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INTRODUCTION

Thank you for purchasing Illustrator’s Guidebook! The pages 
that follow were created to give you an insight into the 
minds of some of the most popular comic book artists, 

illustrators, and animators in the world today. They will show you 
their unique methods for creating stunning images and how to 
go about achieving your own objectives in art and design. They 
have done their best to condense their long years of training and 
professional experiences into this one volume.

The biggest problem with most “how-to-draw” books today is 
that there is only one contributing artist. You are only given one 
opinion on how to draw something. In the Illustrator’s Guidebook, 
you’ll get to compare the methods and insights of 18 top industry 
artists from companies like Disney, Marvel, Dreamworks, and more. 
You’ll learn how they approach concepts like figure drawing, 
perspective, character design, composition, plus loads more.
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HOW TO USE THIS BOOK

F eel free to read the book from start to finish in its entirety or just randomly 
browse its pages to check out some amazing artwork. Alternatively, you can 
look up the specific artistic areas you are interested in exploring in the contents 

section. If you’re interested in learning more about a particular artist, you can skip 
directly to his/her pages or biography. Please also visit our website www.21-draw.com 
or our YouTube channel where we will be uploading videos that supplement the 
book’s contents.

It’s important to note that there was a real effort to keep the artists’ own words and 
actions as close as possible to what they submitted. This is important as it allows you, 
the reader, to get an understanding of the exact process each artist goes through 
when completing an image from start to finish. Some artists use roughs, proportion 
lines, and other guides when drawing, and others start with clean lines and adjust as 
they go. In most cases, the artists followed the briefs exactly, but in some instances, 
they provided additions or minimizations that were even better than the original 
briefs. When this occurred, the artist’s version was chosen over the original brief.

All of the above facts make this book unique in comparison to other “how-to-draw” 
books. But this book is unique in another way. In October 2015, almost three thousand 
people, from 25 different countries, came together on the crowdfunding website 
Kickstarter and pledged funds to get this book printed. It was the second book that 
was created by 21 Draw. The first book was also a highly successful crowdfunded 
campaign on IndieGogo back in May 2014. 21 Draw salutes you and thanks each and 
every one of you who helped make this book happen! Please enjoy it!

21 DRAW

http://www.21-draw.com
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This book is intended for anyone interested in learning about illustration, from 
the novice to the professional who wants to study a specific skill or style. A 
unique benefit of this book is our wide array of artists providing you a broad 

range of knowledge and techniques. Some of the illustrators in this book are self-
taught, while others have professional training, and quite a few are art instructors 
themselves. What they share is a love of drawing, a devotion to the ongoing study of 
art, and agreement on the importance of practice to achieve results and success.

Many of our artists have shared that they began 
drawing or doodling at an early age. Maybe you, too, 
have been drawing for a long time. No matter the level 
you are starting from, let’s prepare to follow along with 
the tutorials by warming up with simple line exercises. 
You can draw these using either paper or tablet; please 
use what is available and comfortable to you. 

Try to make your strokes as even and straight as 
possible. Work on vertical and horizontal lines as well 
as diagonal. Then try some dots, and practice making 
them in a specific shape as well as making them as 
consistently spaced as you can. Another great warm-up 
is drawing spirals. It can be a challenge to keep the line 
consistently spaced and steady as you spiral toward the 
center. Then reverse and spiral out from a center point. 
You can experiment with various pens, pencils, and 
brushes to discover more about line quality and weight. 

Drawing these simple shapes can be deceivingly 
difficult — it’s not easy to make a straight line with an 
even pressure. There is a saying that the most difficult 
thing to draw is a circle, and that it is impossible to draw 
a perfect circle by hand. 

Why start with lines and shapes? Lines and circles make 
up the basic structure of anything you want to draw. 
By mastering the surprisingly difficult task of drawing 
simple lines and shapes, you also develop dexterity 
and hand-eye coordination. Both of these skills are very 
important to an artist, no matter the style or medium 
they use. Once you feel good about drawing simple 
shapes and lines, you can challenge yourself further by 
practicing them more quickly. 

