANSFORMED BEAST

FINAL DESIGN

The choracter’s furry body and lock of predator. Like her humon counterpart, she  The armor still bears the some pattern os
clothes give a real sense of wildness. She  feels copable of moving very fast, jumping  the original character, which works well from
could be stonding on o rock above our heads,  with those powerful limbs, and the armor o narrative standpoint, creating an anchor
following our movements like o hunting doesn't seem like o heovy weight for her.  to her human past.

Final artwark © Enrigue Fernandez
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CABIN BOY CAT

BY SHAUN BRYANT

In this chapter, character designer Shoun
Bryant designs o plucky cabin boy from
o crew of pirate cots and explores different
angles for depicting anthropomorphized
animals.

« SALTY SEA CAT
- GHOSTLY CAPTAIN
« SHIPWRECKED BOY

Shaun's style focuses on developing strong
shopes and silhouettes, aond creating
distinctive, colorful costumes thaot are
tailored to reflect the chorocter’s bockstory.

Put plenty of thought into the overall shape
of your character, and consider how you can
use clothing ond occessories to make your
design more fully realized and unique.
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CABIN BOY CAT

THE IDEA

In this chapter | will be creoting a pirote-themed cat chorocter. Creating charocters without a stony
leads to flat, uninteresting designs, so | begin by penning down a rough outline of a backstory. |
decide my charocter will be a young cabin boy on board the ship The Whiskered Wisp. He joined
the freebooting pirate crew for adventure and riches; he moy be o bit wild, but he is good at heart.

Concept: A cat who is a young member of a pirate crew

BRAVE BIG EYES BIG HEAD
KIND-HEARTED WILD
s i muls FEATUﬁES
PERSONALITY

LR Paniale b

CABIN BOY CAT

Ay

S
PIRATE CLOTHING SMALL WEAPONS
GRUNGY = / \ \ \
MISMATCHED BROKEN SWORD

BRIGHT COLORS DAGGER



CHARACTER PROJECTS

The cot's eyes will be o key

RESEARCH feature for  expressing  his

personality ond age, so | spend

@ @@
Y AwY,

| start researching some key items thot | some time ploying oround with

con use to build a base for the character, different shopes to work out )

Large eyes and stubby pows would fit the what will be most appecling

character’s feline nature and help to convey Some of these are overtly feline e le

his young oge, He would olso need clothing, and others rather mare human. | } m J
accessories, and o weapon suitable for a would like o relatable mix of bath.

pirate, so | sketch out os many different
possibilities as | can. q m m (if\
L ' J

Simplifying and stylizing the honds
i5 an importont step for this cot
charocter, when mixng  humon

ond onimal onotomy, @ is key \\

to find similorities between their k

shopes, This cat could have fingers -

and thumbs for holding items, but

shorter and fewer fingers to maintain
a pow-like oppearance.

I sketch kdeas for the charocter's
bondono. Accessores like these
ore o chonce to be creative and
pul your own spin on lems to
make them specific to your design.

For exomple, a fish pattern would
be o perfect chowe of detail for
the bondana of o charocter who is As | wotch pirate movies os part of my
baoth o cot and o pirate. costume research, | make poges of these
quick sketches as notes for costume ideas,

Here are some of the early
weapan ideas | come up
with in my research. They
are all choices that might
fit @ small, ogile character,
or one who i guite low in
the pirate ranks and doesn’t
have an elabosate weapon.
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ACTER PROJECTS

n

BASIC SHAPES o ekt

A5 | clean up the fourth thumbnoil, | try to large heod ond short limibs thot recliy kighlioht
use circular forms at the ends of the arms f his young oge ond smoll size. Using a mix of
and legs to suggest o sense of weight. round ond sharp shopes will help to convey
The ratic between head and body size is both his oge ond friendlin and his fierce
really important In younger characters; by rappy pirate’s attitude
engtk ening the limbs and body

oge up” the chorocter, ond vice versa
":-'-n.l:.“l“'- ] CHOSSIC Comic sShape language,
such as in the work of Paul Coker Jr. and Bill

Feane, will give you a great idea of children's




DETAILS

The thumbnail for this character waos clready
guite developed, but | want the final design
to have o slightly less threodbare costume. |
want to give the impression that he has lost
and added various itemns articles of clothing

A side view gives us o better look ot

his fluffy toil. Adding personal touches

to o costume, such as the potiered

bondana, gives a charocter more

depth by showing whot kind of iterns
they like ond keep,

CABIM BOY CAT

during his adventures ot seo, Giving him bandono around his toil, which suggests
a rope belt adds a scrappy, nautical feel  that even o cobin boy reaps some rewards
becouse thot item would be readily ovailable  on The Whiskered Wisp's adventures.

to him on deck. His clothes are weathered

and patched except for the fun, patterned

| revise the chorocters outfit from
the ground up, odding more loyers
ond detoils such as the rope belt and
rolled-up sleewes, which help to give

him mare context.

| odd maore detoil ond weathering to his shirt ond vest, so they
Ik well-worn from his work on the ship, The club odds o
strang complementany shope and |s o simple weapon thot fits
o cobin boy's skill level and ronk. It could also potenticlly oct 0s
a strong visuol counterweight for his lorge, fluffy toil,
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CABIN BOY CAT

POSING

| try to imaogine the character’s exaoct
reactions to the events in his story. He might
be surprised but ready for action, so a fairly
open pose with a shocked expression could
work well. Perhops his toil would be extra
puffy, os cots’ toils are when they want
to look more intimidating, and he would
have his club at the ready. As with creating
expressions, photographing myselfl in a
pose can really help me to understond the
weight of the character,

As well os maoking sure the individuol body
parts work well together, | always try to
ensure that the whole figure has a coherent
sense of shope and direction; in the cose of
the top-right pose, the overall flow of the
character is o dynomic, upward-painting
triangle. This shope language is reinforced
by the negotive spoce created oround
the chaoracter, such as the triangular gops
formed between his ears and feet. This
stance maokes the chorocter look brave I wiant to imbue my character's baskc geametry with maore
and dynamic, with orms tensed ond his

notural flow, o | imagine a lorge impoctful shope to oct os
feet planted firmly opart. His foce shows
a combination of surprise and fierceness,
blending elements of the expressions |
explored previously

o guide. In this cose it's o tnangle - o dynamic shape thot
gives choracters o sense of weight around thedr feet. All the
charocter's basic shapes, fram his tail to his focial fur and

ears, flow upwards to reinforce this energetic shape.

This s 0 mode everydoy pose thot gives
o sense of this young cat's brash prate
swagger, with o cheeky smirk and relaxed,

cosual stance. The club becomes a useful >
prop ta lean the his weight on, adding to

his attitude. However, | would like o maore

action-pocked pose for my final design.

The lorge raised club gives an exaggerated
sense of the charocter's small stoture, and
olso shows the viewer thot he is strong ond
toigh for his size. However, it would create
mare norratnee tension to show himoin the

moments before o fight instead
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CHARACTER PROJECTS

VALUES & COLOR

want the eyes ond foce to be the focal
point of this design, os these features
are what make o chaorocter easy for the
audience to relate to. | can achieve this by
giving hirm white eyes surrounded by pure
black, making the eyes the highest point of
contrast in the design,

choose a neutral grayish hue for the
body becouse | want the eyes to pop with
color. The colors of the clothing are also
low in soturation, odding to the weothered
adventurer look and keeping the emphasis
an the character's face.

Adding some pops of bright color to his
toil bandona harmonizes the whole color
scheme and serves as a counterpoint to the
soturated eyes.

Thee fur feels too dark and lifeless here

wnd the high contrast ogain

tokes too much owoy from the eyas, Howewer, tThe bright sea-colored

eyes ore o striking feature, complemented ty

Combining ospects of this palette with the other gray-biown palette

the mare earthy costume

shown above should creote on ideal bolance of colors for the finol design

It ny soturating the fur more, bt the focus doesn't
feel right: the fur s mow too k r||_,'||'I and okes

away froem the focol point of the chorocter's ey

)

JES

Rodmtireg out fram the Byes |
make o gradient of volues thol
concludes with the honds and
feet o ng thie body's dorkes!
wraliaeg This wobue strociue
creatas o sort of “buliseye” that
eods thie viewers oye o the

charocter's face

This neutral groy-brown  palette
is simple ond appealing, with
approprigtely nowticol blue occents
It perhops feels o little tor eorthy
and plgin, but | would like the final

palette ta be sirmilar to this




FINAL DESIGN

The little cobin cot is finished and ready
far his adventure on the high seas! Having
a strong understanding of o charocter's
backstory is essential for creating a design;
when | wos working on this character, |
tried to loyer in elements and details that

would make the viewer imagine how he hos
reached where he is in life. For example, his
simple, makeshift clothes indicaote his lower
status in the crew, while the bondona odds

a colorful bit of individuality, as if enjoys the
pirate lifestyle. Making sure that everything

CABIN BOY CAT

you add to o chorocter is essential to the
story will toke your design from being o
bland imoge to one thot will evoke a sense
of storytelling. In this cose, every aspect of
the choracter gives the viewer o strong sense
of his youth, attitude, and nautical setting

Final artwork @ Shaun Bryant
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VARIATION 1.



