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FIRST YOU START WITH A BODY

Whatever vou do, do not try to draw your
cartoon starting at the head and working
down. It iy a pood den to thunk of draw-
ing 1t in the same way as if yvou were
getting dressed. You would not put on
vour shoes first and then try 1o get your
socks on. You put on your clothes in the
correct order until vou are fully dressed.
It 15 the same with drawing a cartoon
There is no short cut to doing 1t. You
start with the basic construction and then
butld on 1t unul you have a complete
drawing

‘This secton describes how vou build
that first, basic construction. You should
make these drawings on thin layout paper.

@ Heads are generally egg shaped, so
draw an epg

sausage anms

@ Put in a neck.
e Draw a rectangle for the bedy

For the arms, draw in two sausage shapes
with Har ends, the lower ends reaching to
where the top of the legs will be

Dreaw 1in two more sausages with flat ends,
and make them a bit longer than the
artns, These are the legs

Drravw two mittens, thumbs inwards, on to
the ends of the arms. You have drawn the
hands

Simila
to the

o for feet, draw two flar ovals on
nds of the legs.

Now we can start 10 make the body
look better. At the moment, the shoulders
look as though there is a coat hanger in
them, so slope them down a hittle, Malke o
waist, too, about half way down the rec-
tangle. Look at vour own arms. They go
in a little at the elbows, and in again at
the wrists. The legs, oo, should go m a
litde at the knees and ankles. Male the

nutten hands

weone

,ﬁg,mor;?
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ovil. plate feet

legrs meet at the top where they join the
gle.

w vou are thinking that you have
never seen a real person who looks like
your drawing, This 15 where you use your
light box. Take this first drawing that you
have just made, lay it flat on the glass,
and put another sheet of paper on tap.
With the light switched on vou should be
able to see vour first drawing clearly
through the rop sheet.

sioping shauidars

jainted arms and legs

=berter figure through on to your new

It you want to have another go at i,
talee another sheer of paper and trace a

sheet. If you are stull not happy, simply
try again, and again. as many times as vou
want iy

B

LIGHTEBOY

When vou are finally happy with vour
basic constructon, you will have a sound
iden of how 1o start draswang a figure. Do
not forget proportions: the head should fit
1% or seven times into the overall height
of the figure,

Naw you can also see how useful the
light box is. By tracing over your old
drawings, you can make clean, corrected
drawings without the mess ol rubbing out
all the ume.




LET'S FACEIT

MNow vou have a good idea of how o
busld up the framewark of the body, iy
tme to go further. Let’s start with the
face

All you need 15 a series of virdles, one
circle for the nose and two for the eves.,
Put in a line for the mouth. Now vou
have to decide what kind ol person vou
wani this fgure to be

Why not decide 1o draw a big, fat,
happy man? So, draw a big smile where
you had a straight line before: He really
looks happy

Flere’s an cxample of @ smiling face
going through @ seres of moed changes:
sad, angry. surprised; laughing,

downturned eyebrows and mouth indicate sadness

what an angry facel note the frown and the shadows

surprisal surpaise! arched eyebrows and the dot moull

Once you have drawn vour basic con-

struction, you can do whatever vou like
with 1. Change the shape of the nose
Then change the ry moving the
eyes closer together and then further
apart. Try the mouth. Make 1t very wide
Now make it very small. Tty different
hawrstyles. Put moustaches on some ol
your men. Add a pair of spectacles. What

about some freckles® And, don't forger 10
mave the eveballs around

Now iry changing the shape of the
head. You can sull begin with a arcle
but, once you have done that, make 1t
wider at the top and narrower at the
bottom. Then try it the other way round
You can spend hours imventing different-
looking people.

e

A PERFECT MATCH

big tummies ook funny

s0 do thin
legs and g leet |

OF course, o cartoan is nat just a face
There as a body attached to 1. When vou
draw the body, remember to try 1o carry
the personahty shown in the head through
to the body. L vou have drawn a far,
smiling face, put it on a fat body. And a
werrd-looking face goes on a weird-
loolang body. Put m the basic construe-
tion and then, over the top on thin layout
paper, draw in the kind of person you
want, using the light box

the bare hones

When you have decided on your body,
put on the kind of clothes vou think will
suit the person. If you have drawn a
voung person, dress lum or her in ap-
prapriate clothes such as sweatshirt, jeans,
and temners. Older people could look very
silly in jeans and sweatshirts, so vou
might dress them mare formally. On the
other hand, you might want to make them
look silly on purpose!