CRE AT ED  FOR  A R T IS T S  BY  A R T IS T S
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CREATING VOLUME

Once you have an understanding of drawing simple shapes, you can 
start adding light and shadow to create a sense of volume. Illustrators 
develop their own unique style and process for creating the illusion of 
dimension in their artwork. At the right are examples of shading from 
several of our artists. Some shading is achieved with line work, other 
shadows are made using gradients or painting in a darker colour. 

The key is to know where your light is coming from and then to 
create a consistent and accurate rendering of the shadows. 
Highlights can be lighter colours added over a darker colour, 
or they may simply be the absence of colour or shadow in 
an area. Artists often use visual references for this step; 
you can use live models or photo references. Many of the 
tutorials in this book include examples on how to add 
dimension to your illustrations, along with tips on creating 
shadows and highlights. 

GOING DEEPER INTO DRAWING

We drew the warm-up line work based on exercises featured in The 
Fundamentals of Drawing by Barrington Barber. Barber’s book is full 
of detailed lessons on how to improve your drawing skills, and we 
recommend it as a reference for further study.

Another technique to improve hand-eye coordination is drawing without 
lifting your pencil or looking at the paper; this method is called blind contour 
drawing. Your drawings can start out a bit odd looking, but the practice can 
greatly improve your ability to draw with your hand what your eyes truly see. This 
process can also improve the speed and quality of your drawing, because you learn 
to trust your hand to directly interpret what your eyes see without the need to check 
your work as often. Blind contour drawing can also be used as a warm-up to get 
your mind and hand working together. This method and many other practices are 
in The New Drawing on the Right Side of the Brain by Betty Edwards. Edwards’s book is 
considered the world’s most widely used drawing instruction book.

Learning from other artists and a lot of practice will help you to draw what is in front 
of you but also anything you can dream up. One of the most impressive qualities 
professional illustrators have goes beyond their ability to render realistic figures and 
forms. Illustrators use their imaginations to create characters and worlds for others 
to enjoy. The artists in this book all have world-renowned drawing talent, many 
have studied life drawing and human anatomy for years, but they also have worked 
to develop their imaginations. Don’t forget to seek creative inspiration as well as 
practicing skills. Our artists share what inspires them in their bios (see p. 163).
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TRADITIONAL, DIGITAL, OR BOTH?

In this section, we focus on the specific tools illustrators 
in this book recommend and use in their tutorials. Many of our 
artists work in both traditional and digital mediums, while some are 
100% ink to paper and others are devoted users of digital. We believe 
the diversity in their style and technique offers you expanded insight 
into the tools used by professional illustrators today. 

Our artists share tool preferences in their bios (see p. 163), so you 
have a peek into an artist’s toolbox while using his/her tutorial. 
Note that many of the principles work for either traditional or 
digital mediums. For example, when learning from an artist that 
uses a soft graphite pencil, you can use the exact pencil, or you can 
try a similar digital pencil setting that emulates the traditional tool. 

Even the most die-hard traditionalist can’t go completely off the 
grid; before going to press a high resolution scan of an 
illustration is needed. The file needs to be a minimum of 
300 DPI (dots per inch), and should not be enlarged from 
the original scan size. Enlarging a rasterized image adds 
pixels, creating a visibly pixelated look at the edges of line 
work and contrasting colours.

TRADITIONAL DRAWING TOOLS

These time-tested tools have some strong advantages compared 
to digital: you can take them anywhere, most are water resistant, no 
need to pull them out of your bag at the airport, and they are not as 
expensive to replace if you lose them. Some favourites used by our 
artists: 

PENCILS: Prismacolor pencils, Col-Erase also by Prismacolor, and 
graphite art pencils 2B–6B, HB. The numbers and letters are 
for two different rating systems which make a difference 
in the marks made (see blue pencils at right). H is for how 
hard the writing core is; the higher the number, the harder the 
writing core and the lighter the mark. B is for blackness; the higher the 
number, the darker the mark.

PENS: Pentel Pocketbrush, Kuretaki brush, Tombow, Pentel Stylo, Sharpie, 
and coloured pens like Copic Markers. Many art pens are available 
with two sides for creating both thick or thin lines and are sold 
individually as well as in sets.
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Drawing hands and feet is considered 
a challenge to most beginning artists 
and even to artists with a lot of drawing 

experience. These are parts of the body that 
most artist avoid drawing, if possible, but once 
a certain skill level is reached, they are really fun 
to draw. 