CHANGES

| will need to make many changes to the
proportions, physique, and costume of the
original character. This version will be an
odult cot, so will have a head more equaolly

proportioned to his body, more evenly-sized
facial features, and a thicker body that has
seen o few adventures. After spending years
at seq, | imagine him to have a gruff, sly

Adding small detoils such as scors or

an eyepatch would help to show the

tough rood this cat has traveled,

A\ 4

Giving the character loyers of

clathes and jewely will represent
the many odventures he hos

tackled and the riches he has won,

SALTY SEA CAT

personality, reflecting his greater experience
on the high seas compared to the wide-
eyed, childlike attitude of the young cabin
boy version.

| want this charocter to
hove 0 more seficus ond
confident expression than
the cobin boy, showing his

greater years of exparience.

| want to make the chorocter’s

body thicker and brooder becouse
he s older, tougher, and has

emoyed more food and deink.
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CHARACTER PROJECTS

THUMBNAILS

| like the idea of this choracter becoming o
bit thicker in the waist as he gets older, so |
stort by thumbnailing some rounder, stouter
shapes for the body. | think of characters
like Gibbs from the Pirates of the Caribbean
films, and Hon Solo from Star Wars, ond

incorporate a bit of their swogger into him

| try layering in more items like bandonas,
hats, belts, ond jewelry to distinguish each
design. Where the cabin boy wos mare fluffy
and youthful, | want this old cat to seem
maore weathered ond frayed. As | mentioned
on page 192, longer limbs and a longer body
will help to "oge up” the design. 3maller
squinted eyes from yeors ot seo, some scars,
and moybe some missing limbs would help
to tell the story of o cot who has lost o few of
his nine lives along the wauy

BASIC SHAPES

The second and fourth thumbnails hove
the most me,
thot

appeal for with twirled

whiskery mustaches convey the
character as a cunning old rogue. | create an
amalgamation of the strongest elements

of both, combining the stocky body of

N\

| like the wég of 0 noutscol chamocter honving o Tusd

200

the second thumbnoil with the maore
intimidating head shape of the fourth
| want to move oway from the sharper,
downturned shapes shown in some of the
thumbnaoils to rounder, uptumed shapes

that make the character look confident and

| flesh out the characte
weroll tegidrop shape. The wade lower Body gradually
s Neck in o wou thot derects the viewer

to hes face, which s a similor shope to the anging

5 body whibe Keeparg i rmind His

assertive, harking back to the upturned
shapes of the cabin boy design. This helps
to lighten the mood of the character slightly,
so he has some swashbuckling charm, while

still keeping him gruff

N\

In this sdhouetts view, you con sep how elements

pach 64 hig aaifings and whskeis hélp 1o break wp Uhe

moracter’s outline, ensuring that his veny thick, salid

shaps 15 still interesting to the viewer



SALTY SEA CAT

DETAILS

| want this character's costume to be heovy 05 o pirote. His chipped eors ond eyepatch  belt buckles, ond long beard show that he is
with trinkets and jewelry, os if he hos won  suggest thot his life hos been full of peril o cot with more clout than the low-ranking
many itemns in battle during his long career  ond adventure, and his foncy jocket, lorge  cobin boy,

| am designing this charocter os if for medio
with young viewers in mind, so | odd pieces
of whimsy that odd to the personality of the
choracter and keep him from looking overly
grim, swch 05 his dromatic whiskers and

slightly comicol fish buckle

This chorocter's tail i much less prominent
thon the young cabin cal's; he is already bulky
and doesn't need a large toil to make him look

fierce, It's likely he lost some of it in batte.

EXPRESSIONS & POSING

| want this charocter to look competent and  he carries himself. His costume features  us about his story, 50 | must consider how to
confident in his skills, with his mature oge  many occessories and details, and | would  show oll these elements clearly to the viewer
and broad physigue lending weight to how  like to show him posing with a prop that tells i his pose.

| stort with more of o “power pose” that shows him canfidently
brandishing his sword, but quickly realize that this is too hevoic

o pose. | would like to portroy him as more heavy and stemn.

This semows but reloxed pase still holds the confidence needed for this character's story.
His posture is slouchy and lower, in keeping with the bottom-heawy droplet shape

| established eorlier. One pow lsans on o looted bomel of rum, creating interesting

osymmetry in the pase ond giving the impression thot he's not o cot to be messed with
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CHAR ER PROJECTS

E»
"
—

VALUE & COLOR

After testing several color palette ideas,

decide thot | want this version of the
character to be an arange tabby. It is o color
that will suit his gruff, roguish oppearonce
without him looking overly gloomy or too
villainous, ond is a notural color for o cat,

like the cabin boy's gray fur.

A medium arange hue will not overpower
the design, and the tabby pattern will create
some value changes that add variety. His
face and the paw leaning on the barrel are
important narrative features of this pose,
conveying the most obout his attitude, so
| want those areas to hove higher controst
Using pops of blues and greens will
complement the orange fur and help to lead
the viewer's eye around the design

This gencger Lok -L_..:_ of polette i clote

to what | want, giving the character

hés grumpy temper. Howewss

emphasize the oronges and yefl
even Turther In the finagl version
o make him mone wbeont, ond
barrow some of the blue ond leo
elements from the other palettes to

complerment his orange fur,

This maore neutral gral

palette, bt perhops o

ttle foo dark ond
who s more of a

strarghtforward scropgy rogue

Ihe charoctér's tabby pot

1o cregte comtrast in impomont oreos
< of the desian. For exomple, the dorker
ears gnd lighter beord help to focus

the viewer on the center of his foce

15 almost Sea-greer
ring character, with sormd
d reds for controst, The
haracter's groy beard stonds out in o way
thot emphasizes his oge, which i o strong
f

eature, but the gweroll impression is o litthe




FINAL DESIGN

This character really come together through
analyzing the story ond considering
attributes thot would fit o wily old seo cot
The final design succeeds in creating an
older character who is suitably haggard ond

battle-scarred, with maony accessories thot
show off his accumulated loot and riches.
His warm ginger tabby palette gives him o
fierce look, suitable for a character who is

experienced and gruff, but not so cold and

SALTY SEA CAT

antagonistic that his younger crewmates
can't turn to him for help. The design's
subtle vaolue chonges, along with the line
of his pipe, direct the viewer straight to the
focal point of his single frowning eye.

Final artwork © Shaun Bryont
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VARIATION 2:




CHANGES

This version will incorporate more costume  will help me to represent the character's
itemns thon the design we begon with, high rank and sinister nature, | wont it to
and perhaps hair and a beard full of other  be immediotely opparent to the viewer
detoils and ormoments, as these aspects that this chorocter belongs to the saome

The previous designs hod fairly newtnal
of moturol fur colors, but | want to really
ermphosize Lhat this version Is a supernatural
harror. Instead of groys ond browns, he
should hove o spooky, unnotural color

A4

N\

GHOSTLY CAPTAIN

heritoge as the previous designs, but with
a supernatural twist that sets him apart,
so | must consider how this could be done
through my use of details and colors.

| want the chonacter to glow
with the inner light of souls
he hos coptured on the high
seas. This will give me o
( chance ta éxplone new value
ideas, different from the
cobin boy wersion, where

the only bright volues are
focused an his foce

AN

Eaich of the versions so fiar has a key prop or acoessory thot | wont this design to be older ond mare villoinous, but elements

adds an extra serse of thelr personality or ok, such as the af his oppeorance still need to tie him in with the orginal

cabin boy's bandana ond the old sea cot's stalen rum, This character, Giving him elements like a patterned shirt or rogged
design’s key itemn could be an impressive coptoin’s hot belt would be consistent with the previous versions,
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CHARACTER PROJECTS

THUMBNAILS

At first | play with the idea of the charactes
using a musical instrument to lure human
souls. It is o good idea from a narrative
standpoint, but after a few sketches | decide
it odds too complicoted an element for the
viewer to immediately understand

My thumbnoils then turn in o direction
that tries to maoke the choracter look more
intimidating, horking bock to the brood,
menacing look of the salty sea cat. A huge
captaoin’s hot will add to the impression of
his size and rank.

| lean towards the fourth thumbnail, with a
stocky body and feet surrounded by ghostly
vapor, though | will chonge his hat ond
beord from triongular to rounded shapes to
give it o more exaggerated size

BASIC SHAPES

The shopes will be a bit different for this
version becouse | am aiming for something
mare physically nebulous thon the previous
designs. Even though his body mass has a
similar teardrop shape to the old seo cot,

N\

| toke the triongular or teardrop-like shope thot | used

Tar the prévious designs, but imvert it this time. Mow the
coptain's hot will be the prominent Feature, while his

lower body fodes away ik smake

the weight of this area will be less wisible
when his feet are concealed by fog. Instead
| facus on the dominant shope created by
his hat, which is almost an inverted triangle
that flows down to his feet. When creating

my final rendition of the character, the
boldest detoils will be focused around the
top end of the triongle to maoke a strong,
flowing design.

ke sure | g I|-|||Il_| define the under g farm of the
charocter before | odd any ghostly effects loter, A strong
base is key lor pulling off o design thot will heavily use

speciol effects

| make the coptain feel incorporeal and ethereal by
using nogged edges to break up the solid outhne of his
silhouette. This will make him seem mone

like cary eyl

sperit whiose body s nat fully of thes wsorld



GHOSTLY CAPTAIN

The charocter’s huge beard ond hat

DETAILS

This character is an infamous and powerful

give him a commanding presence and
frame the focol point of his foce. The
feathers on his hot odd on oppeoling
pirate captain, so it would be appropriate for asummetrical  touch, making  the
him to have a bigger, more elaborate jocket,
embroidered clothes, ond a fancy hat that
all distinguish his rank from the previous
designs. | add small items and ornoments
that he could have won in his conguests,
such as an extravagant belt buckle and the
skulls and beads in his beard.

costume moe interesting to look ot

At this stage | leave out the foggy effects,
which will obscure his lower body in the final
version, focusing insteod on the concrete
details of his design. This will ensure that
the final version still has a strong underlying The pirote’s snub  nose  ond
design, and is not unintentionally shapeless. exoggerated underbite with bared

fangs give him o tough, fierce look,

especially coupled with his brood body

ond the skull arnaments in his beord.