Don't forger hands and feet. You can
muake them both very big, indecd, and
hands and feet can be very expressive.
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ZUUM/NG Al UNG f Bt here's what a cartoenist would driw exagnerats the body s angle

I 2 if he or she was told 10 draw the same
S0 Lar, vou have drasn your tigures so When you do the buasie construction, 2 uction ~
that you are looking at therr fronts. And always draw in the whole arm or Jeg il
they have been stationary ‘Then, when vou come to trace over the
Now vou have to make the drawing construction, just leave out the bits that |
turn. “This will mean that an arm or a leg vou won't see B[;'.;Ec':"

1 will be partly lidden behind the body
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Experiment with your stick people. Make

[t 15 quite casy 10 make a figure move stick figure 1n that posinon. Using this ; thein do all kinds of different tvpes of
Start by drawing a stick figure walking figure as vour ‘model’, draw a cartoon actions, and then construct your cartoans
along. Think about the way you walk. figure In a suntlar pose. Now try o make | around them,
Nutice that vour left leg moves forward the stick figure run and, using 1t as your : i

together with vour right arm. So draw the  model again, draw the cartoon.

1 In general. to make their pomnt, car-
toonists draw very extreme action. For
example, 1§ the figure s running, it should
be really zooming along. So vou should
emphasize the acton

Here 15 what you would normally do il
vou were running along,
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! HBW 7-0 DRAW /V 5 5 o not be put off by being taced with
! 14 !MA[S having to draw an animal. As with the
! The method for drawing animals is ¢x- Jpeople vou've already drawn, once you
actly the same as the one used for draw- . 1 have the basic shape of your creature, vou
ing the human figure. Taking into account maka sure your pagor is the nght shape | can then help yoursclf by looking in a
e obslons i b T vwaloig book at a photograph of the creature you
antmals that we all know, vou can use this meedrsing:
method 1o deaw almest any ammal
As with the human figure. start with
the body:
s ] V
Phen add the head, neck, and legs i
If the ammal has a tl or a trunl, now 1s
the time to put them in
-
5 o
Il [

bulging eyes and nostrils
look wery comical

You can use the merhods we have al-
ready talked about to change their expres-
sion; after all, most animals do have two
a nose, and a mouth.

You can even make up some weird-
Inoking animals of your own.




CRASH! BANG! WALLOP!

Althaugh your cartoon is beginnng to
tuke shape. it sill needs more action o
bring it to bfe. There are varions “tricks
of the trade’ to achieve this

Running

FEET OFF THE GROuND Lﬂ‘——b—‘—'ﬁ-‘

Sudden stop
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Falling

—

Ihtting semething with something clse

Do
'3

Being blown up

Falling face down in mud, on a hard
surface. i something unpleasam

pYun

Diagonal lines and a silhouette

are effective here

ST PSP SN

| HAND LFTTERING

i Lettering by hand is an art mn iself. In
vour hbrary, vou will find whole books on
just this subjeet. Here are a few casy wiys
to mclude lettering in vour cartoon

CAPTION LETTERING
Look at any strip cartoon in a conme. You
will notice that all the lettering in the
balloons 1s very gasy to read. Bven i 1t
looks as though it has been lettered by
hand, these davs, much of 1t 15 done by
computer. Also ‘instant” letternng 15
avatlable from many shaps. Many
cartoansts prefer to letter therr own work,
howeyer

There are no rules about what kind of
tvpe vou should use. You can make 1t all

capitals, or you can use capitals and small
letters. You can make it raman cupright)
or italic csloping

{raLic Roman
CAPITALS

Provided vour lettering 1s very clear, vou
can decide for yoursell. Always rule in
puidelines in penail first. Now, still using
a pencil, write out the caplion o see how
it will it in the space available, When you
are happy with the look of i, finish it off
ik or 10 fine felt-tupped pen

WHAT'S GREEN,
SLIMY, AND ERTS
i CARROTS 7

difference betwee

porridge ?

| dor't know | What

is green, skimy, and

eats carrots Mmay
lask 7

six old men and two
plates of old cold

L. ]
SOUR BROTHER !

Hoi! | heard
that: fr ot greer
slirmty ard - cor!
w_yurr?! carrotsd

ALWAYS TRY AND MAKE
THE SPEECH BUBBL-E coME
DIRECTLY FROM THE MOUTH

n
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SQUND LETTERING

T'he other kind of lettering that is used in
cartoons 15 what 1 have called ‘sound
letrering’. “This lettering simply adds to

can draw the lenering in any way yvou
swvant, provided you can read it clearly
and that 1t conveys the word or action

the elfect that you are trying to draw. You  that you are describing




ANIMATION

Anmimation s quite difierent [rom drawing
‘cartonn dlustrations”. Animated cartoons
are very expensive and take @ great many
expertenced people a lot of ume o
produce

