
THE CHARACTER DESIGN
ER

is the ultimate HOW TO DRAW artbook 
for aspiring artists! You will learn from eleven 
world famous illustrators and character 
designers who have worked for DISNEY, 
MARVEL, DREAMWORKS, PIXAR, 

AND MORE! World class talent like LOISH, TOM BANCROFT, and
LOOPYDAVE are your teachers. 

Our pros will guide you through accessible tutorials and lessons packed with incredible 
images and unique advice. You will soon be drawing awesome characters that will 
impress any audience, be it friends, family, or clients. This book is perfect for beginners 
who want to learn all aspects of character design from the basics to more diffi cult 
techniques, or for anyone wanting to brush up on their skills. This artbook covers:

• The fundamentals, like shape language and sketching

• Figure drawing and gestures

• How to age your characters

• Squash and stretch 

• Character types

• Caricatures

• Designing from a brief 

• And loads more!

It’s your ticket to improve your art skills and be 
the artist you’ve always dreamed of becoming. 
And remember it’s never too early and never 
too late to discover the pure joy of drawing!
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INTRODUCTION

T hank you for purchasing The Character Designer ! This book was created 
to give you a unique insight into the minds of some of the most popular 
illustrators and character designers in the world today. You will learn 

the unique methods they use to create awesome art. The designers have 
condensed their long years of training into their submissions for this volume. 

We created The Character Designer to compare the techniques of very different 
artists. We trust that this book will help you explore different methods and find 
your own unique voice on your artistic journey ! 

We hope that you love this book as much as we’ve enjoyed making it! It has been 
a fun process that started in May 2019 when more than two thousand backers 
on Kickstarter helped us raise the funds to make it happen. We’re so thankful for 
the incredible support over the years, and we promise that we’ll keep making 
awesome books as long there are people who keep asking for them! 



HOW TO USE THIS BOOK

It’s recommended that you read the book from start to finish as opposed to 
skipping around the chapters. We made a real effort to design the book in 
a way that gives the character design process a logical feel, where we start 

off with fundamental concepts before moving on to more specific skills. We’ve 
also included lessons in each chapter, and we recommend you complete them 
before moving on to the next chapters. 

If you’re interested in learning about a specific artist, then of course feel free to 
skip to that chapter or bio page where we’ve included information about them 
that will hopefully inspire you to continue to improve as an artist. You will find 
that each artist’s submission is unique, and we are confident that this will allow 
you to understand the exact process the artist uses when completing an image 
from start to finish.

For the most part, the artists followed the briefs we gave them, but in some 
cases we gave them the freedom to change it, allowing the artist greater scope 
to respond. By doing so, the work from these artists turned out to be even 
better than what we had envisioned. We trusted the artists’ versions and chose 
these over our own briefs. We are sure that you will enjoy the creativity that 
each artist offers.

Although we revised some text for spelling, grammar, and editorial styles, the 
artists were shown their completed chapter in full layout for their approval 
before sending to press. We hope that you take what you learn from the artists, 
add it to your own repertoire, and become a master someday too. Of course, 
you could already be a master. In either case, make sure to have fun on your 
creative journey, because that’s what it’s all about!
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SH A PE  L A NGUA GE

WITH RANDY BISHOP

A s a character designer, our first job 
is to communicate a character’s 
purpose to the audience. In order 

to do that effectively, it’s important to 
be deliberate in the decisions we make 
as artists. Being able to communicate a 
particular idea can be tricky and requires 
more effort than most people might 
expect.

With any form of communication, familiarity 
and mastery over the language affects 
how well we’re able to get our point across. 
The greater our mastery of the language, 
the better we’re able to 
communicate.

Color has its own language, as does line, 
texture, value, etc. For this section of the 
book, we’ll be discussing shape language.

What is shape language?  
Simply put, shape language is using shape 
to communicate meaning. Different shapes 
provoke different reactions within us, 
causing us to associate the things we see 
with certain feelings or meanings.

THE PRIMARY SHAPES

There are three primary shapes, just 
as there are three primary colors. The 
primary shapes are the square, circle, and 
triangle. Each of these shapes has strong 
associations psychologically with certain 
meanings. The most important ones are 
these: 

•• The square represents 
physicality and 
masculinity. 

•• The circle represents 
positivity and 
femininity. 

•• The triangle 
represents movement 
and sharpness.
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CIRCLE: The circle evokes thoughts of peace, kindness, softness, safety, 
and wholeness: things that we generally associate with femininity. It can 
also represent things like emptiness, loneliness, magic, and mystery.

Circular shapes can be used to 
make a male character feel kind, 
soft, happy, or weak, etc.
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SQUARE: The square represents physicality. It 
represents things like stability, dependability, 
discipline, strength, and reliability. It’s the 
more masculine of the primary shapes. It also 
represents things like boredom, stationariness, 
and stupidity.

Blocky shapes can be used to make 
a female character feel strong, 
independent, or disciplined.
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CRE AT ING  S T RONG GE S T URE S

WITH TOM BANCROFT

How do I make my characters look 
“animated” or “in movement” 
when I draw? I get this question 

quite often on social media or at convention 
appearances. When I do, I try to understand 
what an artist means by wanting to create 
movement in their drawings. Most often, 
when I dig deeper, I uncover that they want 
to know how to create characters that have 
a sense of flow throughout the pose and 
the lines themselves. This is gesture drawing 
for the most part and flow is an element of 
gesture drawing. 

It’s not an easy question to answer. It can 
be difficult to describe how to achieve 
flow in a gesture drawing because—like 
most concepts in art—it feels intuitive. 
In this chapter, I’ll try to describe ways to 
approach it. But first, I need to bring us back 
to the basics of how to sketch because it 
directly relates to the approach I want 
you to take. To be honest, I’m going to 
ask many of you to question 
and possibly REINVENT 
THE WAY YOU DRAW. 
(That’s right, I put that in 
ALL CAPS because it’s 
powerful.)