EXPRESSIONS & POSING

The character's pose must copture both his  effects ore added later. For my final pose, |
commanding, villoinous personality, ond  decide | will combine elements from both of
his ghostly, undead nature. A simple pose  the poses shown here, to make a confident,
will work best - something thot will not  maniacally loughing pose that will keep the
overwhelm the design when all the foggy tone spooky but still guite light.

| start with an dea of him
flying upwards ond screoming,
but it mokes him seem too
deronged; | wont him to leok

mare evil and commanding,

This pose is more simple and confident, aond | think it

shows the chorocter's personolity better. However, |
decide to bomow the idea of the wide-open mouth from

the other pose, as | would like the final imoge to have a

malevolent laugh rather than looking merely grumpy
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CHARACTER FROJECTS

VALUE & COLOR

| want to use an analogous color palette
to describe the ghostly noture of this
character, so that his colors are intentionally
monochromotic and less “alive” | test
various colors that are vividly different
and unnotural compared to the colors of
the previous designs, ranging from yellow
to o spooky blue-green. | try to evoke an
otherworldly feeling while creating contrast
around his foce and weapon to make them
feel the most dangercus and corporeal.

This bright, demanic pink ond
purple palette is striking but
15 pevhops not o color polette
that s nﬁml"l,l'._q relatoble to an

undead chorocter

208

I want to use o monochmomatic
coler palette for this, but sorme parts
of the chorocter still need to be
distincl. Here you can see how his
foce. hot, ond sword pop with high
contrast, while his legs fode out into

low-controst fog

A cold blue and agua polette s more
ghastly and hos on oquatic feel that fits the
character's setting, but it is also slightly too

abwaus for a noutical phantam.

This yellow-green palette is eye-cotching
anicl hiis f‘:l.';n: I,l_"-'_-qu:_- '-I'II'_.I--')l‘fI,II"'._ MErmenrscent
of clossic characters ke Shmer  from
Ghostbusters, It is eere and supernaiural
without being os obvious os the blue polette,

20 | will use this for my final design



FINAL DESIGN

This phantom character really come to life
during the coloring phase, The gloopy spirit
smoke and glowing green spectral light in his
face are spooky aond appealing ot the same
time, creating paths for the viewer's eyes to
follow. The ragged edges of his silhouette add

Final artwork © Shaun Bryant

to the sense of him being partly incorporeal
Despite his otherworldly colors and more
frightening demeanor, the
shope languoge and accessories tie him in
successfully with the previous designs, such
as the salty sea cot's brood, intimidating

character's

GHOSTLY CAPTAIM

physique, and the cabin boy's tattered,
patterned clothing, The contrast of the tiny
nose ond enormous jow emphasizes his
intimidating choracter in a humorous way,
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VARIATION 3:



CHANGES

This version will follow o similor pottern  and more like a lost child. | want his clothes
of shapes and proportions as the original  to look respectable despite his current
charocter, but he should feel less like a pirate  circumstances, without any real excess or

Unlike the young cot chorocter, this
version will have human hair as an éxtro
design element to p|u|._| with, | wont

his hair to feel like o wove just hit him,

creating o distressed, dynamic shope,

v

I will keep close o the osiginal Characler's
propartions, but ploce even more emphasis
on raund, childlike feotunes. This will make
the hurman boy seerm maore vulnerable than

his scroppy feline counterpart

v

The clothes could feel a few levels above the adginal chorocter's in quolity,

but somewhot warn from the shipwreck. Ploin, procticol cothes such

os sturdy boots, o leather tunic, and thick wool trousers would moke the

character look modest and working-class compared (o the pirates’ tottered,

rmismatched clothes and stalen jewelry

SHIPWRECKED BOY

jewelry to speak of, to contrast his design
and personality with the pirates and their
wild, freebooting lifestyle.

Emphasizing his big, sod
eyes will help to goamer
the opudience's sympothy
for the character and his
plight, os well os convey his

LaLng age,

21




CHARACTER PROJECTS

THUMBNAILS

During the thumbnail phose, | definitely
lean towards making the character more of
a lost traveler than o coptive, os it gives him

maore of his own context and backstory

| like the shopes of the thumbnails with
narrow bodies and contrasting oval heads,
and long scruffy hair, os they come across
as small, harmless, and unkempt. | will
combine these options into one design with
which to go forward.

BASIC SHAPES

A chollenge of this stoge is toking o  him completely differently in

character of a very similar age and build to  personality and demeanor. Though he hos o

the cabin boy cat version, but portraying lorge head and small body, this human boy

N

| like the idea thot the chosacter £ bost ond on outsicder,

A lorge circle for the heod ond o namrmow rectangle for

the body will help te capture the childlike proportions of which leads me to the idea of o teardrop shape for the
the choracter's body. | curee the rectangle shightly away compositian of his hair and bady. He hos o very thick
fromm the viewer, 05 if he is afroid and shying orwoy droplet shape Lo his cone body, and evén his arms hove

on ospect of it Embedding this con into his design

grves the character 0 sod and sympathetic feel

terms of

naticeably lacks the sharp edges and points
of the tough young cot, which immediately
changes how he feels to the viewer,

A\

The chamcter's lost and farom feslng comes across
even in s siihouette, His messy hair adds o moe
amgular, dynomiéc shope ond flow Lo the outhne, amnd

thowgh his propartions are almiost identical to the oot

bogy"s, he is clearly reodoble os o humon



SHIPWRECKED BOY

DETAILS

I want this choracter to seem like he comes
from a more steady life than the cabin
boy version. His clothes are more well-kept
and respectable, they hove some subtle
decaoration, but overall are more generic and
workmanlike than the pirates’ idiosyncratic
outfits. He should seem like a lost child who
is impressed with the pirates’ lifestyle and
riches, but is out of his element ond looking
for home.

Heve you con see how the teardrop shope of his body
is camied through the windswept shope of his hair
just at a different angle, His overall rounded shapes

and lorge eyes make him instantly sympathetic. His

clothes are modestly toillored, making him seem like
an ordinanyg boy rather than o pirote The boy's heod and body are similar in proportion

to the young oat's, but the down-turmed shopes

of his hair ond feotures give him o very different

EXPRESSIONS & POSING

| would like the pose for this character to
be fairly neutral rather than overly action-
driven. A lot of his emotion should be
communicated through his expression,

This pose gives a strong sense af the
choracter: he Teels out of ploce aond
( uncomfortoble, with his limbs in o slightly

protective postune that heel e b Sl hig r,tu}rg_

rather than a very dynamic pose that
seems less appropriate for his bockstory
and personality. | decide on o pose thaot
shows him looking wary and unsure of his
new situation, with wide eyes and one arm
raised, as if to ward off danger.

| will use this pose for rmy final design

This pose shows him wielding his dogger, but is for too oggressive for the
personality | want to show, His snorl and dilated pupils almost make him
look cot-like, which is an interesting throwback to the original choracker

Perhaps he has spent too much time with the pirotes?

213




CHARACTER PROJECTS

VALUE & COLOR

After trying some lighter color palettes, |
settle on o darker scheme that frames the
brighter values of his face with dark hair
that is olmost a stormy, muted purple-
black. | frame his bright, wide eyes with dark
eyelashes so the high contrast really grabs
the viewer's attention. | bose the rest of his
split-complementary color scheme on this
hair color, which makes the orangey-pink
skin pop ond his costume feel unified and

not ostentatious.

This complementary yellow and purple colos
scheme is very visually striking, but ogain,
does not perfectly embody the humble

bockground | hawe for the chorecter, as the

cobors aré too show y and wivicl

AV 4

A5
make sure the boy's heod and foce ane
the areas of the highest controst, while

the st of his .'-:.fll_, and Costume 15

with his young cot counterpart, |

closer together in tone

This s o clossic earthy polette of red-orange
with complementany green ond blue. However
| think wusing browns or mane muted hues Tor
ke costeme will make Bim SeEm mong :_-'-'_1|"u!!|_|

and workrmonlibkes

| settle on this palette for my finol design

with a darker complexion and darker boadr

thot makes his forms pop. The desoturoted
palette of his costume keeps the fotus on
thie charactér's foce, os well os making hirm

hi

feel o bt more '.'.-|_1':4':||:l.'_||_;|l_-!_| The big

focol point of his eyes 5 moade extro striking

by his unusual inses




FINAL DESIGN

The shipwrecked boy is now finished, and
| think he makes o strong oddition to the
crew. His design succeeds in toking the
familior shapes and proportions of the
original character and translating them to a

version with a completely different species,
personality, and bockstory. His pose and
large eyes make him look lost, bewildered,
and more than o little frightened, while the
mud and water on his foce and clothes help

SHIPWRECKED BOY

to explain his situation. | like that the design
is interesting enough to hold the viewer's
attention on its own, but also leaves room
for the character to grow as he adventures
with the crew of The Whiskered Wisp.

