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WELCOME TO...

HOW T0 DRAW

COMICS

THIS IS A SPeECIAL FREE DOWNLOADABLE BOOK, MADE FOR YOLING
ARTISTS IN SCHOOL OR AT HOME, IN WHICH YOU WILL CREATE
CHARACTERS, COME LUP WITH STORY IDEAS, PESIEN WORLDS,
LAY OUT PAGES, WRITE DIALOGLE, AND DRAW YOUR OWN
MINI COMIC STORY!

HOW TO USE THIS BOOK:

CHILDREN, TEACHERS, PARENTS AND CARERS! PRINT THE
BOOK OUT (RECOMMENDED), OR WORK FROM A SCREEN.

E wheN you

THE COURSE IS DIVIDED INTO 10 DAYS, wWiTH ue TO FIVE
SESSIONS PER DAY. YOU CAN WORK THROUGH IT ALL IN ONE
€0, OR SPREAD IT OVER A LONEER PERIOD. EACH SESSION HAS A
TUTORIAL AND AN EXERCISE.

RECOMMENDED AGE GUIDE:

CHILDREN AGED 5 - 7: WORK THROUEGH THE BOOK WITH AN ADLILT
WHO CAN HELP EXPLAIN EACH IDEA TO YOU.

CHILDREN AGED 8 - 10: WORK THROUGH THE BOOK ON YOLUR

OWN, OR WITH A FRIEND. YOU MAY NEED A LITTLE HELP FROM AN
ADULT AROUND SOME OF THE MORE COMPLICATED IDEAS.

CHILDREN AGED 11 - 132 WORK THROUEGH THE BOOK ON YOLIR
OWN, OR WITH A FRIEND.

EVERYONE ELSE AGED 14 AND UP: ALTHOUGH THE BOOK IS
DESIEGNED FOR YOLINGER READERS, THERE ARE LOTS OF IDEAS AND
TRICKS IN HERE YOU MAY FIND USEFLL/ /

I HOPE YOU ENJOY IT/ é’ 9,



THANK YOU FOR USINEG THIS 800K, PLEASE SHARE IT WITH
OTHER FRIENDS/EDUCATORS/PARENTS/CHILDREN, SO THAT
IT MAY BE USED AND ENJOYED 8Y AS MAY PEOPLE AS
POSSIBLE.

WHILE THIS IS A FREE RESOURCE, DESIEGNED TO BE PRINTED
OuT FOR USE IN SCHOOLS OR AT HOME, PLEASE NOTE THAT
THE REPRODUCTION OF THIS 800K FOR PROFIT OR MASS

DISTRIBUTION 15 STRICTLY PROHIBITED, ANO THAT THE
RIGHTS REMAIN WITH ME, THE AUTHOR, AS DETAILED AT THE
FOOT OF THIS PAGE.

PLEASE RESPECT THE SPIRIT IN WHICH THIS FREE BOOK

OF IDEAS HAS BEEN CREATED, 1T IS THERE FOR EVERYONE
TO ENJOY.

& WANT MORE? Y

WE POST 100°S OF ALL-AGES WRITING
AND DRAWING TUTORIALS UP ONLINE

EVERY MONTH FOQ F REE.
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WWW.THEETHERINGTONBROTHERS.BLOGSPOT.COM

How to THINK when you DRAW JUNIOR: How to Draw Comics is an ETHERINGTON BROTHERS BOOK
Text, Illustrations and design copyright® Lorenzo Etherington, 2020

Other than for non—profit use in schools and al home, no part of this publication may be reproduced,
stored in a retrieval system, or transmitted in any form or by any means, electronic, mechanical,
photocopying, recording or otherwise, without the prior permission of the publishers.

The right of Lorenzo Etherington to be identified as the author and illustrator of this work has
been asserted in accordance with the Copyright, Designs and Patents Act 1988,



HERE'S AN EASY APPROACH TO PLACING THE
FEA TURES CEYES, NOSE, EARS AND MOLUTH> ON
youe CHAQACTEQ 's HEAD.

HALFWAY

O - -
VEQTICLE LINE 5

DRAW A RPOUGH
CIRCLE AND HORIZONTAL LINE

C©

QD
o8y
EYES 0O ON 5 ‘Q

TIP OF NOSE cOES BELOW
VERTICAL LINE EYES ON HORIZONTAL LINE

5
NP =

MOUTH IS RPOLGHLY THE SAME PLACE EARS BETWEEN

IOTH AS THE CENTRE OF THE MIDDLE OF EYES AND
" EyssN TIP OF NOSE




7% ANGLES

NN IN COMICS, BEING ABLE TO DRAW YOUR CHARACTERS
i FROM LOTS OF DIFFERENT ANGLES 15 REALLY 2

USEFLIL. REMEMBER, THE HEAD 15 A 317 SHAPE.

n
[
[ |
1
) --‘-h m
1

a_[f: WE TLUPN IT IF WE TILT IT UP
aIMAC%INE THE TO THE SIDE, OR DOWN, THE
CIRCLE IS A THE VERTICAL HORIZONTAL LINE
SPHERE, OR LINE WILL WILL APPEAR
BALL APPEAR CLRVED CURVED

PEMEMBER,
K
@ G j) O Ut/

3 o

AS YOU KNOW WHERE 5 i ! ...You ¢
THE FEATURES SIT DPEW '[‘[-?Er-.~r g&%‘g
ON THE LINES... LOOKING Up!

EXTRA NOTE:

IF THE EYES ARE CIRCLES
WHEN WE SEE THEM FROM AN @

ANGLE, THEY BECOME OVALS!



ANGLES
CEXERCISE SHEET

TRY DRAWING A FACE ONTO THESE DIFFERENT ANGLE TEMPLATES:

S

EXTRA EXPERIMENT! tey
DRAWING THE TWO LINES
AROUND A TENNIS BALL, AND
LOOK AT HOW THE ANGLES

CHANGE WHEN YOU TURN IT
IN YOUR HAND,

X,

N

. | '
.i'.,_‘__ .




¢ . DIFFERENT
lllll Up.<% FEATURES

» ALL FACES ARE DIFFERENT. AND IN COMICS HAVING A WIDE PANEE
g OF CHARACTER DESIENS MAKES IT EASIER TO TELL THEM APART!

NOSES: S’E S | E f:.— @




DIFFERENT
FEATURES

Xt CHANGING ONE FEATURE
MAKES A TOTALLY DIFFERENT
FACE!

