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DrawingCharacters

Apart from almost 100 vears ¢
tracition that makes Ls expect
animaticn to be drawn, tnere is the
magic that comes ‘rom seeing
drawings move. Couple this with
the limitless diversity of the human
magination and artistic style, and
wz end up with the fantastic range
of cartcors we se= loday.

Most artists develop their own
style as they mature, whether it
be derived orginally from imitation
or inspiraticn. This style is a
combination of the linework and
their perception of the world. No
one is going to deny that most
cartoonists have cuite a diffzrent
view of the world than the average
perscn. You presumably fit into
this category and nave already
discoverad your tz'ent for drawirg.

MODEL BEHAVIOUR

When you start to craw your
characters, you musl hava their
characteriszics firmly established
in your mind, jus: 2s an actor does
when olaying & role, because you
will be acting cut thet role with
your drawings. The personality of

3} Making mode! sreets is a vital part of
the fine arimator s work. They establish the
characters’ proportions az wel' as deining
their overail shapes. These inree examoles
show inree dilferent character styies and
oresentations. The jirst one (lig M) shows
the arfizi s cansiruction lines and some
annatalicns, whicn can De & useful guide to
ofhar atizis who may work on the project.

the character will gc a 'ong way
tcwards determining its pnysical
atiributes (fig 09). Although it s
oest to avo'd stereotypss wherevar
possiblz, certain bady shapes
wil helo convey the cheracter's
personality to the audience ir the
guckest way. For example, heroes
have triangular-shapec bodes
with broad shouldsrs, very active
peogle tend to be thin, jolly
peogle are plump and so on
As discussad earlier, people-
watching is an important part of
the animatcr’s work.

Once you have got past the initial
sketch stages and hava a firm idea

G0

Kule - big bait & thighs, smalf rik cage and shouloers. Large head, small nends & fest. Fat arms bt shoukders are sim oy
COPArison.




B whils the story is stiil the most important
aspect of any fim, animat=d or not, television
cartoon series refy mere heavily on the
characters. There are many artists, such as

Tirn Ecaumcnt, who speciaiiss in craati

< and an

and developing char
animation’s style. Cnce crealed these
characlers can be sold to studios for luriner
cevelopment and animaiion

Ms panish animation studio Accia prody 8 3
a comprenensive range of model sheats for 2 T SN
1]

he characters they d=veloped icr a children s
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carccn. Not only did they create the standard
proportions sheet (fig 03) but also ones
showing facial exprassions and body

movements. These are just a small selection
of thcse developed for one of the characters.

of now the character will lock,
you need to maks some model
sheets (figs 01-03). These are lhe
plueprints frem which you'll be
wor<ing. They show the charactar
from differart ang es — front, back,
sides, three-quarter view, top —
with Clearly marked propcrticn
guides. You'll also need o
oroduce a shee: of facia
expressicns portraying a full
-ance of emrotions (fig 04). Don't
mil yourself to drawing those
needec in your film. The more
you create, the mere alive the
characier becomes in your own
mind, anc the practice car ke
nelpful wher ycu are developing
other charactars.

your model sheats, or conversely
you can use the model sheet as a
guide for the sculpture.

Cnce you nave established the
form of your character you w
need to work on hew it is going
to meve. This is covered on the
following pace.

M canagian studio Afomic Cartoons created some
unusual charactars for itz senes Dirty Lil Baster. G is
an alfigator ‘raized in ine Baycu by human kin', Mz Gil
and Pa Gif Fichards. Percil drawings were usad to
dzvelop character expressicns. The colourea
characier siucies were done in Fash, the program
used for the final animation, thereby reducing tne
need 'o redraw Gif for each wardobe test

HERE'S LOOKING AT YOU, KID
Ancther useful aid. especially
when you come to work ng cn the
final znimation, is a maquette. This
is a three-dimensional sculpture cf
the character, usually made from
clay, whicn is tha easiest medium
to work in. You may prefer to ma«<e
this 3C model befora you start on
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E e movement of ihe
ai'’s pony tall and shculder
bag iz an exampls of
seccndary action. It also
heips convey ihe idea of
how a follow-through aciion
cCuld be portrayed.