Final artwork © Shaun Bryant










ALIEN ROYALTY

BY MAX GRECKE

In this chopter, illustrator Max Grecke creates
a high-ranking alien villain equipped with a
protective armared suit.

- BABY ALIEN
« FERAL MUTANT
- HUMAN VILLAIN

Maox's style uses dynomic, fluid poses to
create o sense of action and personality,
even when the choracteris standing still. This
approach would work well for illustrating a
comic or designing for animation.

Poy close ottention to using recurring
details, potterns, and forms, and wusing
reseaich into real-life sources to create
consistency across characters of different
shaopes and sizes.




ALIEN ROYALTY

THE IDEA

"Alien royalty” are the keywords | start to work fromn. This character should be someone recognizably
an alien from another planet, with elements of technology or materials that ore not from Eorth. |
want this character to be a villoin: tall, dignified, and lanky to maoke the design more creepy and
alien. A member of royalty doesn’t have to be the ruler; creating o character of lower standing within
a royal family could be more interesting. | think about what ottitude and personality this character
could have, and decide he is a prince or relative to the highest royalty on his planet. He has less
respansibility, so he's something of a rebel ond doesn’t wont te be perfectly behaved all the time,
but still haos access to the best and finest equipment his race hos to offer.

Concept: A sci-fi character who is royalty in an alien race

AN ANCIENT

TALL, SKINNY,
ORGANIC RACE AND DEMONIC

SCI-FI, NON-HUMAN
A VILLAIN

ALIEN ROYALTY

il b

SOMEONE OF HIGH STATUS “::f:;:i::‘n’ A"':KES
BUT NOT THE ULTIMATE s
LEADER - PERHAPS A PRINCE
CONFIDENT PERSONALITY. DOESN'T NEED WEAPONS, AND
MAYBE A BIT OF A REBEL STAYS OUT OF MELEE COMBAT, 50

DOESN'T NEED VERY HEAVY ARMOR
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CHARACTER PROUECTS

RESEARCH

One challenge of designing an alien charocter
is to moke the design believable, with
elements that the viewer con relate to, yet

Apes are very humaonoed ond have o lotl of
troits thot | con exoggercte to moke them
“alien.” such s long, powerful orms ond feet
with opposable grosping toes. This could form
on interesting bosis for the alien’s onotomy.

still clearly of an alien race. This is perhops
why alien designs often lean towords being
onimal-=like, in oddition to hoving o lot of
humanoid elements. Studying some of these
miare recognizable elements, such as primate
anatomy and animal tolons, will enable me
to make the most effective design choices.

A younger ape fits o lot more with the tall
and lonky proportions | wont to use for this
chaoracter. In this study, | tiy W explore the >
shapes of the wiry arms and hunched body

N

The chorocter should look and feel evil and
villginows, Bringing n jogged ond sharp
design elements help to sell this idea eosily,
so adding some sharp claws might work well,

AN

Here | om exploding o sort of monster hand

which | really llke, and that might fit very

wel| for the choracter, It hos some relotoble
humaon elements but is still very primal.

30

to get o feel for how an ape works.

AN

This hos more of o "creature” feel to it, but the long

poim of the hond gives o strong flow to the arm

which would strengthen a design with exoggeroted

lirmbs, However, the very long clows might not it o
more sophisticoted, clvillzed alien race.

A

| really wont ports of this choracter to hove oo,
indicoting his role os o fighter, but not anything
recognizoble os armor from Earth. Nonetheless, | study
how our armor is buslt, os this will give me o foundation
from which | con start to think outside the o



THUMBNAILS

| imaogine the character as toll but somewhot
hunched over, adding an animalistic touch,
with long, lanky arms and legs. | use very
brood morks and motions to capture this
feel in my thumbnaoils, ond try to mix sharp
edges with long swoopy motions, especially

)

B
t

far the limbs ond big clow-like hands. Aim
to get a wide variation in your thumbnails,
even exploring some ideas thaot you're
initially not sure you might want - you never
know what might work out. A few of these

thumbnails are too scrowny, too bulky,

A,

/

2

ALIEM ROYALTY

or lacking in armor, but | have highlighted
the three thumbnails that | particularly like,
They show a mix of animal ond human
shapes, with threotening, jogged armor
and ape-like limbs and feet which will be o
strong basis for this villain,
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CHARACTER PROJECTS

BASIC SHAPES

Mow thot | hove chosen the strongest
thumbnails, | can start to refine what | want
from my final character by puzzling together
the elements that | like the most. Basing his
form around a lorge diomond shape will
draw the viewer's eye to his head and armor,
while his long limbs will add flow around it

| like the idea of this alien race having a love
for powerful armor and energy weapons,
yet being quite vulnerable without their
suits, and with relatively skinny limbs. This
would also fit the idea of o rebellious prince,
who is perhaps not a seasoned warrior,
but compensates for it with o bod ottitude
and the most expensive equipment. The
over-sized ormor seems like a defensive
threat disploy, making him look larger and
tougher; | like this idea of the chaorocter
having a vulnerable side without his armor,
but with it, he is an imposing, evil being

Q0

AN\

‘:_l‘.l,l-hrlg with o ‘.tll'_.-!'ll._'. core shope s imporont o maoke
the chamcter réod well, 1o moke the dr',.ll_qn |'|'1]|'I("Ir|'|IL
ond 1o expeess his personality, | vse o huge deamongd

shope, a2 it is pointed ond villainous, This will be echoad

throwgh his limbs to create flow

| fall iev rrecre debails o get o better grasp of the chometes
and 'IIII.'!I|I.J giwve hum oo foce Adding kg to the hood of
his suit mokes him leok menocing and evil, and olmaost

gives harm a regol crown which sugoests his rank
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As the design develops, some of the weight and
shapes of the torso stort to get bost, so | revisit thot
oren and |'r|'||'-:_|r" it 1o rescover the dromatic, over-%iied
proportions that | liked in the thumbnoils The muscular
arm& and legs are inspired miy ope research, thouwgh |
avaid making him too .'|I.Il||:|_ n keeping with the idea

that these akens ey heavily on thesr ormor

1 l g -\._\'.
x_i'.
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The character will weod ||:~|r|L_‘;|_'L chest armnor o8 his mam
cone of power, with a 1_|r__‘;|'1_ spocesut underresath. This
will odd to his ope-like butl olien sense of propaortan,

with o hunched bock and skinnyg limbs

A

| chisck the sithouette to confirm that the upper body hos

kept o strong diemond shape, end thot | have not lost
the clanty | started out with, | woubld like to add a tail

ta the design, but | do not indicate it here to keep his

sithoueite clear frtom the front



DETAILS

As | add details to the charocter, | wont to
show that he has advanced, fancy gear; this
race values its energy armor highly, and with
his royal connections, he would have the
best ormor there is. | therefore want to show
that it is ornomented with lovish details;

these ridges and lines clarify the hard, shell-
like nature of the armor, as well as adding
more flow to the design and drawing focus
towards his head. In the final version, these
patterns might glow with light or energy
to add an extra sci-fi aspect. In the profile

Here © o cutowoy view of the
chonacter with and without his armios
He is tall and kmber, and looks regal
ond intimidating with his huge toso
armar; withaut it, he ks more exposed
prehensile
N, feet, based on my earlier research,

ond onimalistic.  His

reinforce his ope-like gualities ond
add a non-human strangeness.

ALIEN ROYALTY

view, you can see that |'ve added o long
armored “tail” piece to his suit, which will be
mobile and add visual flow to his pose later,
This also ties in with the contrast between
the armor and the alien’s thin, somewhat
vulnerable body.

A\

This profile view makes it even
clearer thot the charocter uses his
ormor 05 something to make himself
stionger, and 1o look bigger and mone
threctening. The tail will be prehensile,
again making him seem animol-like,
while also suggesting the ormor's
odvanced alien technology. This view
also shows more cleorly that his regol

horns are, in foct, port of his swit!
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POSING

Posing a character weoring this sort of ormor
is o tricky port of the process, but | am able
to create o lot of variety with his long limbs
and tail. | really try to use all of the elements
of his design to make him feel alive. | need
a finol pose that shows he is impressive,
threatening, and capable in combaot.

N

The armar is a big part of this charocter,
and tells the viewer a lol obout him,
Showing him in o more defensive oction
stance, as if he is in battle, shows off how
he might use it. The feral crouch reinforces
his non-human nature, giving a clear view
af his armored tail and stronge feet. | will
use this pose for my final design.

This pose ks confident ond relaxed, which

is indicated by his whole body, such os his

loosely hanging arrm and long toil lyng on

the ground. He looks regal and imposing,

but it's net particulody sbvious that he is
o fighter or o very octive choracter.