ORAW FOUR DIFFERENT NOSES ON THESE HEADS: w
. ORAW FOUR DIFFERENT PAIRS OF EYES ON THESE HEADS: ’Q’

S—
—
S
—
o
—_—
S
—

)
)
)
()¢

. oRrAW FOUR DIFFERENT EARS ON THESE HEADS: W



IT'S TEMPTING TO DRAW HOWEVER, SINCE COMIC HAIRSTYLES ARE

HAIR STYLES AS LOTS OF VITAL FOR HELPING US RECOENISE EACH
SINGLE HAIRS, BECALISE INDIVIDUAL CHARACTER, TRY DRAWING THE
THAT'S WHAT THEY'RE MADE OVE RALL SHAPE OF THE HAIR FIRST:

UP OF IN REAL LIFE’

\\)l@@ [ﬂ

THE BETTER/

68

DRAW SOME CIRCLES,
AoD SIMPLE HAIR
STYLE SHAPES TO
THEM THE WILDER



N\How 1077
‘\ 'l ]

= WHEN YOU 4

7R NOW YOU HAVE SOME HAIR STYLE SHAPES, ADD IN A
FEW INTERIOR LINES, THINKING ABOUT THE DIRECTION

r THE HAIR GROWS!
ADD SOME
THINK ABOUT
SHAPE 1 INDIVIDUAL
HAIR DIRECTION HATR LINES




SHAPES

CHANGING THE SHAPE OF YOUR CHARACTER'S HEAD, IN
PARTICULAR THETR JAW. WILL TOTALLY ALTER THEIR LOOK.

YOU CAN USE
THE CROSSED

LINES TO PLACE
youe

CHARACTER’S
FEATLRES,
JUST LIKE YOU
PID WITH THE
POLIND HEADS.




SHAPES

DRAW A ROUEGH RECTANGLE ON A PAGE, AND FILL IT WITH AS MANY
PIFFERENT HEAD SHAPES AS YOU CAN, FITTING SHAPES INTO

EVERY SPACE. 1

QMO0

ADD FACES TO YOUR POLINDED ANGLILAR

HEADS. TRY TO MATCH  FACE= FACE=
THE OVERALL RPOLINDED ANGLLAR

SHAPE OF THE FEAT uE’ES FEAT UE’ES

FEATURES TO THE

SHAPE OF THE HEAD.

ANOTHER DRAWING EXPERIMENT - QUICKLY SKETCH A SET OF
SIMILAR FACES ON A PIECE OF PAPER, THEN ORAW THE HEAD
SHAPES AFTERWARDS.

LOW ;
LEAVE |

PLAY : P
SPAC WITH THE . + HIeH
P POSITION OF *
THEM/

THE FACE ON. _**ees*"

THE HEAD q



NS 1 - EXPRESSIONS
RN ey s MICS, WE @ET TO NOT ONLY WRITE ABOUT HOW A
p CHARACTER FEELS, 8UT WE GET TO SHOW [T TOO.
SOME FACIAL EXPRESSTIONS ARE
%féﬁrgﬁé ff,-’ OBVIOUS. WHILE OTHERS CAN HAVE
HAPDY/ SEVERAL DIFFERENT MEANINGS.

e) ANERY? d
Y ()

REPLLSED?

o

WRITE DOWN ALL THE DIFFERENT MEANINGS YOU CAN
THINK OF FOR EACH OF THESE EXPRESSIONS: )

N




EYES o
EYEBROWS

> ONE OF THE BEST WAYS TO SHOW HOW YOUR CHARACTERS ARE
FEELING 15 WITH THEIR EVES.

g EYEBROWS HAVE A "THROUEGH LINE” ALONE WHICH
ﬁ

BOTH BROWS PLUN

2 = e e
THINK ABOUT
\/’? HOW THE
e "SQUASH” THE
L’ EYES/

BECAUSE THE EYEBALL IS ROUND, /'\ c: A
WHEN YOUR CHARACTER LOOKS TO G ; ﬁ
THE SIDE, THE PUPIL BECOMES AN V. O C!
OVAL. a - BETTER/ 5
w EYES A

LITTLE TOO ALWAYS AN
ROUND OVAL AT EDGES/

ey THINNING, OR N
PUTTING A BREAK

IN, THE EDEE OF THE o\ o\ o\
EYELINE WE CAN E Sl E ) E : p E ': | p
MAKE THE EYES FEEL

LIKE THEY'RE REALLY E’ - gl C’ "

LOOKING HARD: THIS ...BREAK EYE EVEN CLEARER
WORKS, 8UT... LINE/ DIRECTION/



« EYES o
2 EYEBROWS

LET'S TRY TO EXPRESS AS MUCH AS WE CAN,
JUST WITH EYES! oraw SEVEN PAIRS OF
HEADS, AND TRY TO COMMUNICATE THE
MESSAGE ABOVE EACH PAIR, BY ONLY

DRAWING IN THE EYES!

THESE TWO APRPE
SUQPQISE'D TO SEE E‘ACH
OTHER

() OOO

@ sy rHese Two age soTH
5CAL?ED OF SOMETHING

OO OO

E WANTS TO ASK D A
THESE‘ TWO APE IN LOVE DIFFICULT QUESTION

O OO0
U O O

A IS SCARPED OF B.
B DOESN’'T KNOW WHY




WHF:N DRAWINEG MOUTHS, YOU CAN CREATE LOTS MORE
PERSONALITY 8Y USING ASYMMETRY.

WHEN A MOUTH IS 8UT, YOU CAN MAKE THE SEE THE
SYMMETRICAL, IT IS MOUTH ASYMMETRICAL  DIFFERENCE?
THE SAME ON BOTH (DIFFERENT ON EACH

SIDES. SIDE) BY ADDING A Q

TILTI

... OR BY HAVING
THE MOUTH SHOW
MORE ON ONE

SIDE THAN THE
g OTHER:

ALS0O WORKS
WITH MOUTH
OPEN WIDER
ON ONE SIDE
THAN ON THE
O1THER...

sl THE
TEETH wiLL

PEMAIN q
STRAIGHT/



0 A R,

WE DON’'T JUST FEEL ‘HAPPY’ Or “SAD” -
THERE ARE DIFFERENT LEVELS TO OuR

FEELINES. DRAW SOME MOUTHS TO
COMMLUNICATE THESE DIFFERENT LEVELS OF
EMOTION.

y

QUITE RIDICULOUSLY A BIT
HAPPY SAD

HAPPY
S0,S0 QUITE EXTREMELY
SAD . ANNOYED CROSS . ANGRY
A LITTLE
HUNGRY SURPRISED
REALLY UNSURE
SHY . EMBARRASSED .
COMPLETELY A BIT .
. CONFUSED . SCARED
. GIGGLY .