DRAWING HANDS

Drawing hands can seem overwhelming 
because the parts of the hand are always 
changing direction and shape. The key is to 
simplify. I’ve found that understanding the 
hand’s shape first in silhouette can help you 
visualize the right proportions. I think it is 
imperative that anyone who wants to improve 
their drawing must draw from live models as 
well as photos. 

The more you practice drawing hands, you find 
that certain shapes are repeated. By studying 
the shapes that make up the hands, you can 
begin to visualize them in any position 
you can imagine. When artists study 
the human figure, they start with 
gesture drawings; the same principle 
works for the hand. Hands have a 
flow and gesture that start at 
the forearm then move out to 
the wrist, palm, and into the 
fingers.

CONCEPTS TO KEEP IN MIND 
WHEN DRAWING HANDS:

• Start with the forearm, then move to the 
wrist, palm, and fingers respectively. This will 
help greatly when parts of the hand overlap.

• Use the knuckles and joints to locate the 
gesture of the hand and fingers.

• When a hand is holding an object, make sure 
to draw enough room inside the palm since 
the fingers are wrapping around the object. 
In my sketches, I have drawn an object in 
the hand to help show the way to wrap the 
fingers around it correctly.

• When the hand is clenched, the finger joints 
stand out.

• Use shading to render the planes of the 
hand. I use it more often on fingers to show 
the change of angle and direction.

• Keep in mind the correct length of each 
finger; it’s a common mistake to draw the 
ring finger larger than the middle finger. 

• For male hands, emphasize the bone 
structure and tendons. 

• Consider how your character would pose the 
hand according to their personality.

• Take your time and think about the purpose 
of each line as you draw.

begin to visualize them in any position 
you can imagine. When artists study 
the human figure, they start with 
gesture drawings; the same principle 
works for the hand. Hands have a 

of each line as you draw.

M A S T ER ING  T HE  A R T  OF  H A ND S  A ND  FEE T

WITH  REIQ
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STEP 1: Open 
the program and 
create a new 
canvas with the 
following shortcut: 
Ctrl+N. My canvas size will vary depending 
on the project. For this design I went with my 
go-to standard of 11 inches x 17 inches at 400 
DPI (dots per inch). Why this size? The primary 
reason is this is a good file size and resolution 
for print production, such as printing for this 
book which needs a minimum of 300 DPI.

Let’s get started! To create the artwork for this project, I used 
Manga Studio 5 and a Wacom Intuos4 tablet. I’ve included 
screen grabs of my steps so you can follow along.

DR AW ING A  S CENE  IN  PER SPEC T I V E

WITH CHAMBA

STEP 2: Create two new layers as shown in the window here. 
Characterbase: is the layer where I sketch the layout of the 
characters. Background: is the layer where I loosely sketch up 
the background setting. 

STEP 3: Time to draw 
my sketch or baselines. 
For this step, I use the 
Mechanical pencil with the 
configuration shown in the 
window at right. Of course 
this choice is a personal 
preference. You can use 
any brush for this, but I like 
using this setup because it 
closely simulates an actual 
pencil. Using the Mechanical 
pencil, I sketch in the 
characters and background 
on their separate layers.



105PERSPECTIVE

STEP 4: After my loose sketches are complete, it’s time 
to draw in the line art for the characters. For these lines, 
I use the Turnip pen with the properties shown in the 
window at the right. I like inking with this tool because 
it has nice line weight and it’s just so clean! I draw these 
lines in the new Character Lines layer. Note: This illustration 
is a promo image of sorts to a collaborative Wrestling project 
between myself and fellow artist @FooRay.

STEP 5: Here we have the full 
character line art, placed in a layer 
above the Character Base and 
background layers. As you can see, 
each set of characters is lined up with 
varying widths of stroke. To achieve 
this, I simply alternate my brush 
size between 5–15. I used 15 for the 
character in the foreground and 5 for 
the character farthest away. I don’t 
often do this, but I thought I’d give it a 
try for this example on creating perspective, 
since the line variation gives the illustration an 
even stronger sense of depth.

Make sure you select ALL areas 
outside the characters! 