ALIEN ROYALTY

Thie fun pose ulilizes every part of the
charocter's design, and the posture of the
arms and hands is akien and somewhat
creepy, However, it doesn’t indicate very
much about his rele and personolity
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CHARACTER PROJECTS

VALUES & COLOR

Throughout the design process, | usually
hove an idea of how | want the final design
to be colored, but it is important to explore
other options besides the first one | have in
mind. This ensures thot | do not miss out
on o better solution. When choosing colors
for the design, | keep in mind that he is a
villoinous chorocter, ond that this must
shine through in all my choices. | also wont
to create contrast between the skin and
armer, so that the key parts of the design are
shown clearly. The details of his armor will
also give me on opportunity to odd some
lighting effects, creating visuol interest ond
reinforcing the sci-fi setting he comes from.

| want the character o 6ok very
pale, but | olso like the reds | hove
used so far, so | by giving him
bright red skin.  Unfortunately,
this distrocts too much from his
armor, but | like how the purple
glow stonds out against his armor,
this could be something | con use
far the final design, ond is o less

abvious choice than my imitiol red

216

<

These are the coloes | pictured for the
character as | storted working on him
Thiey are quile desoturaoted, which
makes the glowing red elements pop

Black and red is o clossic villoinous

combination; dark, (goressinde, with the

high controst giving a sense of danger

Applying grayscale values helps me
to see the volume ond shopes mare
clearly, You con see where | have
cregted controst between his suit and
his skin, ond between his pole foce

ared the dark interiar of his armor

The character has on almaost reptilion
look to hem, with his armored shell and
lang tail, so | tny out a green-baosed color
scheme. Howewver, removing the striking

reds also rermaves his aggressne edge



FINAL DESIGN

The final color scheme combines elements
of my first and third ideas from the previous
page, moving oway from the clossic black
and red villain scheme to feature more
pink and purple colors that add a sense of
showiness to his armor. The overoll look is
still dark ond threatening, further enhanced
by his angular muscles ond jogged armor,

but the final palette does not rely on cliché
colers, making it more interesting.

Designing on alien character is always

tricky, becouse you may want to create
something ariginal, something thot no one
has seen before, but your design still needs
to be something that the viewer can relate

ALIEM ROYALTY

to. It can be difficult to convey o concept
such os "alien royalty” without olso showing
what an average alien of this roce looks like
(see page 60, "Keep your cast in mind~), or
drawing too much from our ideas of royalty
on Earth, but | feel | succeeded in conveying
this through his personality, pose, and looks.

Final artwork © Max Grecke
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CHARACTER PROJECTS

BABY ALIEN

IDEAS & RESEARCH

For this variation, | will design a baby alien,
based on my established charocter and on
understonding of how his race works. This
means not just making a young alien version
of thot roce, but octuolly maoking the some
charocter younger and keeping os much of
him recognizable as possible. The whole

The orginal chorocter’s defensive

ormar gets me thinking obout other

creatures thot use o shell or armor
for o protection, such os snails.

idea of this alien race already works well for
designing a baby or infont; | imagine them
using their shell-like armor as protection for
their weok bodies, ond perhaps they even

grow inta their suits in o wauy,

A

Boby tortoises and turties might olso
have something in common with the
snails | have looked ot. | want to show
how the alien's ormor octs almost os
« shell for his whaole body. These baby
creatures” iorge eyes are also o striking
feature that would fit & choracter of
this young age.

28

AN

| reseorched apes for the odult version of
this choroctes, 5o looking up some Images
of baby opes seems like the obvious thing
to do for this woriotion, This will help to
ensure that the boby keeps o strong
regemblonce bo his odult self. Baby opes’
huge eyes and small, wiinkly foces would
suit this design perfectly.

Baby opes have a lot of attibutes
thot | con use for this infont
creaturg, such os o loge, bald heod;
big, round eyes, and much skinnier
limbs than aon odult ope, with
proportionally lorge hands and feet.

Snails’ shells protect their vulnerable
bodies exoctly like | imogine my

alien rofe's ormos to do. Perhaps
| could wse o spiral element in this

design, i reference ta snoils, similos
to thas angulor shell,

N

| moke sure to research some further
references for the armaor, os thot is whot
| want the baby to be wearing or held
in. Like the odult version of the deskgn,
there moy be some overlopping, pointed
plotes to retoin o villoinous edge,



CHANGES

The most major choanges to this version
will be to his size and proportions, but |
rmust make sure thot he reads as the same
character. The armor will be emphosized a
lot more in this version, relative to the size
of his body, so | may focus on thot slightly
rnore than the character's octuol body,

The design of the suit underneath his
ormor could rermain similar to the adult
version, os it resembles o ploysuit,

which is fitting for o baby charecter

| mepd to keep some elements consislent,
5o thot it's obwvious that this is the same
choracter, while still béing its own design
Cultural aspects such os his armor design
ond patterns could help with this,

BABY ALIEN

I intend to keep the concept of
the chest armar, but it must be
adopled in some wiy in order
< to work for him o5 o boby.
Perhaps it could resemble mare

of a cradle or o pod in which the

baby is corred or tronsparbed.

The overall proportions of his body must
be child-like, with o large heod, honds,
ond feet, but they must olso suggest
what hie will ook like when he is much
obder, His limbs would still be ape-like, but
mich less developed and muscular thon

the fully grown odult, with softer shopes.

229




CHARACTER PROJECTS

THUMBNAILS

At first | imogined the character being
carried around by his armored pod, but as
| explore my thumbnails, | find it pays off
to try ideas that | did not initially plan for
I much prefer the thumbnails where you can
see his limbs, especiolly the one on the top
right, os it creates proportions that ore really
quirky and more dynamic. This is the one |
choose to work with.

BASIC SHAPES

My chosen thumbnail features both a strong
shell shape and distinct arms and legs
that will allow me to create a wider range
of poses. | want to use underlying shopes
that are similar to those of the adult alien,

Kn:-u_-p:nr:] the shapes consistent fram the adull verseon 15
impartont, but | give them o softer feel ond more child

like proportions, with a large meod ond smoll imbs. The
moin body is still o diomand shape, but his hands and

l##l aré now rounded

250

but moke concessions to the charocter’s
much younger age and more endearing
proportions. | will make the edges more
rounded and less angular, and also reduce

resemble the scrawny arms and legs of the
boby opes | covered in my research. The
relatively huge size of his hands and feet will
also make him look younger, adding to his

the athletic bulk of his limbs, making them  ungainly toddler’s stoture,

N\

He now resembles a shrunken-dovwn version of s adult When | see the silhouette, I'm glod thot

| chose this
self, with o diomond-shoped body ond even o little ppioach to the chorocter, compared 1o him just lying
wail, but the forms are more minimal and rounded to in o pod, The limbs add interest ond more opportunities
suggest his age. His orms and legs are olso straighter for posing
and skinnigr in shope, showing how he locks muscle

mioss o1 Lthis age



BABY ALIEN

In this side view, you con see where | have brought in
DETAILS some of the snoil shopes from my reseorch, odding
to the oppearance of o swoddled boby while also
This younger design leaves the chorocter's
foce more exposed ond readable, so
| explore this further as | develop the
character’s details. During my research, it
wos interesting to see how the foces of apes
and monkeys develop, with the bobies being
very wrinkly and thin, so | introduce those
elements of muy research to the design.

suggesting the ormor’s protective shell-like qualities.

Compared (o the odult charoctes, this version

con demonstrate o lot more emotion through

his foce and those big eyes. However, | don’t
wont him to look too cute, os he is still o >
villginous chorocter. My studies of boby
mankeys help me to find o balance between

loaking childlike and slightly creepy and alien

EXPRESSIONS & POSING

The thumbnail that | chose on the previous
page went against my very first ideo of
having the armor os a pod that can both
protect and transport the character, which
worked out to my benefit. Now that the
character hos limbs, ond con walk ond
stond, | con explore how he might interact
with his armor ond use it in different ways.

A

| like the idea of him hitching up his armor

as if to get ready for running, but it's hard to

N

This horks back ta my original idea of the balby being contained in o pod, but reinterpreted up the suit, 3o this does not really work

immediately tell by the pose thot he's pulling

for this more dynamic character, showing him curling up defensively and puiling in his
limbs, Presenting this tiny charocter protected by an aver-sized shell also suggests that

he s g baby of some impartance, which is appropnate far his printtlg rank
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CHARACTER PROJECTS

VA LU E & CO LO R The volue distribution will be similar to the

odult alien, with dark ormaor thot mokes )
The original character's color scheme was

already a strong one. However, going back
to my studies and seeing how different
some baby animals look from adults of their
species, | want to approach this version in a
new way by odding some patterns like those
that young animals often have. | also try out
some brighter colors to make the chorocter
more ployful, fitting his younger age, but |
try to stoy true to the original odult version

Thes polelte feoturez a lot of green, and
mos permaps moved too for Trom the adult
VErSION'S Codor. However, the g:gen:sh skin
could be o greot complement for o palette

with miore pink o waim codors, 5o | will adapt

it into the final design

the charocter's pole face stond out

This polette is lorgely similer to the original,

bt E!ii.::hﬂ'.l, rmigne calarbul, with the pnk I_:;_'lnu;_:
< MQre prgrminent This versson forme iy mair
basis for the final design, but | will mix in

some features from the cther palettes

Baby animaols often hove spots of markings
that they grow oul of in odulthood, so
| explose that concept here. It odds an
interesting but subtle new pattem to the

design, which | will use Tor the finol version



FINAL DESIGN

The finol design uses o mix of the strongest
ideas from eoch of the different color
explorations: the brighter colors make him
look younger, os does the freckled skin,
while his green hue complements the pink

ond makes him oppear frogile and alien
The design of his armaor is different from the
adult version, but still similar enough in color
and design to suggest that this is the same
character. The subtle, decorative patterns

BABY ALIEN

on his armor and suit add o touch of luxury
that suggest his rank aond importance. His
sleeping eyes and curled-up hands and
feet help to emphasize the more vulneroble
nature of the alien at this young age

Final artwaork @ Max Grecke
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VARIATION 2:



FERAL MUTAMNT

CHANGES

My initial feel ond idea for this variation is  of controst between forms, Many ospects
to make the choracter o big beast: massive  will have to be dropped or changed, such os
compared to the previous version, with large,  the clothing ond armaor, but | will aim to keep
scary limbs, but still keeping the core ideas  a similar sense of shape and color.