TOTALLY
SHOCKED

UTTERLY
TERRIFIED

UNCONTROLLABLE
LAUGHTER




ol 2 CREATING

o % FACES

- lW IT'S TIME FOR YOU TO TAKE ALL THE IDEAS AROUND DQAWING)

g FACES AND MAKE UP SOME OF YOUR OWN CHARACTER HEADS!

THINK WHEN
YOU DRAW:

HOW OLD ARE THEY?

WHAT IS THEIR CORE MOOD
CCHEERFLL, MOODY, EXCITABLE, ETC)D?

ARE THEY NEAT, SCRUFFY, Or A BIT OF
BOTH?

HOW DO THEY B8EHAVE IN SCHOOL OR
AT WORK - ArE THEY ENTHUSIASTIC,
LAZY, HARD WORKING?

DO THEY WEAR ANY ACCESSORIES, LIKE
HATS, CAPS Or HAIR CLIPS?

DO THEY HAVE LOTS OF FRIENDS, Or
DO THEY PREFER TO BE ALONE?

9

a PO THEY TELL EVERYONE ALL
EVERYTHING, Or CAN THEY KEEP DONE?

A SECRET? WHY NOT

VOLIve o

SKING QUEST S LIK

DESIENED TH?S zfgou? v%ué%ﬁmgcf&e CHARACTER
youe AS YOU DRAW WILL HELP YOU A FRIEND,
CHARACTER, CAPTURE MUCH MORE OrR AN ENEMY!

TRY DRAWING
THEM PULLING

DIFFERENT
EXPRESSIONS!

REMEMBER TO
MAKE EACH
CHARACTER LOOK

DIFFERENT!

PERSONALITY!



STICK
FIGURES

f BEFORE WE DESIEGN OUR CHARACTERS IN FULL, LET'S
PRACTICE DRAWING DIFFERENT POSES JUST USING STICK
FIGURES.

NECK/SHOLLDERS

OuUR STICK FIGURE IS

ELBOWS
GOING TO HINGE AT
THE FOLLOWING TEN WRISTS
- POINTS: HIPS
4 KNEES
> \ar
s _ \ o (b
ANKLES

THE BEST WAY TO GET
MORE LIFE INTO YOUR \
STICK FIGURES IS TO

ADD CURVES. %

OKAY BETTER

THE MOST IMPORTANT cueve 15  ADDING CURVES TO THE ARMS
THe LINE OF THE SPINE. AND LEGS ADDS EVEN MORE

A ENERGY.
06” RVE

- % y

ARCH
BACK

¢

ONLY TOTALLY
STRAIGHT WHEN
IT’S PELEVANT
TO THE POSE "V .




ik
CEXERCISE SHEEL

DRAW AS MANY DIFFERENT STICK FIGURE
POSES AS YOU CAN THINK OF! TRY SPURTS,
CLIMBING, DANCING, FIGHTING, LAUGHING,
STRETCHING, TALKING, READING, €TC, ETC,




A

IN COMICS, THE ART IS THERE TO HE STORY AS MUCH
AS THE WORDS ARE. THE WAY YOUR CH.&QACTEQ& POSES TELL
THE READER SOMETHING ABOUT WHAT THEY 'RE DOINE, OR
» HOW THEY'RPE FEELING, 1S CALLED BODY LANGUAGE.

WHAT IS HAPPENING IN THESE THREE SCENES:’Q

DRAW 3 - 5 PANELS
ON A PAGE, AND
TRY TO TELL A
SHORT STORY
JUST LUSING
STICK FIGLIRES.

NO WORDS AND NO
FACES ALLOWED!




BODIES

S CHARACTERS COME IN ALL SHAPES AND SIZES, A RANGE OF
"CHARACTER DESIEGNS” 15 REALLY IMPORTANT FOR MAKING
EACH ONE STAND OUT IN YOUR COMIC.

A GREAT APPROACH FOR DESIGNING A WIDE
RANGE OF DISTINCTIVE CHARACTERS 1S
TO DIVIDE THEM UP INTO THREE SECTIONS.

BEGIN B8Y RANDOMLY CHOOSING THE HEIGHT
OF EACH SECTION AS EITHER SHORT, MEDIUM
OR TALL.

T :f ol
o :%

h

> & &

TALL

—>

& —>

SHORT |

_

NEXT, RANDOMLY MAKE THE
WIDTH OF EACH SECTION
NARROW, MEDIUM, Oe WIDE. —

—— S
R osum — =

= o
hd
Maecow Nl £ | E

IF WE JUST DRAW THESE AS

STANDPING BOXES we CAN
ALREADY SEE THE RANGE OF

BODY PROPORTIONS.
CONTINUED ON
NEXT PAGE/




CONNECT THE SHAPES USING
EITHER CURVED OrR ANGLED !

LINES.

hW i "g(\/ |

WITH YOUR
PROPORTIONS IN
PLACE, DRAW SMALL
THUMBNAIL
SKETCHES OFf
CHARACTERS WITHIN
THEM. TRY LOTS OF
DESIGNS FOR EACH
SHAPE, IT ALWAYS

WORKS!

ONCE YOU HAVE A FEW DESIEGNS YOU LIKE, TRY
DRAWING THEM IN POSES USING SOME OF

YOUR STICK FIGURES AS INSPIRATION/ ’




MOTION

YOU CAN ADD TONS OF ACTION AND MOVES " TO YOUR COMICS
8Y USING A FEW MGT!ON LIHES L.ITTL.E MAQI(S WHICH GIVE YOUR
READER A BETTER INDICATION OF WHAT'S HAPPENING/

TO SHOW HOW
DIFFEREN T

EFFECTS CHANG .
THE ACT!ON LET s
TAKE ONE POSE,
AND USE LOTS OF
DIFFERENT
EFFECTS.