STEP 6: With our lines complete, we can move to adding 
character colours. First I create a new layer folder and 
drag the character lines into this folder. Next I create a 
new layer in the folder and name it Col Flats (which will 
be used shortly). Using Auto select, select 
the areas outside of the characters using 
the settings in the windows at the right.
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STEP 8: Duplicate Col Flats layer (right click > duplicate layer), 
rename this new layer to Colour Seperate. This is the layer where 
we will add the proper flat colours for each character.

On the Colour Seperate layer, 
using Fill-in-mono pen with 
the properties shown in 
the example, I begin colour-
flatting (also known as colour 
seperation). I essentially 
follow the lines and trace 
the sections. Instead of 
freehanding this process, you 
can speed it up by holding 
the shift-key (as shown in the 
example on the right). This 
process is repeated until the 
sections are outlined. 

STEP 7: Once selected, 
invert your selection with 
Ctrl+Shift+I (see above 
window). Using the Fill, 
tool on the Col Flats layer, 
you fill the selection with 
a base colour (see window 
at right). Once filled, clip 
Character Lines to the Col Flats layer. 
Also set the layer as Overlay to maintain 
a colour-hold look. Lock Transparent Pixel 
on Col Flats. This will restrict the editing of 
this layer to only the opaque sections of 
the layer (see screen grabs at right).
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W H AT  IS  COMP O S I T ION? 

T he way you position and design the 
elements of your illustrations can be as 
pivotal to making a piece look good as 

any technical aspect like anatomy, colour, or 
perspective. Composition essentially refers to how 
your image is put together, and there are tricks 
you can keep in mind that, if used in the right 
way, can take your art to the next level and make 
a piece really grab your audience’s attention.

THE RULE OF THIRDS

The rule of thirds is a guideline artists use to 
compose imagery, the aim being to ensure 
a piece is visually appealing and balanced. 
The method states that if an image is divided 
into nine equal parts (three vertical and three 
horizontal), the image will be more interesting 
and pleasing if the visual areas of interest are 
placed in alignment with these dividing lines and 
intersections. Since people view images from 

top to bottom, left 
to right, the top 
left intersection 
is considered 
primary and the 
bottom right, 
secondary. 
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BACKGROUND, MIDGROUND, AND FOREGROUND

When composing a scene, creating an effective sense of the space is very important. 
Together with some useful techniques mentioned in this book (such as perspective), 
illustrating elements of foreground (close to the viewer), midground, and background 
(far away) within your image will immediately communicate a sense of scale to the 
viewer. The subject matter is often in the foreground or midground, while the world 
setting is often in the background of the setting the subject matter is inhabiting.



148 21-DRAW

DETAIL

If your audience is given too 
much to look at too quickly, 
they won’t know where to look. 
A high amount of detail can 
be interesting (and of course 
there are examples of images 
that have a massive amount of 
detail that work really well), but 
sometimes a lot of detail with 
a lack of contrast can become 
confusing to the eye and cause 
viewers to lose interest. We 
don’t want our audience to 
feel like looking at our art is a 
chore! Typically, it works best 
to pick between one to three 
areas of interest and freely add 
detail to those areas. The rest 
of the piece can be created 
with a more relaxed approach 

CONTRAST

Contrast means using a dramatic shift or 
change of aspects of the visuals (within 
the same image) to guide the viewer’s eyes 
through the piece. An image without contrast 
often looks either boring or confusing. Using 

bold changes between dark and light in a 
few calculated areas of your image helps the 
viewer pay attention to that specific area and 
helps control the way the viewer’s eyes move 
through the image. This works particularly well 
with light and dark but can also be applied to 
colour, scale, texture, and more.
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Jazza started producing web animation content at the age of 13. 
After high school, he continued to produce animation for short 
videos and games, gaining sponsorship from popular websites 

such as Newgrounds and Armor Games. He also produced flash games 
gathering more than 100 million plays. 

In 2013 he created animation and art tutorials for YouTube on his 
channel, ”Draw With Jazza.” At first, he uploaded a video a week, then 
increased the content as his following grew. Today Jazza continues to 
produce innovative content for YouTube, as well as run his own studio, 
creating tutorials and artistic resources to share and sell online. Jazza is 
also a professional musician, writer, voice actor, and creative director. 
He has a passion for creating worlds, characters, and stories for people 
to enjoy!