The olien prince’'s head wos protected

deepinside his armor in the aniginal and

baby designe. This will be a challenging

feature Lo translate Lo this feral version,
as he will not be wearing armar.

The arigingl character is already This will be o manstér version

quite intimedating, so  this of my orginal design, sa | try to

version has to be even rmore
g0, Emphasizing the horns and

spiky shopes of the originol

picture it os if the chorocter was
bitten by o werewall (or the alien

equivalent of onel. Whot wouid o

were-version of this roce look like?

could be o woy to do this

Itis important to keep the elements consistent
for this version os well, os it needs to be
recognizable os being based on the some
chorocter, Perhops | con adopt the original’s
lamg “tail” to be a part of this design.
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CHARACTER PROJECTS

THUMBNAILS

| want to keep the idea of a very heavy upper
body with thinner limbs coming out of it, as
that is the recognizoble core shape of the
original character. In my thumbnails, | focus
on explonng different postures and how this
creature’s anatomy might work, Would he
now be standing on two legs, or on all four?
I lean towards o guadrupedal design os it
suggests a more wild ond feral nature. | mix
varying amounts of gorilla-like bulk with
the sharp, scrawny visuol language of the
ariginal character. The head is tucked low
between the shoulders like the opes in my
research, also recalling the deep protective
neck armor of the previous designs.

BASIC SHAPES

As  with
character, the core body shape | use is a
diomond. This creates o solid but dynamic
sense of strength, sharper than a square but
heavier than o triangle. In order to ploy up

the previous wversions of the

The core shape of the or

ig nal chorQcter was o Iarr_;l:
diomand with curved limbs flowing out from it, which

Low Can See COrnes. throw gh this new verskon s well.

the impressive bulk and threatening nature
of this character, triangular and diomaond-
shaped elements will recur throughout his
body, framing his formidable muscles and
sharp, tapered extremities.

Az this chormacter doesn't have ony clothing or armos
elernents, | will need to bring more focus to the body
shiopes ond potterns, For example, his horms and spiked
tail hove o similor shope, r_||§ut|n|:| awisual |h|lllhm which

is also remiruscent of his orgenal armor

A

“5-!"f:i|".i_| the silhouetle confirrms that the

desgn Cormes
acinss as creepy ond dongerous, ond has a strong flow

to its shapes, so | consider it a success!



FERAL MUTAMNT

The face has nol been o prominent
D ETAI LS part of the sketches so far, 50 | want
to focus on it here, exploring how
Mow | can really push the similarities
between the original alien and this mutant
version. Here you can see the similarities in
contrasting forms more clearly, balancing

bulky shapes with skinny ones,

it works. | odd more details to the
hams, moking them resemble the
shapes and patterns of the ariginal
design more closely. The loage
fongs ore inspired by my research
into gorillos, and the overall shomp
shope longueoge of his tongue and
teeth complements his spiky heod,

The profile view has more of an animalistic look which makes
the character menacing, | reqlly exoggerate the chest areaq,

contrasting it with the thin waist, similor to the physigue of
< the arnginal design. The scoles ond ridges echo the orginal's
ridged oo design, ond the forked toll helps to lie the long

tail in with the horns ond spikes oround his heod

EXPRESSIONS & POSING

This character should feel even more
intimidating ond scary compared to the
ariginal version. While the original was mare
defensive, wearing armor to protect himself,
this mutant is highly oggressive and already
has all the armor he needs! | try poses that
emphasize his physical bulk and dangerous
clows, and menacing, villoinous character,

AN

This pose is more stealthy, os | try o domatic lop-down

if he is creeping up on his prey, angle to get more focus an the

which | feel coptures the danger character’s clows and foce, but

of the chorocter mare effectively it doesn't give it the sinister feel
| will use this for the final pose. I 'wont to convey,
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CHARACTER PROJECTS

VALUE & COLOR

For the chorocter's colors, | focus on d|_~1m]nq
the values and shapes to ensure the design
reads well, becouse there are no elements
such os clothes or armor to break it up,
only the alien's own skin tones. Thus | try
to keep the bose tones simple and organic
while using gradients and patterns to create
interest and definition

A

This fair y notural, neutrol pobette
doesnt beor enough resemblaonce to

the okl sions of the character

though it hos some strong detoils thot

pop, like the purple tongue and ayes

Thai palette hos o good bolonce
of meutrgd colors [such os the groy)
and nch colors (such as the purple)
thot are o strong eminder of the
anginol chamacter. The glowing stripes
and pale foce ore reminders of the
previous designs, while also calling to
miendd -1L:!If_lL'IUJ'; feEol-world predators
such os tigers. Dwill use this os o basis

far the fimal wersion

The overall tonol wvolue of the
reature s guite subtle ond
neutral, giving the impression
f @ more animal noture with
no Ccostume of omomentalion
Hawewer, when 1t comes RO
letoiling the final palette, adding

ome bright, alien skin patterms

will moke the design pop

N\

This color polette is willainous, almost

demonec, with its use of o fery red
uwnderbelly and red eyes However
It doms nol recoll the pale skin aond

purple hues of the onginal design



FINAL DESIGN

The final version of the choracter succeeds
in recalling the original design, while also
presenting something new. Features such
as the paole skin and purple palette bear
o resemblonce to the character’s original
version, os well os the stripes, toil, and

Final artwork © Max Grecke

horns, which are now integrated into the
mutant's body for a more wild, arganic
appearance. The tense, predatory crouch
and lolling tongue immediately convey that
this is 0 dongerous feral beast on the hunt,
Adding some specular highlights to the

FERAL MUTANT

fimal design enhances the sense of an alien
skin texture and musculor ope-like bulk. By
playing close attention to the choices mode
earlier an in the process, it becomes easier
to design without losing the spirit of the
ariginal character,
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VARIATION 3:




HUMAN VILLAIN

CHANGES

| want the humaon chorocter to hove the  ond alien elements will have to be changed,
same personality ond intentions as the so | must find other, more human ways
alien charocter, but set on Eorth instead of  to copture the some personality ond the
a sci-fi planet. Many of the overtly futuristic  almost demonic shope languoge.

This character will hove no narrative
connection to the alien universe, but

| want to use similor bady it's nonethaless impaortant to make

key elements thaot tie the versions
together, as they ore the “same”

person but in different settings

lenguage and facial expressions .
e show that this human version ) d . } ‘
has the some personality and :

villminous rele o5 the alien h- \ L "
e ? \

Manipulating his costume will be

oné way to achieve this

| will need to chonge the proportions

| will try to preserve os much as | o lot to moke the choracter feel

/
"n 7
o |

con of the onginal version's shopes human, so | con't exaggerate them

(spikes and curves) ond color palette as much os | did on the alien version.

(purples, pinks, ond meutrols),
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CHARACTER PROJECTS

THUMBNAILS

In my thumbnails, | ploy around with how
regal and formal or rebellious and casuol
he might look. | explore different shapes for
jacket callars or hoods, creating sharp ongles
or a strong digmond shape like basis of the
original design. Using sharp, angular shapes
helps to convey that he is o dongerous,
untrustworthy character, so diomonds and
triangles are a recurring element.

BASIC SHAPES

This character does not have the beastly
bulk or heavy sci-fi armor of the previous
designs. Instead, the villoinous nature of
this human is conveyed through recurring
triangular shapes. His overall physique
would be less ape-like and primal thaon o

| choose to déevelop the thumbnail thot's somewhot
hunched and mysterious, as the high callar is a visual
reminder of the originol design's protective shell-like
armioe. The very triongular shope, with much norower
arms ond legs, i olso similor to the menacing top

heovy structure of the alien.
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time

race of alien warriors; instead, he might be
a villain thot relies more on intellect and
cunning than physical strength, The sharp,
narrow triongles underlying his figure make
him look menocing and severe, and his long,
thin legs give him a sense of impressive

Hoving the very big collor works well, recalling how
the armor pieces looked oround the face of the alien
version. His hair is cropped short around his head, hike
the hooded suit of the originol design, His shoes look
expénsiig and sinister, ond echo the pointed shapes of

hirs ol

height without bulking up his physique too
much. The long shoes odd another sharp
triangular element thot ties in with the
homs, spikes, ond pointed extremnities of the
previous alien designs.