NO MOTION SMALL J, SMALL “ZIP”

LINES |.='__“.!'?' F SMOKE LINES

SWEEPING ARM gOLINCING SMALL MOVEMENT
MOVEMENT LINE LINES AND DUST '
cLoup SPLASH

SKETCH SOME QUICK CHARACTERS DOING SOMETHING
ACTIVE - PQACTICE DIFFEQENT WAYS OF uers
MOVEMENT LINES, SHE
TO 6IVE MORE MOVEMENT TO WHAT THE:Y QE DOINC—.‘J



COSTUMES
& CLOTHING

7 PR YOUR CHARACTER'S CLOTHES OR COSTUME ARE AN
‘ IMPORTANT PART OF WHO THEY ARE, SO SPENDING A

LITTLE TIME THINKING ABOUT THE DETAILS WILL HELP A
LOT/

FABRIC HAS . CLOTHES CAN ..,t—r

WEIGHT, SO IT BE MADE OF ALL <.
HANGS. SORTS OF

MATERIALS, -
KEEP TOP 5 SUCH AS FUR! w/
AREA
SMOOTH ] g

5 ¢

CREASE |
LINES
TAPER

ouTt
FROM
THE TOP

MAKE SLRE YOUR CHARACTER’'S
HEAD ACTUALLY FITS INSIDE HATS
OR HELMETS - TRY NOT TO DRAW

THEM TOO SMALL/

DOES YOUP . '

CHARPACTER
HAVE A BAG?
WHAT’S IT
LIKE? WHAT'S

IN IT?

MOPRE IDEAS

ON THE NEXT
PAGE/ *

BELTS + BAG

STRAPS ADD

INTERPESTING
DETAILS




COSTUMES
& CLOTHING

YOU CAN SIMPLY
STACK SHAPES ON
TOP OF ANOTHER/

F’U

THINK OF
CLOTHES IN

LAYERS.

T
%\

. REMEMBER CLOTHES DON’'T ALWAYS

FIT PERFECTLY, AND CLOTHES THAT
AREN'T A PERFECT FIT CAN TELL A
STORY ABOUT YOLIR CHARACTERS.

DRAW SOME CHARACTER OUTFITS, TRY TO

THINK A80UT WHAT MATERIALS THE CLOTHES
ARE MADE OF, WHEN THEY WERE MADE

CANCIENT, MODERN, FUTURISTIC, ETC) AND
WHY yOUR CHARACTER WEARS THEM/



T,
° suuoumfs

YOUR CHARACTER'S OVERALL SHAPE, INCLUDING DETAILS LIKE COSTUME,
PROPS (OBJIECT LIKE SWORDS, ETC) AND HAIR, WHEN SEEN AS A SINGLE
SHAPE BLOCKED IN BLACK, IS CALLED THEIR SILHOUETTE.

SILHOUETTES ARE SO USEFLL, BECAUSE A GOOD CHARACTER
g DESIGN CAN 8E IDENTIFIED JUST FROM ITS SILHOUETTE! l

Jia
-~

HOW MANY OF THESE CHARACTERS CAN YOU NAME,
JUST FROM THEIR SILHOUETTES/




SILHOUETTES

THESE THREE CHARACTERS
MAY LOOK DIFFERENT...

..BUT IF WE TURPN THEM
INTO SILHOUETTES,
WE'LL SEE THEY'RE ALL
IDENTICAL!

THESE ONES ...B8UT THEIR
LOOK QUITE SILHOUETTES
SIMILAR... ARE NOT!

< B e

DRAW QUICK SKETCHES OF THREE CHARACTERS -
COLOUR EACH IN B8LACK, AND SEE IF YOU CAN IDENTIFY
THEM EASILY.

NOW TRY TO DRAW A 6ROUP OF CHARATERS WHOSE
SILHOUETTES ARE REALLY DIFFERENT!



STORY
THROUGH

DESIGN

WE CAN USE OUR CHARACTER'S CLOTHING, OR UNIFORM TO TELL A
LAYERED sTORY!

CHOOSE A TYPE OF
CHARACTER - IT CAN BE A
HUMAN, OR A MONSTER, OP
YOLUR FAVOURITE ANIMAL. FOR HE'S VERY

EXAMPLE, AN OGRE... CONVENTIONAL,
50 HERE l MEANING, HE'S
EXACTLY WHAT WE
PRETTY NOPMAL EXPECT AN OGRE
OGRE TO LOOK LIKE

HE'S BIG,
AND
STRONG,
AND HE
DOESN'T
LOOK TOO
CLEVER
HIS OUTFIT 1S
o
CLOTHING HE DOESN’T REALLY SEEM LIKE HE ﬂ

HAS MUCH OF A STORY, BUT...



STORY
THROUGH

DESIGN

- . NOW WRITE DOWN A JOB FOR YOUR CHARACTER, IT

CAN BE BORIN&G, OR DIFFICLLT, OR TIRING, 8UT
WHATEVER THE CASE, MAKE IT A JOB THAT YOUR

CHARACTER DOESN’T ENJOY!
{ I'VE CHANGED HIS

OuURr OGRE
WORKS IN A FACIAL EXPRESSION
BANK TO SHOW
HE FINDS THE
Jog

STRESSFUL

HIS CLOTHING |
DOESN'T FIT ﬂ
BECAUSE HIS JOB
DOESN'T SUTT HIM, NOW OUPR CHARACTER HAS MOPE
THTS 1S CALLED A INTEREST, MORE OF A STORY, 8T
VISUAL METAPHOR! WE NEED ONE MORE LAYER...



STORY
THROUGH

DESIGN

" NOW IMAEGINE A HOBBY OR INTEREST FOR YOLR
CHARACTER, SOMETHING THEY'D MLUCH RATHER BE

DOIN&! BUT DON’T MAKE IT OBVIOUS - TRY TO
THINK OF SOMETHING LUNLIKELY, SOMETHING WHICH

HAS NOTHING TO DO WITH THE TYPE OF CHARACTER

) THEY ARE/
; \;‘

OuR OGRE
SECRETLY HE STILL HAS TO WORK IN THE BANK,
WANTS TO 8E A 8UT WE'VE ADDED COSTUME DETAILS
BIRD TO SHOW HIS REAL INTEREST/
WATCHER!
‘C. HIS FACIAL EXPRESSION
- DIRECTS US TO HIS

INTEREST

CHARACTER
NOW HAS
LAYERS
OF
INTEREST!