INSPIRATION: I stay inspired by a mix of creative interests (art, music, 
craft, writing), constantly enjoying the creative output from others. 

FAVOURITES: 

Quote “Tomorrow, you might get a phone call about something 
wonderful, or you might get a phone call about 
something terrible.”  — Regina Spektor

People My wife and baby 

Artists J. Scott Campbell and Patrick Brown

Film Treasure Planet and most animations by Disney/Pixar

TOOLS: I used Adobe Photoshop and my custom Photoshop brushes 
(available from my web shop) on a Wacom Cintiq 27QHD tablet. 

ADVICE: Over time, I built my experience in digital art and animation 
— specifically by producing independent animation and flash 
games for sponsorship. My big break came when I decided to 
focus my efforts into my YouTube channel and it took off. This has 
opened up all sorts of artistic opportunities for me. Becoming a 
professional artist is the same as becoming a professional in any 
field — it takes time, practice, patience, and A LOT of hard work.

JAZZA 
ANIMATOR AND  

CREATIVE DIRECTOR

YouTube.com/ 
DrawWithJazza

JazzaStudios.com

twitch.tv/LiveWithJazza

Twitter: @josiahbrooks

https://www.youtube.com/user/DrawWithJazza
https://www.youtube.com/user/DrawWithJazza
https://jazzastudios.com/
http://twitch.tv/LiveWithJazza
https://twitter.com/@josiahbrooks
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Lois van Baarle (Loish) lives in Utrecht (the Netherlands) but has 
lived all around the world, including the United States, Indonesia, 
France, and Belgium. Loish has been drawing since the day she 

could hold a pencil, and started teaching herself to draw digitally 
when she was a teenager. She then studied animation and became a 
freelancer shortly after graduating college. Loish works as a freelance 
digital artist and animator, doing mainly character design work. Her 
client list includes Psyop, Lego, Guerrilla Games, Nick Jr., and many 
others where she creates character designs for a variety of projects. 

INSPIRATION: I stay inspired by enjoying nature, fashion, and the 
beautiful things around me. My main inspirations are attractive 
colours and colour combinations, which are usually the starting 
point for my work.

FAVOURITES: 

Quote I don’t really have a meaningful favourite quote . . . but 
I do love quotes from my favourite shows, so I’ll go with 
“these pretzels are making me thirsty.”

TOOLS: All of my work is created digitally, using Adobe Photoshop CS5 
extended, Cintiq 24HD, Cintiq Companion, or Intuos4. Occasionally 
I sketch on paper but it is not an essential part of my drawing 
process; for now I find digital to be the most efficient and flexible 
medium to work in.

ADVICE: A tip to starting out in this industry: It’s important to develop 
a unique artistic voice and way of working, then share it with the 
world. The Internet is a huge source of my inspiration — making 
friends and gaining work opportunities. I did not expect that to 
happen when I started posting my doodles online! Building a fan 
base has definitely been my big break.

LOISH
DIGITAL ARTIST  
AND ANIMATOR 

www.loish.net

blog.loish.net

Facebook.com/loish.fans

Loish.DeviantArt.com

INPRNT.com/gallery/loish

Society6.com/loish

http://www.loish.net
http://blog.loish.net
http://Facebook.com/loish.fans
http://Loish.DeviantArt.com
http://INPRNT.com/gallery/loish
http://Society6.com/loish
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Loopydave is an Australian-based illustrator who’s work has 
appeared on DVD boxsets, advertising, comics, character design, 
festival posters, books, children’s magazines, but most important 

as he says: “When I was much younger, on my mother’s fridge door.”

INSPIRATION: Illustration is both my hobby and my profession, and 
I can’t remember a time when I wasn’t drawing or painting. How 
do I stay inspired? Partly the challenge to improve, but it’s also the 
best way I know how to stay sane with a head full of ideas!

FAVOURITES: 

Quote I don’t really have one, but always thought my mother’s 
advice not to run with scissors was pretty good. If I 
do get one, it’ll probably be something like “practice, 
practice, practice” or “there is no substitute for hard 
work.”

TOOLS: I use pencils, fine liners, a scanner, and Photoshop. People 
think I’m a little strange since I use a mouse for the painting stage 
and not a tablet, but I’ve done it for so long now, it's just a thing 
that I do.