AN

The sihauetts I'|'E';1.'!Ij shaws The 5.I,r|;h|1|:_,] bolonoe of Igrgu-

and narrow shiopes, -:Jr||:|I|':-:._ and curedes, The ||:',rl:|'E ool
almost disguises his skinny humon figure, making
him look maore menacing. The maltiple sharp and
pointed edges convey the villoinous, dongerous ospect

of the chorocter



DETAILS

In the detailing stage | really focus on the
elements that will tie the human and alien
versions of the character together, finalizing
how the character's clothing looks and
suggesting that it works in similar ways.

My initicl sketch obscures the
character somewhat, so this detailed

we get to see what's under the jocket

framt view shows all his clothing, and >

as well, The textures ond patterns of
these slements will tie this charocter
together with the olien version,

EXPRESSIONS & POSING

| look back at some of the poses | drew for
the alien version, and consider how | could
translate some of them to this character -
maybe even trying the exoct same poses
with a human figure. The tail on the alien
design odded o sense of motion which | can
parallel with the long jocket.

This action-oriented pose shows
him as physicolly dongerous. His
stonce ond long coot olmost give
him the some shope ond stature as )
the allen. However, some aspects of

his costume would be obscured, so it
lesms its similarity in other oreas,

This is o theowback to one of the
unused olien poses, with a regal and
orrogont bearing ond simple angle
that shows the chorocter's pesture
ond every aspect of his design clearly,
I will use this pose for my final design

HUMAN VILLAIN

Here you con see his phuyskque and
costume more cleorly, without the
jocket. The loose, striped scorf is o
reference to the neck of the allen's
ormor. The fongy potterns on his
shirt are olso similar to the glowing
pattermns of the sci-fi armor, while also
making him look refined and wealthy,




CHARACTER PROJECTS

VALUE & COLOR

The color palette will really sell the similarity
between the alien and human designs, with
o dark outer shell and a brighter purple or
pink inside. When exploring colors, | keep
that core idea and branch out into different
options from there, using the choracter’s
occessories ond clothing potterns to odd
eye-catching pops of color inspired by his
alien counterpart,

This version hos eye-catching purple and

pink hues, but the earthier tones of the coot
and other accessonies do not have o sirong

association with the ariginol colar polette.

| use dark volues for the character’s pants
end jocket, as | did fioar I!':---l:-_':l".l_: ohien's
suit and armor. ond bolance therm with

e ghter values af kig shirt ond pela skin.

This polette hos a cogler feel overoll
with o blue jocket that recalls the alien

design, and a baght scarf that is veny eye-

cotching aogainst the newtral shirt oolor

This palette shows o fine balance between the
wanm, dark cobors of b ghart ond trousers, and
the cool Bue of his jocket. The hght-colored scorl
stands out well ogainst this shirt, byt is no Qreger
a vivid purple like the oniginal design; | w ill use this
overall polette as the basis for the finol design, but

intarpoaate ideéas from the other scarees as well



FINAL DESIGN

This final design is successful in transferring
the ottitude of a toll, impressive alien
to o skinny, villainous human. Carrying
across similar colors, patterns, and shape
languoge between the designs plays o
huge part in this, conveying the some
cunning personality ond sense of wealth
ond importance despite the characters’
different species and settings. The dark blue
overcoat, bright purple scarf, and ornate
shirt are directly inspired by the alien's
armor and glowing accents. The character's
pointed, angular facial features and severe,
arrogant demeanor help to communicate
his villainous side, along with the sharp,
dramatic shapes of his silhouette,

Final artwark © Max Grecke

HUMAMN VILLAIN
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Artwork € Simone Griinewald

BREAKDOWN GALLERY

In this finaol section of the book we will explore the creative processes of several
different artists, each with their own unigue stule, giving you some more ideas for
development techniques and workflows that you can toke forward with your future
character designs







SORCERESS

BY MARIE THORHAUGE

My key aim for designing this sorceress is to
make it clear she is o gothic character but
not necessarily a villgin. | want to touch on
these elements but also try to challenge the
concept by incorporating an extra spin into
it: | would like to odd on olmost sci-fi touch
to the charocter, which will come across in
her outfit and colors.

When you think of “gothic,” o black, graoy,
ond red color palette often comes to mind,
However, | choose to go with o pink, purple,

250

and blue color scheme for interest. Her skin
is very pole, and her hair has o groy tone,
so my palette still has a melancholic gothic
feel, but it is the less obvious choice,

When designing characters, it is always the
eosy solution to go with the sterectype;
you can draw any character ond give them
a stereotypical personality by giving them
o different outfit. For example, giving this
chorocter pale skin, o block robe, ond o
wand to create o gothic sorceress, or giving

In the rowgh sketch, | focus on
the pose amd onatomy, When
working in a very stylized foshion
like this, it is incredibly importont
to still respect anotomy, or the
design will not work.

Before moving on to cleanng
up the design, | paint roughly in
grayscale on top of the sketch to

test the feel of the charocter.

her blonde hair, o crucifix, and a stake to
moke o vampire slayer. Instead of doing this,
my fovorite part of designing is to re-think
a concept and approach it from another
ongle. Then the success of my design is
reliant on pure design theory ond technigue.




BREAKDOWN GALLERY

o W

N

Meow | make the final refinements to the shapes, lines,

ond details, such as the honds ond fociol features. As
this design 15 30 heavily stylized, | hove chosen to drow
it with 0 completely even line. A thin, flot line such as this
requires o very tight, decisive pose and anatomy in the
sketch, otherwise you run the nisk of “killing” the design
by stripping away the elements thot maoke the sketch

look appealing.

In this final imoge, | hove chosen o only outhing
where the chorocter's shapes overlop. This effect
gives a more three-dimensional feel to on otherwise
completely Mot design. Adding texture to her hoir also
makes the design feel mone organic, ceating contrast

with the very clean shopes and colors elsewhere

Final artwork © Marie Thorhauge
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COLLEGE STUDENT

BY SIMONE GRUNEWALD

Here my aim is to design o college student
chorocter carrying a bog ond books. |
start by giving the charocter o backstory -
nothing too detoiled, but one that will help
me to get to know the character. | envision
hirm as a shy member of a group of college
students who are the lucky few who have a
magic course, as they have magical blood.

| start by looking for o pose and outfit that
might be fitting. | consider adding o hot,
but discard it quickly, as it would lock too
extrerne on this mixed compus of wizards
and non-wizards; instead he will be dressed
like a regular student, but with a college
jacket that corries the emblem of his group.
My first version of the chorocter seems
confident, which | like, but | decide to try for
a more awkward and nerdy looak. | imaogine
he might secretly be in love with one of his
fellow students, which helps me to make
him more shy ond expressive.

My chorocter’s mogical group
isn't well respected; they ore
envied and get bublied o bit

v r

I'wont the chorocter to tell @ stony with his stance, expression, and details. The last version

{on the far rlgl'l'[] i slighthy too unhoppy, but ctherwise | om satisfied with the design
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| opply flot colors and some
5r'||_}:]I"‘||_" His calar palette is gquite
muted ond unossuming, but the
“Warlocks United™ patch stonds

aut and indicates his group.

| chonge his expression to one
that is maore soft and lovesick, and
odd some detoils ond occessonies

to flesh the choracter out,

| tweak the pose to make it mare
ewpressive, making the character
slightly more hunched ond shy.
The oronge earphones creote
interest ond complement the

green color of his jocket

BREAKDOWMN GALLERY

Final artwork & Simone Grinewald




SCI-FI ASSASSIN

BY ALEXANDRA FRANTSEVA

|
character and costume design, so when

nave alwoys been interested In
designing this sci-fi assassin, | instantly
start thinking about how | can convey the
character's story through their clothing
and accessories. | have to thank all muy
jobs in video games, where ortists hove
to keep in mind the size of the characters
on o screen, and be very careful not to
overdo the detoils so thot the whaole

figure remains readoble

was born and raised in
a giant cyber metropolis; it's likely he
mmixed

This character

would be birocial or race. His
costume would look not only futuristic,
but allow him to blend in with his urban
environment. He is quite young, with
a youthful, agile physigue, but giving
him a mechanical arm would suggest
that he hos clready been through a lot
in his dongerous line of work. In order
to emphasize the artificial noture of his
arm, | leave some “bones”™ out in the
open, Perhaps the limb is an unfinished
high-tech project that assists him in

his work

It is important to keep balance between
areas with

areas where the viewer's eye con rest

lots of wisual noise and

This is why | leave the lower part of
the character's flgum with little detail
compared to his face and upper body,
which are the focal points of the design

test poses, detoils, ond expressions

hove alwoys been

importont port of chomocter design for

wont to drow the vigwer's ottention towo

OES0%En © Rl

thie upper part of the Nigure. | test o4

might be oppropriote for his costume, s

sharnp triangle patterns
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by adding mast of the details to
il dela
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a dortk value structure, and rr-I.::.'.--.'i-Ilj unfloshy desian will

r
it

Painly shapes,

help to suggest o dongersus chomacter who i able to stealthily blend inwith

thee crowd, His comfortable clathing is unburdened by decorative elements

50 e would be able to move quickly

most
&0 |

s the

115 thak

Ich Qs



| expernment with values, wors, ond

contrasts for the design. Sci-fi designs

0 | test

tend toword colder po

bBoth a stefaol p cal hlue polette and

My fovorite

on unusuol et
seheme has o st rong controst bebween
the almost block codor of his coot. blueand
ed accents, ond the warmer golor of his
skin. This polette is striking ond suggests

a mare vibront futuristic setting than

the others.

v
3

P-'l_; firal dl;",lr_;.n repiesents mij
initial idea well, finding o balance
between the dork, shomp ports of
s outhit, and the lighter colors
ond womn tones of his foce
arnd hurmaon amm. The finol pose
convieys the choracter™s personolity
well, showing him os proud ond
confident in himsaf and hes

abilities, and prépaned for oction

BREAKDOWN GALLERY

Final artwork
© Alexandra Frantseva
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ALIEN MERMAID

BY LAURA “LAUMII” MULLER

When | start the choracter design process,
| think of o story thot | would enjoy
illustrating. Here | want to draw @ mermaid
character, but one that is alien from o
typical mermaid world. | begin by scribbling
around, trying out different shapes, colors,
gestures, and emotions. | do not worry so
much about anatormy or perspective at
first, ond just go with the flow, producing
what | call "spaghetti drowings.” It is easy to
change the design at this rough stage.