STORY
THROUGH

DESIGN

THE OGRE WE DESIGNED 8Y MIXING IN A JOB AND A HOBBY NOT ONLY
LOOKS MORE INTERESTING, BUT HE MAKES IT VERY EASY FOR US TO
START TELLING A STORY.

WE COULD TELL HIS STORY FROM ANY TIME POINT IN THE OGRE’'S LIFE...

THE PAST - HOW DID THE OGRE ENDED UP WORKING IN A BANK?
THE PRESENT - WHAT IS A DAY IN THE BANK LIKE, FOR THE OGRE?P
THE FUTURE - HOW DOES HE BECOME A PROFESSIONAL B8IRD WATCHER?

OR A STORY ABOUT WHAT MOTIVATES HIM...

WHY THE OGRE DOESN'T LIKE HIS JO8 AT THE 8ANK?
WHY HE LOVE 8IRDS SO MUCH?

EXERCISEL,

CHOOSE A CHARACTER TYPE (HUMAN, MONSTER,
YOUR FAVOURITE ANIMAL, ETC)

GIVE THEM A JOB THAT THEY DON’T LIKE, AND
THAT DOESN'T FIT THEIR CHARACTER TYPE

GIVE THEM A HOBBY THAT THEY WISH WAS THEIR
JOB. AGAIN, THIS WORKS BEST IF THE HOBRBY IS
NOTHING TO DO WITH THE CHARACTER TYPE

DRAW YOLR CHARACTER, REMEMBERING TO PLT
THEM IN A LUNIFORPM FOR THE JOB, AND ADD
ELEMENTS OF THE HOBBY

WRITE DOWN THREE DIFFERENT ONE SENTENCE

STORY IDEAS YOU COULD TELL ABOUT YOUR
CHARACTER




THE REAL POWER OF DRAWING IS THAT YOU CAN
BRING EVERYTHING TO LIFE!

HE GETS TO BE A
CAR? AND WHAT AM IP
A ROCK. *SIcH®*

HEY, WAIT ... I'M

ALIVE?!

=)\ (@) / DIFFERENT
N\ % OBUECTS WORK 28
Y HF BETTER AS
=, — I/ OIFFERENT ( >
e Ll CHARACTERS.,

CHOOSE SOME RANDOM OBUECTS CANYTHING
YOU WANT/

I CHOSE: A SHOE, A MUSHROOM AND A BOOK

THEY BEND/MOVE. DO THE; HAVE? A FACE? APMS
AND LEEGS? ETC:
WOoF7s A4

Q

DRAW THEM AS CHARACTERS! THINK ABOUT HOW)

THINK ABOUT HOW YOLIR NEW OBJIECTS MIGHT SPEAK?
HOW MIGHT THEY BEHAVE? WHAT ARE THEIR NAMES?

THIS EXERCISE IS GREAT FOR DISCOVERING HOW EASY IT IS TO CREATE
ORIGINAL, LUNUSAL CHARACTERS WITH THEIR OWN PERSONALITY.



CHARACTER

RIGHT! YOU NOW HAVE TONS OF IDEAS ABOUT CREATING )

CHARACTERS WITH PERSONALITY AND STORY, SO IT'S TIME TO
CREATE A COMIC CHARACTER TO STAR IN YOUR cOMIC!

THINK WHEN
YOU DRAW:

WHERE DOES YOUR CHARACTER COME
FROM?

ARE THEIR CLOTHES OLD OR NEW,
CLEAN OR DIRTY?

HOW TALL ARE THEY?

WHAT DO THEY DO? DO THEY HAVE A
JOB?

ARrE THEY FAST OR SLOW, FIT OR
LAZY?

WHO Oe WHAT DO THEY CARE MOST
ABOUT?

WHAT IS THEIR NAME? DO THEY HAVE A
HIDDEN IDENTITY?

%

¢

ALL

ONCE DONE?
YOU'VE ASKING QUESTIONS LIKE WHY NOT
DESIGNED THIS ABOUT YOUR CHARACTER DESIEN
YOLIR AS YOU DRAW WILL HELP YOU YOLR
CHARACTER, CAPTURE MUCH MORE CHARACTER
;ﬁ;ﬁ?ﬁWINE’ PERSONALITY! A CAR
Or AN ANIMAL

DIFFERENT THAT THEY TRAVEL
POSES! AROLIND ON/



SHOWING
THE

WORLD

THE WORLD THAT YOUR STORY TAKES PLACE IN IS AS
IMPORTANT AS ANY OF YOUR CHARACTERS...

...BUT DRAWING BI&
ENVIRONMENTS IN EVERY
PANEL OF YOUR COMIC CAN

8€ A 8IT DAUNTING!

Y

X! LUCKILY, YOU DON’T HAVE
U". TO/ YOU CAN USE A SIMPLE
N TRICK TO SUGGEST THE

ENVIRONMENT WITHOUT
HAVING TO DRAW IT ALL!

LET'S SAY WE'RE DRAWING A
JUNELE SCENE. WE DON'T
HAVE TO DRAW ALL THIS...

O

...BECALSE, LOOK! THIS
STILL TELLS US WE'RE IN

THE JLINGLE... '

WE ONLY NEED
A FEW LITTLE

...AND, IN FACT} SO POES DETA!I_J’;[%FQOM
e ENVICONMENT,
k_a TO SUGGEST A

FAR BIGGER

D WORLD.



SHOWING
THE

YOU CAN TELL YOUR READER ABOUT WHERE YOUR STORY IS SET JUST
BY USING THREE KEY ELEMENTS!

THREE THINGS FOR EACH LOCATION, AS DECRIBED BELOW - I'VE

DRAW SOME SMALL, rOUcH PANEL BOXES. TRY TO DRAW JUST
‘ DONE THE FIRST FEW FOR YOU. l

KEEP YOUR PICTURES SIMPLE - NO NEED FOR MUICH DETAIL/

S
THE A SCIENCE IN A A
MOON BEDPRPOOM LAB PLANE GARPDEN
A JLUNK IN THE A SPACE AT THE
YARLD DESERT CAFE STATION ZOO
IN A ON A ON A IN IN A

VOLCANO PIRATE MOLNTAIN ECYPT TPEEHOUSE
SHIP



INTERESTING

& "+ PLACES

YOU CAN SET YOUR COMIC STORIES ANYWHERE - IN A LIBRARY, ON A
TRAIN, B8Y THE SEA, ANYWHERE! THE MORE INTERESTING THE PLACE, THE
MORE ENJOYABLE IT WILL 8E TO WRITE ABOLIT AND DRAW/

DIFFERENT PLACES HAVE DIFFERENT UNIQUE FEATURES, WHICH YOU CAN
USE AS A PART OF YOUR STORY.