Desgite their simplicity,
these drawings of the
zraleboarder are ciearly the
key frames of a poss-fo-cose
achon where each action
annicipates the naxt cne.
Each irame’s movement is
exaggerated, as is the arc
Cf Ifve action, especially in
the Tirst fise drawings.

No matter what style you are
working in, it's vital to keep the
mavament fluid and realistic, even
when the character is being
crusned under & ten-ton weight.
This is achievad by using squash
anc siretch and is probably the
most imgortant technigue you'll
need to master. Aimost all physica
movement involves some squash
and stretch, whether it be leg
muscles and torso during a walk
or a ball bouncing off the grouna.
Squash anc streich is the
first of twelve basic principles of
animazion outlined in what mast
animators consider 10 be the bib'e
of the craft, llusion of Life by
Frank Thomas and Ollie Johnston.
These twelve principles are
listad here:



Kev the skatebc

v laken on the arcs

TWELVE PRINCIPLES
OF ANIMATION

1. SQUASH AND STRETCH

2. ANTIGIPATION s is sefticg up the action
Bafora it bappens, usualty with 2 sight
spaverent in the oppesite directon 1

e g cne {hig 02), :

3. STAGING This is refaled to the way the fin.
a5 & whola is shot’, consideiing angies,
Samng and scene length.

4, STRAIGHT-AHEAD ACTION AND POSE-TO-POSE
Stight-ahead achicn starts at one paint and
finusties ab eriolner i a sngle contindous
mavement, such as romming, (g B1) wiereas
POSE1D-p08e 15 & varfely of aehions in one
SCene reddinng cleatly dainealed Key
fraines 1o mark the acion’s sxtreme point
(fig 02). How the in-betweens are executed
cai aiter e whole rhytnm 1 ihe achon.

5. FOLLOW-THROUGH AND OVERLAPPING ACTION
Faliow-through is tha opoosite of anticipation
When & characler sices, cenain parts remarm
i moticn, such as ha'r or clothas [lig 02)
Cverfapoing action s where the foliow-

= e exa ggerated phys

ore detail. His boarg

through of cnie action becomes the
antizipenon of the next ons (fig 02).

6. SLOW IN = SLOW OUT Thiz mazrs using
mote drawings 4l the bagioning and end of
ari acton aod Feacr i the migole: This
creates g arore Bleiks Iselfing ic e
movamsnt :

T.ARCS These are used ic descnbe

natural movernent. Ail achians craale

circula moverments becauss they vatally
Byt dzyand 3 cental point csually a jaint.
Ares are alsd used to desoribe a line of
action through a charactor (g 03)

8. SECONDARY ACTION /= just that, another
action th3* fakes piace at the sams fime

as the main ana This may be something

as simple as turning the heaq from side

1o side during a waik sequence.

9 TIMING Thi= s something that can't be
taught. In the same way that comedianz who
rely on it 'o get the most from their gags have
10 jearn it through expsarience, you Icc wili gei
it right only through practice. Timing is how

= E¥es popLing
and jaws aropping
= are commonly used
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You get characlers Io interact naiiraily.
Timing also has ic do with the lechnicai
side of deciging how many drewings 2
used i poray an action. ;

10. EXAGGERATION s 15 the enhancemsnt
of & phisizal siiribute of movement, but
dn't make the mistake of exaggeraling the
exaggeration {fig 04).

11. SDLID DRAWING Tris conveys a sense of
inree-dimensionality through inswcix,
coiour and shading {fig D).

12 APPEAL This is gneinig parsonaiily 1 the
Characiers you draw, if you can comvey it
vithaut tha sound frack, you know you are
0 fhe Tghy FEcA:

These are nct hard gnd &8st ries. but
they have been found to wark since the
eanly day: of arimation. Bear them in
ming &t ine sicryboarad stage and your
arimation will definiiety have mcre fuioity
and believability,
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