I starl off with some very loose line drowings and baosic
calgrs, trying Lo find on interpretation of on “alien
menmaid® thot | like. | wont her to come ocross o

whirmssal, proud, confident, and Invely
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When | find a design that really feels right,
| make a cleaner line drawing. In this case, |
choose the design with lots of bubble eyes,
which help her to spy on her surroundings,
I imagine them wobbling around when she
is moving, giving her an alien touch instead
of normal flowing hair. This stage is also
where | fix the choracter's anatomy and
exaggerate the initiol ideo further. | try to
convey some mermoid-like troits with the
lines, aiming for fluidity and vividness. At

this stoge | still change elements as | go,
such os the mermaid’s toil, which becomes
o flatter, thinner shape to balance out the
round maoss of her hair,

When choosing colors, | stick with an

underwater theme, using greens and blues
complementary eoarth tones ond
oranges. Giving her little fish componion
an orange touch also adds to the contrast,
making the main character stand out more,

with

The sketching stoge allows
me to correct mistakes |
made earker ond refine

ports Dwosn'l sure about



BREAKDOWN GALLERY

| choose a light green and

dork brown color schemea
that creales a  volue
controst between her skin

color and hoar

REMEMBER PERSONALITY
n't get lost in just making a character
Think of their innermost
them a

em with fee

If you are struggling to find

vey o character's p ality, try
a little companion, sidek ¥ Here is the finol clien mermioid
environmental elernent, which will help Adding the finishing details
to dictate how the character acts. at the end is the most time-
consuming part, but fun Final artwork ® Loura “Laumii” Miller
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ANIMAL SHERIFF

BY TATA CHE

For this project, | want to design a dog
character who is a sheriff. He has survived
in the Wild West for @ long time, and despite
his old age is still o donger to the bad guys.
He is not necessarily a hero, but he is o
good, trustworthy, silent character who you
don't want to mess with. | research images
of similar figures from history, such os real-
life cowboys, scouts, and Williom “Buffalo
Bill* Cody. | also draw some inspiration
from cinema, such as Jeff Bridges’ character
in Trug Grit. These help me to convey the
sheriff's personality and design his costume.

| choose a dog that looks middle-sized,
not huge; the bad guys won't see him as a
threat until they know him better! His tall
white hat makes him look fancy and gives
him authority, while his long block coat,
inspired by research, makes him look more
solid. The bright colors of his star and spurs
really stond out, immediately conveying
what role he plays and the setting he comes
from. Using triangular shopes and parallel
lines in his design and pose helps to make
him look stable ond severe.

| start by sketching different breeds
of dog to test out their personalities
and notural choroctenstics. A dog
with o mustache and beard would

work well for a Wild West ¢haracter



BREAKDOWN GALLERY

This neutral color palette
makes him  seem ke
neither a hera nor a wvillain,

but o more impartial figure

After choosing o dog breed, | make it
migte human-hike, dressed in clothes,
ond able to corry a weapon. | roughly
sketch the pose and Fill it with values

to see the shapes mare clearly

This design is drown in o grophical style, so the simple
shading | odd is quite decorative and ".l.,ils'Hd | odd )
detoils to his costume, oided tiq my ecrber research

Final artwork © Tato Che
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KENNETH ANDERSON

Kenneth Anderson is a charocter designer
and illustrator from Scotland, currently
working as a designer for children's television,

SHAUN BRYANT

Shaun Bryont is a visual development artist
with credits including Trolls: The Beat Goes
On! and Harvey Street Kids at DreamWorks
Animation

TATA CHE

Tata Che started her artistic career studying
decorative art, but alwoys had o passion for
storytelling and animation, Now she works

on warldwide animation projects.

ENRIQUE FERNANDEZ

Enrique Fernandez is an award-winning
artist with over twenty years' industry
expenence 05 a charocter designer, art
director, storyboard artist, and maore.

ALEXANDRA FRANTSEVA

Alexandra Frantseva is a concept artist for
video games ond animotion bosed in Kiev,
Ukraine.
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Luis Gadea has worked on charocters for
Angry Birds and The Lego Maovie sequel, ond
now works at Stellar Creative Lab on feature
films and other onimated projects.
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Max Grecke is a freelance illustrator ond
concept artist based in Sweden

SIMONE GRUNEWALD

Simone Grinewald started work ot Hamburg
gomes company Doedalic Entertainment
after finishing her studies in 2008, She still
loves working there, now as Head of Art.

HICHAM HABCHI

Hicham Hobchi is o concept artist ond comic
artist whose credits include projects with
Blizzard Entertainment ond Riot Gomes,
such os Overwatch ond League of Legends.

IDA HEM

ldoa Hem is a chaorocter designer and
visual storyteller working in the animation
industry. She has worked for clients such as
Mickelodecn, DreamWorksTV, and Universal



AMANDA JOLLY

Armanda Jolly is a choracter designer for
animation, and hos worked for companies
such as Sony, Warner Brothers, and Disney

She watches too much TV,
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IRIS MUDDY
Iris Muddy is an illustrator, concept artist,
and whimsical forest pond creature. lris works
in games ond onimaotion, and also enjoys
photography, storytelling, and adventuring

LAURA "LAUMIIM MULLI

Laura "Laumii® Miller is a freelance illustrator
aond concept artist from Germany, with o
passion for children's books, animation, and

everything heartwarming and cheerful.
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Varun Mair is a freelance character designer
and wvisual development artist currently
based in Pans, France

STEPHANIE RIZO GARCIA
Stephanie Rizo Garcia is a charocter designer
based in Southern Califernia, She has worked
with clients such as Disney, Worner Bros.
Animation, and Interscope Records

Kévin Rouollond waos born in MNice, France,
and hos drawn since his childhood. Kévin
alse loves cinema, something his mother
passed on to him ot a young age
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Marie Thorhauge is a character designer and
visual development ortist who was Heod of
Design ot Cartoon Saloon before starting her
own one-woman company in 2015,

Artwork ® Enrique Ferndndez



you're looking for further resources to help you develop your character design expertise, take

0 look ot some of the other titles ovailable in the 3dtotal library. If you want t evelo]

= 5 = : 3 Lo o
particular style, try Beginner's Guide to Creating Manga Art or Beginner's Guide to Comit

Art: Characters. |F 1 are looking for genera inspiration and advice, Sket: ning

from the Imagination: Characters feotures a look inside the sketchbooks of

fifty artists, while The Artist's Guide to the Anatomy of the Human Head

examines the skeletal and muscular struct of the | 1 and how
to copture expressions and emaotion in your artwaork
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Artwork € Shaun Brigant

Zdtotal Publishing is o small independent publisher specializing in inspirational and educational resources for artists
QOur titles proudly feature top industry professionals who share their experience in step-by-step tutorials and quick tip
guides ploced olongside stunning artwork to offer you creative insight, expert advice, ond all-essential motivation.

Initially focusing on the digitol art world, with comprehensive volumes covering Adobe Photoshop, Pixologic's
ZBrush, Autodesk Maya, ond Autodesk 3ds Maox, we have since expanded to offer the some level of quality training
to traditional artists. Including the popular Digital Painting Techniques, Beginner's Guide, and Sketching from the
Imagination series, our library is now comprised of over fifty titles, @ number of which have been translated into

different languoges around the world

Zdtotal Publishing is an offspring of 3dtatal.com, a leading website for CG ortists founded by Tom Greenway in 1999



$36.99/£24.99
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Delve into the vibrant, exciting world of character design with Creating Stylized
. ‘ Characters! Join professional illustrators, animatars, and comic artists as they

; ’!\\ demonstrate how to exoggerote form ond proportion. Sharing in-depth
N and industry-informed knowledge of creoting fun and memaorable

\3";, characters, this book teaches essential creative skills that are

a applicable to both digital and traditional medio. Learn how to
-

design exciting heroes, villoins, ond monsters, as well as about
key concepts such as gesture, color, poses, and expressions.
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