EXERCISELD,

IMAGINE YOU'RE WRITING A STORY IN WHICH A CHARACTER 1S SEARCHING
FOR A LOST TRESURE. FOR EACH OF THE LOCATIONS BELOW, THINK OF

HOW THE LOCATION CAN MAKE IT EASIER OrR HARDER TO FIND THE
TREASURE.

I'VE DONE THE FIRST COUPLE FOR YOL.

HOW IT MAKES IT HOW IT MAKES IT
LOCATION HARDER EASIER

TO FIND TREASURE |TO FIND TREASURE

THE ARCTIC SNOWSTORPMS COVERING CHARACTER SEES THE
UP A SECPRET ENTRANCE TREASLURE THROLUGH ICE

SO MANY PEOPLE, HARD | BOOKS FROM THE LIBRARY
A SCHOOL HELP TO SOLVE CLUES

TO SEARCH IN SECRET

THE JUNGLE

A BATTLE SHIP

A MUSEUM

EIFFEL TOWER

ONCE YOU'VE FINISHED THE ABOVE EXAMPLES, WRITE DOWN YOUR
THREE FAVOURITE PLACES, AND DO THE EXERCISE FOR THOSE, TOO/



FOREGROUND

MIDGROUND
BACKGROUND

A COMi'C PANEL 15 LIKE A WINDOW THAT WE LOOK THROUGH.
SOMETIMES WE WANT TO SHOW OUR READER A BIG VIEW OF OUR WORLD.

TO GET THIS FEELING OF LARGE, DEEP SPACES, YOU CAN USE A SIMPLE
IDEA - SEPARATE THE PARTS OF YOUIR IMAGE INTO THREE AREAS:

FOREGROUND - ELEMENTS THAT ARE CLOSE TO US.
MIDGROUND - ELEMENTS THAT ARE A SHORT DPISTANCE AWAY
BACKGROUND - ELEMENTS THAT ARE A LONG WAY AWAY.

FOREGROLUND BACKEGROUND

MIDGROUND

BELOW YOU CAN SEE HOW YOU CAN SUGGEST A LARGE AREA JUST USING
‘ SIMPLE FOREGROUND, MIDGROUND AND BACKGROUND SHAPES...! )




FOREGROUND

204 MIDGROUND
%1 BACKGROUND

CEXERCISE SHEETL

DRAW SOME SMALL PECTANEGLES. IN EACH RECTANGLE, DRAW A
SIMPLE ENVIRONMENT, BASED ON EACH OF THE IDEAS BELOW,
PIVIDED INTO FOREGROUND, MIPGROUND AND BACKGROUND.

FOR EACH PICTURE, USE...
A DARK COLOUR fOR THE FOREGROUND SHAPES,
A MEDIUM COLOUR FOR YOUR MIDPGROUND SHAPES,

AND A FOR YOUR
TREES | MOLUNTAINS | ACITY
A BATHROOM A CAR CHASE A TEMPLE
A FLYING HOUSE A PLAYEGROLND INSIDE A CAVE

GIANT MONSTER SPACE STATION A FAIRGROLIND



CHOOSE WHERE
THE CHARACTER
YOU CREATED
EARLIER IN THE
WEEK LIVES -
THIS CAN BE
A HOUSE,

A TOWN,
AN ISLAND,

A COUNTRY,
ANOTHER
PLANET, ETC.

o

IMAGINE YOUR
CHARACTER IS
SENDING YOU A
POSTCARD
FROM THAT
PLACE. DRAW
THE POSTCARD,
AND WRITE A
MESSAGE FROM
YOUR CHARACTER
ABOUT WHAT
IT'S LIKE TO

LIVE THERE ON
THE BACK.
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YOU HAVE A CHARACTER, AND A PLACE THAT THEY LIVE,
IT’S TIME TO PLAN yOuR -' OR)

YOU'RE 6OING TO TELL YOUR STORY IN SIX PANELS, wiTH ONE PANEL
CONTAINING A BI& VI EVi

A VISUAL REVEAL IS WHEN SOMETHING IMPORTANT IN YOUR STORY 1S
SHOWN TO THE READER, USING THE 4

A PLACE Q A CHARACTER Q AN ITEM w

A 6000 IDEA TO HAVE
IN MIND WHEN YOU
MAKE A COMIC IS
“SHOW, DON'T TELL”
- MEANING THAT THE
MORE OF THE STORY
YOU CAN
COMMUNICATE WITH
THE ART, THE BETTER!

PRNS R = IEL
- ;l -—. \
COME UP WITH A ROLIGH IDEA FOR WHAT WILL HAPPEN
IN YOUR STORY, INCLUDING WHEN THE VISUAL REVEAL
WILL BE - THE BEGINNING, THE MI' OR THE |




PLANNING
PANELS

WITH YOUR ROLIGH IDEA OF WHAT HAPPENS IN YOLIQ STOQY IT'S TIME
TO DIVIDE THE STORY UP INTO ! P A

mmﬁa.

NOW SPFPLIT YOUR WHOLE STORY IDEA INTO SI¥Y MOMENTS, EACH OF
. WHICH WE'LL ASSIEN TO A PANEL. WRITE DOWN POLGHLY WHAT

START 8Y DQAWING SI¥ SMALL
IN A POW.

HAPPENS IN EACH PANEL. IF YOUR STORY IS TOO BI& TO FIT
INTO SIX PANELS, THEN YOU NEED TO MAKE IT A LITTLE SMALLER.

NOTE WHICH OF YOUR PANELS CONTAINS THE MAIN VISLIAL

. REVEAL. NOW SKETCH VERY TINY “THUMBNAIL” DRAWINGS (QUICK,
SIMPLE, SMALL SKETCHES JUST TO SHOW THE

CHARACTERS/ITEMS/ENVIRONMENT NEEDED FOR EACH PANELD.




DESCRIPTIONS

" WE'RE GOING TO START BUILDING OUR COMIC SCRIPT! THIS
IS A BIT LIKE A SCREENPLAY FOR A MOVIE OR A FILM.