2, 0 -
The action. At first, choose a
simple action. Then, once vou can see
how it works, you can make more
complicated pictures. Perhaps you
“There 15 a way that you can malkse yvour ANt could decide to show a4 man w alking

own ‘moving” pictures that 1sn't expensive (j@S} along and then falling over a brick.

at all. And, with the help of vour friends.
you can have lots of fun. You can cer-
tamly make a moving piciure on your
own. but it 15 quicker at there 15 another
pair of hands to hielp. The proc s very
casy, but you must do it in the night
order. You will need your hght box.
cartridge aor quite snff paper, and a fel-
npped pen

i

Draw a rectangle in the middle of o
sheet of paper and tape 11 o the top of
the light box. Draw a grid.

Plan your sequence of actions. For
example, how many steps should the
man take before he reaches the bricks
How will he move when he falls over
the brick and then lands on the
pround?

9

¢

50mm

You have decided that the man talkes
four steps up o the brick. So you
must amnite one step and then repeat
1t three more times

|
cUT 25 PIECES OF CRRTRIDGE
TO THE SIZE oF THIS GRID
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ANIMATION 2 | GRB SHEET

will be slow, less steps and the move-

ment will be quick. Decide that the ‘
man 15 moving quickly, and put in five LigHTBox 150mm —
steps. Draw the first movement, the
Now, break the one step by deciding last movement, and then thetheee bRy
how many movements will go inta terween. Repear this series of draw- rkDRﬂ;w i -:
cach step. The general rule is that, if ings three times for the three steps | 0N THE GPID SHEET :
you put in mare steps, the movement |L/ | Tomm
! I
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K_CARTRIPGE PRPER
PLACED OVER THE GRID
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[f % i START YouR FIGURE WELL
' % IN FROM THE EPLE TO o
1 RLLOW FOR BINDING.
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ADD A NUMBER To EACH SHEET.
YOuR PRAWINGS pusT GE N
Youl CAN PUT THE CORRELT ORDER.
IN MORE )
:F‘:l;; IF woul So that the acuon fdows smoothly,
take care to place each drawing exactly
TN over the one before, 11 1t helps. draw
HOVEMENT L L I L 0., two parallel lines, and then place your
wi-L 38 @ figure between these hnes
SMo0THER. =




ANIMATION 3

and then pat in the last action. Now, Y
divide the sequence snll further, and
draw what vou think the Bgure will
9 look like in the middle of the fall, That
It 15 a hule more complicated to make done, you can add one or two more
your man fall over the brick and land stages before and after this central
an the ground. Draw the fust action, action. That's the job completed

1

MIDDLE aTEP

RRSEaTER LAST sTEP
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FIRST STEF LAST STEP

Do not try 1o draw complete cartoons
when you start vour ammation. Juse draw
simple stick people, and concentrate on
the method of doing the animartion
sequence. When you feel vou are happy
with the method, you can concentrate on
drawing more interesting cartoons.

Animation s great fun, and you can
bring in vour friends to help you

MIDDLE STEP
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| BAE‘/(GHUUMDS B > - 5 The background to a cartoon is just as  of the background is identical from pic-
: < l important s the central figure, s do not e w pueture. If vou change the angle,
Backgrounds in cartoons, especially i e GEEPT < % disregard 1. 17 you are going 1o do a then the background will change, but the
cartoon films, are art forms in themselves. |9 ;;_c:ul‘m’ : number of drawings involving a character  detail will stay the same, scen from a
They can create a lot of atmasphere. 11 moving around against the same different angle, so that the central charac-

background, make certain that the detul rer 1s always clearly visible.

vou ook at the background to the next
cartoon film that you see, vou will notice
t that great <kill and care have been put
mto 1t to create just the destred effect

THE BACKGROUND
CoLOuR CHANGES
THE WHOLE
ATMaSPHERE

of THE PILTURE.

NoTE Twal 5
ALl THE PETAILS
aF THE GIAL'S DRESS
STAY THE SAMIE.

how important they are. Be sure that the
baclground never overpovers the main
figure. Use either paler calours or very
much darker colours,