ADVICE: First make sure it is something you really love — this industry 
can be tough and you can earn a much better living doing 
other things. Be professional about your work and seize the 
opportunities you can, particularly early in your career. However, 
be wary of doing work “for the exposure.”

 My first real big break was the chance to do a job for a talent house 
on a tight deadline when no one else was available. I took the job 
and used the opportunity to show my ability to produce quality 
work under pressure. I got more work after that.

LOOPYDAVE 
FREELANCE  

ILLUSTRATOR 

Loopydave.DeviantArt.com

Facebook.com/ 
Art-of-Loopydave

http://Loopydave.DeviantArt.com
https://www.facebook.com/Art-of-Loopydave-158913267493746/
https://www.facebook.com/Art-of-Loopydave-158913267493746/
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Warren Louw is a freelance illustrator and character designer 
from South Africa. His style is influenced by both Eastern and 
Western cultures, and he is most recognized for his renditions 

of beautiful women. Warren’s art has appeared in publications, 
advertisements, and websites around the globe. Publications featuring 
his work include ImagineFX Magazine, various UDON Entertainment 
Capcom tribute art books, Ballistic Publishing’s Exotique, Photoshop 
Essentials, as well as the covers for UDON’s Darkstalkers graphic novel 
and DC Comic’s Power Girl. Warren has also created conceptual designs 
for Longship Armoury, Phoenix Age Gaming, and Bandai Namco. 

INSPIRATION: At a young age, I went through many tough 
experiences that damaged my sense of self-worth. To get better, 
I determined to become great at something to reclaim my 
worthiness. My fear of feeling less than worthy in others’ eyes was 
the core drive that pushed me to strive to create what I believe 
would be accepted and loved by others. I pushed myself too hard 
to get results, which actually ended up making me successful, 
but I was not happy. Even when I felt happy because of love and 
acceptance from others, it was short lived. I became a slave to my 
fears. I now realize that happiness is not all about acceptance and 
love from others; I have to love myself and experience more of life 
to discover more of what I love and incorporate that into my art.

FAVOURITES: 

Quote “Whether you think you can, or you think you can’t — 
you’re right.”  — Henry Ford

Artists Adam Hughes, Artgerm, Sakimichan, Takuji Kjawano,  
Ilya Kuvshinov, and many South Korean and Russian 
artists. It’s difficult to keep up as there are so many 
amazing artists.

Books How to Draw on the Right Side of the Brain by Betty 
Edwards, and Tantra for the West by Mark Allen 

TOOLS: I use a Wacom Intuos Pro, Photoshop CC for line art and 
sketches, then for grayscale rendering, I work in Paintstorm Studio.

ADVICE: Clients hire me because of the art I post online. In this industry, 
having a fan base is important. Simply create the best art you can 
and love your work. Success will follow your passion and gain you 
recognition. My first big break was doing a cover and workshop for 
ImagineFX. Before that I was in UDON’s Street Fighter Tribute. These 
both happened at a time when I was enjoying my artwork and 
feeling confident, so landing these jobs amplified my passion.

WARREN LOUW 
ILLUSTRATOR AND  

CHARACTER DESIGNER 

Facebook.com/
ArtofWarrenLouw

WarrenLouw. 
DeviantArt.com

escapecollectibles.com/ 
warren-louw/

www.patreon.com/ 
warrenlouw

www.ArtStation.com/ 
artist/warrenlouw

WarrenLouw.CGSociety.org

WarrenLouw.com

http://www.facebook.com/ArtofWarrenLouw
http://www.facebook.com/ArtofWarrenLouw
http://warrenlouw.deviantart.com/
http://warrenlouw.deviantart.com/
http://warrenlouw.deviantart.com/ http://warrenlouw.cghub.com/ http://warrenlouw.cgsociety.org/ http://www.escapecollectibles.com/warren-louw/
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For more information about new exciting projects by 21 Draw, 
or if you would like to buy an e-book version, please visit  

www.21-draw.com

You can also follow us on Facebook, where we will be posting about 
our new projects involving some of the biggest and best artists 

in the industry: www.facebook.com/21draw

http://www.21-draw.com
https://www.facebook.com/21draw
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