BEFORE YOU FIGURE OUT EXACTLY WHAT YOUR CHARACTERS

WILL BE SAYING, LET'S DECIDE WHAT HAPPENS AROLIND
THEM IN YOUR STORY. WE WILL DIVIDE EACH PANEL INTO:
SETTING (WHERE YOUR PANEL IS SET)

ACTION (WHAT HAPPENS)
AND
CHARACTERS (WHO 15 IN THE PANEL).

FOR EXAMPLE:

3

PANEL 1: )
SETTING: A harbour, it’s a sunny day.
ACTION: Two characters are walking along talking.
CHARACTERI(S): Noodle and Scruff, best friends.

EXERCISELR 2

WRITE DOWN DESCRIPTIONS FOR THE SETTING, ACTION AND
CHARACTERS FOR EACH OF YOUR SIX PANELS. IF YOU HAVE
THE SAME CHARACTERS IN MOST OF THE PANELS, ONLY
NOTE DOWN WHEN A NEW CHARACTER ENTERS,



IT'S TIME TO WRITE WHAT YOLIR CHARACTERS SAY! THIS IS CALLED
PIALOGUE.

FOR YOUR COMIC SCRIPT WE'RE GOING TO WRITE THE DIALOGLIE, s8UT
WE'RE ALSO &0ING TO INCLUDE THE STAGE PIRECTIONS, THIS TELLS US
WHAT YOUR CHARACTERS ARE DOINE AS THEY SPEAK.

FOR EACH PANEL YOU NEED TO WRITE:
CHARACTER NAME + WHAT THEY'RE DOING + WHAT THEY'RE SAYING

FOR EXAMPLE:

O

PANEL 1:

STAGE DIRECTION:
NOODLE is talking to SCRUFF. Noodle looks worried,

while Scruff is smiling.
PIALOGUE:
Noodle: “Scruff, we only have ten minutes before
the boat leaves!”
Scruff: “Don’t worry, Noodle, it’s just around this

next corner!”’

EXERCISEL RS

WRITE DOWN STAGE DIRECTIONS AND DIALOGLE FOR EACH
OF YOUR SIX PANELS.




o\ S

WE ROUEGHED UP OUR THUMBNAIL SKETCHES USING SIX
SQUARE PANELS OF THE SAME SIZE, 8UT IN MANY COMICS
THE PANELS ARE ALL DIFFERENT SIZES, DEPENDING ON THE
SPACE THAT'S NEEDED FOR THE ART AND SPEECH BLBBLES,
AND HOW IMPORTANT CERTAIN PANELS ARE IN THE STORY.

EXERCISELR

LOOKING AT YOUR SCRIPT, STAGE PIRECTIONS, AND YOLUR
PANEL THUMBNAILS, OECIOE WHICH PANELS NEED TO BE
BIGGER, AND WHICH DON'T NEED AS MUCH SPACE:

FOR EXAMPLE:

MEDIUM  SMALL MEDIUM  MEDIUM gle 5 SMALL
NOTE: YOUR REVEAL PANEL sHOULD BE BIG!

DRAW A NOW, DIVIDE THE FINALLY, DIVIDE EACH

RECTANGLE  pecTANGLE INTO THREE  POW INTO TWO PANELS
ON AN A4 OR A3 EQUAL ROWS Like THIS:  BASED ON YOUR NOTES

SHEET LIKE ABOVE
THIS: Q ()
r
- }

WHICHEVER PANEL IS BESIOE YOUR BIG REVEAL WILL NEED TO BE SMALL.




SPEECH
BUBBLES

“ " MAKING SURE YOUR SPEECH BUBBLES EIT, AND THAT THERE'S
ROOM FOR ALL THE DIALOGLE IN EACH PANEL IS IMPORTANT.
SO, WE'RE GOING TO DRAW OUR SPEECH BURRBLES IN FIRST.

A FEW NOTES ON SPEECH BUBBLES:
AVOID

SPEECH ..AND TOP TO LAYOUTS
BUBBLES READ BOTTOM... WHICH

~ MAKE IT
LI'L’EA BOOK HARD TO

LEFT TO g COLLOW
RIGHT... .g THE ORDER

DON’T DrAW
THE BLIBBLE
FIRST/ INSTEAD

DRAW SOME  ...CAREFLILLY ...AND DRAW THE
LIGHT PENCIL WRITE IN THE BUBBLES
LINES WHERE DILOEGLE... AFTERWARDS.
s ' THE TEXT WILL DON'T DRAW THE
cO... gﬁ%f"’ﬁ” M%# TAILS ON YET. |
[4 Wg_
A\ %,{ﬁ:fw /lﬂ:bﬁv o Y @ edbr,
el Nl
LEAVE A AP LEAVE A AP
BETWEEN EACH FOR THE TAILS
FOR BLIBBLE LINES




.. SPEECH
)%/ BUBBLES

. IF YOU USE A CAPTION BOX (THOSE LITTLE TEXT BOXES
WHICH SET THE SCENE ON A PANEL, OR SAY

"MEANWHILE...”, ETC), THE CAPTION BOX IS USUALLY

PLACED BEFURE THE SPEECH BLBBLE:

o |
N OR YOU

THIS IS AN (17 ¢0es Heee.) ||(™ *THE suN
EXAMPLE OF CAN
N o IT CAN BE RISES OVER
USED FOR HOLIDAY JUST
BOX SAYING ISLAND, AND Use
THINES LIKE... TROLIBLE IS THEM
\N [————— BREWING..." FOR
LIKE...

W\M\/
((SUDDENLY.../ ) YOuUR Y <
CAPTION | [
g BOXES 1 2 =
OPW SHOULD B

COME
BEFORE ANY
MEANWHILE...! SPEECH
BUBBLES IN |
A PANEL:
m CAREFULLY D‘?ﬁ,‘:’e IN
FILL IN THE SPEECH
omuoeue eueeu&s
. < we o |~ |22 (200 (=
USING YOUR COMIC - - . : - . - -
e ms] RD | (=)

SCRIPT TO GUIDE YOU,
MARK OUT LINES FOR
ALL YOUR DIALOGLE, | 1| | | | |
AND ANY CAPTION | = = T= B e 7]
BOXES YOU WANT TO = = i G‘% G
ADD.

AR



YOUR BEST ART COMES FROM EXPERIMENTING AND PLAYING WITH A
VARIETY OF IDEAS, SO IT'S WORTH TAKING SOME TIME TO DEVELOP THE
EXTRA CHARACTERS, ITEMS AND ENVIRONMENTS WITHIN YOUR COMIC

STORY, BEFORE YOU DRAW THEM ON THE FINAL PAGE.

THE DESIENS YOU CREATE AS YOU WORK OUT HOW YOL WANT THESE

ELEMENTS TO LOOK ARE CALLED CONCEPT ART, WHICH REALLY JUST

MEANS [DEAS ART - ORAWING DIFFERENT IDEAS FOR HOW SOMETHING
COULD LOOK UNTIL YOU FIND THE ONE YOLU LIKE THE BEST.

‘ YOU MAY NEED CONCEPT ART FOR... 1

[ “y
,’\_. i [

CHARACTERS OBJECTS

PLACES

5

EVEN TINY CHAGES CAN MAKE A BI& DIFFERENCE/ Q

1 2 3 5 6/-
— a0 kN I &8 =4,




CONCEPT

ART

A FEW NOTES ON CONCEPT ART:

DIFFERENT SHAPES CONVEY DIFFERENT

MESSAGES, CONSIDER WHAT BEST FITS
WHATEVER YOU'RE DESIGNING!

STRONE&G/
‘ \ INTIMIDATING

SLEEK/
FAST
PLAYFUL/
(i’-‘\\\ FRTENDLY
yOu DON’T HAVE TO EYES~ HAIR STYLE gﬁéie
DRAW COMPLETELY ~ - Q Q

DIFFERENT DESIENS (/NN /NN [ /0 W N
FOR EACH IDEA - . N %
SOMETIMES CHANGING

JUST ONE THING WILL
CREATE A TOTALLY NEW
CHARACTER!




LOOKING AT YOUR COMIC SCRIPT, IN PARTICULAR THE SETTINGS AND
DESCRIPTIONS OF WHAT’S HAPPENING IN EACH PANEL, WRITE
DOWN THE FIVE MOST IMPORTANT THINGS IN YOUR STORY, OTHER
THAN YOUR MAIN CHARACTER ( INCLUDE AT LEAST ONE CHARACTER,
ONE OBJECT AND ONE ENVIRONMENT IN YOUR LIST)

WRITE THEM DOWN:

CHOOSE THE TWO THINGS ON THE LIST THAT YOU'RE MOST LOOKING
FORWARD TO DRAWING, AND DO THREE DIFFERENT DESIGNS FOR
EACH.

FOR THE REMAINING THREE ITEMS ON THE LIST, JUST 0O ONE OR
TWO DESIEGNS FOR EACH.

NOW OUT OF THE DESIENS YOU'VE DRAWN, CHOOSE YOUR
FAVOURITE FOR EACH ONE.

IF YOU FINISH EARPLY AND WANT TO DRAW MOPRE, HAVE
A 60 AT DRAWING YOUR EXTRA CHARACTERS FROM
DIFFERENT ANGLES.



PLACE, AND YOUR CHARACTERS, WORLD AND CONCEPT ART

THIS IS IT! YOUR PAGE IS READY, WITH SPEECH BUBBLES IN )
PREPARED. ALL THAT'S LEFT IS TO DRAW THE PAGE!

THINK WHEN
YOU DRAW:

TAKE YOUR TIME! NO NEED TO RUSH,
TAKE IT ONE PANEL AT A TIME.

USE YOUR DESIGNS AS REFERENCE -
THEY'LL GUIDE YOU/

your THUMBNAILS WILL HELP PLAN
OUT WHERE EVERYTHING GOES.

SKETCH LIGHTLY - DRAW LIGHTLY WITH
A PENCIL FIRST, BEFORPE DRPAWING
OVER WITH A THIN PEN.

USE SOUND EFFECTS - CRASH/
BOOM! KABLOOIE! IT ALL HELPS TO
ADD TO THE ACTION/

DON’T WORRY IF ITS NOT PERFECT -
DRAWING COMICS IS MEANT TO BE
FLUN/ JUST 60 FOR IT/

%

ALL

2

PEMEMBER, YOU'RE TELLING A W;%? ,.'}'Sr
STORY THAT OTHER PEOPLE COLOUR
CAN ENJOQOY, SO MAKE SURE  YOUR PAGE?
IT'S CLEAR, AND EASY TO DON'T FORPGET
READ! TO KEEP THE
COLOURS

THE SAME FOR
CHARACTERS, ETC.



Lo 10 BE

5005 #] 3 CONTINUED

BY NOW YOU SHOULD HAVE FINISHED YOUR COMIC STORY, 8UT
THAT'S JUST THE BEGINNING! YOU BROUGHT YOUR
CHARACTERS TO LIFE IN THEIR OWN WORLD, AND NOW IN THI

s
FINAL PART OF OUR COMICS-MAKING WORKSHOP YOU GET TO
CHOOSE WHERE YOU WANT TO éO NEXT/

THERE ARE SO MANY PARTS TO MAKING A COMIC, OURING THE
PROCESS OF MAKING YOUR OWN, YOU MAY HAVE FOLUIND ONE
THING THAT YOU ENJOYED DOING MORE THAN ANY OTHER.

IT COULD 8E THE WRITING, DESIGNING THE CHARACTERS,
DRAWING THE ACTION, COLOURING THE PANELS, LAYING
OUT THE PAGE. WHATEVER IT WAS, IF YOU ENJOYED IT, YOU CAN
EXPLORE IT FURTHER IN LOTS OF DIFFERENT WAYS.

CHOOSE ONE OR MORE OF THESE ACTIVITIES TO EXPAND
YOUR COMIC STORY FURTHER! 1

ca(if;EcAggﬁfg WRITE THE NEXT DESIEN A LOGO

PAGE OF THE FOR YOLR
F%ﬁ-ggg o STORY STORY

DPAW SOME
DESIEN SOME WRITE A NEW
MORE FRIENDS  SHORT STORy =~ MORE PICTURES
FOR THE SET IN THE ENVIRONMENT
CHARACTERS IN WOPeLD OF ront
YOUR COMIC YOURr cOMIC CHARACTERS
LIVE IN
WEITE A POLEH OUT A
“BLURB” TO DESIEN SOME
DESCRIBE WHAT PLOT FOR A NEW COSTUMES
HAPPENED IN LONGER FOR YOLR
YOUR STORY ADVENTURE CHARACTERS

DO AS MANY AS YOU WANT TO, YOU NEVER KNOW WHERE
YOUR STORIES AND ART WILL TAKE YOU!