WE WERE NEVER TAUGHT HOW  
TO USE A PENCIL TO SKETCH.  
It’s a bold statement, I know, but think 
about it. When we were young (at least 
in the U.S. educational system), the first 
instruction we received in how to use a 
pencil was in elementary school and it 
was how to write—not to draw. We were 
instructed to create lines (for print writing) 
or flowing swoops (for cursive writing) in 
a consistent line, without picking up the 
pencil very much. Later, when we start 
art classes, the art teachers assumed we 
knew how to use a pencil so there is little 
instruction beyond rendering tones. When 
did we learn how to sketch? More often 
than not, we didn’t learn how to use a 

pencil as an artist uses it. To 
make matters worse, 
we live in a world of 

social media where 
artists feel the need to 
show only their best, 

most finished, revised, and 
colored artwork. We show 

finished work, not our sketches, 
so most often we are seeing tight, 

rendered work. Young artists see this and 
think that’s the way they need to work and 
they tend to bypass the sketch process. 

To illustrate the difference between clean 
line drawing and sketching, I’ll draw two 
circles in different ways. The one on the 
left is created with a clean line—I call this 
a “drawing.” The rough, multiple lined 
image on the right is the “sketch” version. 
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(To be clear, by my definition, a sketch can 
be a drawing, but a drawing is not always a 
sketch.) You can’t see it, but when I did the 
sketch version, my pencil jumped around 
the circle as I drew the curved lines—from 
the top, to a side, to the bottom, and so 
on to form the circle. For the drawing on 
the left, I it approached like a non-artist—
started at the top peak point and drew left 
to right around, not picking up my pencil 
once, until I reconnected the line at the 
top. This approach gives you what I call a 
“dead line” drawing. The circle on the right 
is obviously a rougher, sketchier line, but 
it also implies an invisible but important 
element that comes from sketching: 
volume. 

You can say there’s no difference in the 
volume of these two circles and you 
wouldn’t be wrong. The one on the right is 
two dimensional and so is the one on the 
left. What is key is what you do not see—the 
thought process behind the lines—that 
helps you create more dimensional sketches 
with flow to them. It’s the Zen behind it that 
is also something that is not being taught 
and here are BOLD letters again: DON’T 
DRAW LINES, DRAW SHAPES WITH 
LINES.

IN SHORT: SKETCHING IS SCULPTING. 
When I sketched the drawing of the circle 
on the right, I was THINKING of a sphere, 
not a circle. When I sketch with multiple 
lines and jump around the figure (if it’s 
a character), I am finding the form and 
shapes of the character, not just drawing 
the exterior or interior lines. Animators—
especially 2D animators—are trained to 
think of their characters as dimensional 
and existing in “real” space. That thinking 
applies to every sketch of the character they 
make. It’s one of the elements to drawing 
gestures: to think dimensionally and that 
the shapes—not just the lines—are flowing 
from one to another. 

LESSON 1: DRAWING LINES WITH FLOW

As basic as it sounds, I want you to practice 
sketching with a pencil in short strokes (A) 
and longer, slightly curved strokes (B), in 
an angled, downward action. Just like in 
figure drawing class, you need to learn to 
use more of your wrist when you draw, so 
you can get more flow in your lines. To do 
this, you should draw larger sketches if you 
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COL OR  IS  CRUCI A L

WITH LOISH

A s a character designer, my main 
priorities are to work fast and 
generate ideas quickly. To do 

that, I leave the finer details until the very 
end of my workflow. For me, this is an 
efficient way of working—saves a lot of 
time and keeps me from overthinking or 
getting stuck on the details. When I create 
character designs for a client, it’s important 
for the character to look appealing, 
interesting, and memorable. One of the 
main tools for achieving this is through 
color: I feel like an appealing and expressive 
color scheme is crucial for an interesting 
character.

RESEARCH

I start by researching my character—in this 
case, the Snow Queen. The original story 
focuses on two young children, Kai and 
Gerda, who become separated because Kai 
is drawn to the Snow Queen and is taken 
to her palace. The Snow Queen makes him 
forget his beloved Gerda and forces him 
to spend his days solving puzzles on an 
icy lake. She is an interesting villain; she 
likes doing her own thing—living in an icy 
palace and commanding her snow bees. 
She becomes a threat only when you decide 
to approach her, after which it becomes 
difficult to escape.

After reading the story, I reflect on the 
aspects of the character that are most 
interesting to me. The Snow Queen is 

comfortable in the freezing cold, and 
even thrives in it, which in itself is a fairly 
creepy personality trait—the opposite of a 
relatable human being who shivers in the 
cold. Because Kai feels drawn to her, I feel 
like she needs a seductive quality to her, 
something hypnotizing and beautiful. She is 
powerful and her natural habitat is the cold 
snow, so her pose and color scheme need to 
reflect that.

I also think about the moment in the story 
where this character appears for the first 
time. She’s standing in the snow where the 
snowflakes gather, surrounded by her snow 
bees. I keep this moment in mind when 
creating my initial sketches.

SKETCHES

STEP 1 – ROUGHS: As soon as I get a 
sense of the character, I jump right into 
the drawing process. I try not to waste too 
much time overthinking or overanalyzing 
before setting down my first lines. I quickly 
start on my initial sketches, just to get 
my first ideas out. At this point, I’m not 
thinking about the details—I want to focus 
on the overall shapes of her design and 
the gesture and energy in her pose. My 
main challenge: How to make her look like 
a queen? She needs to be beautiful, but 
if I make her too girly or cute, she starts 
to look like a princess. So I’m trying out 
shapes and poses that give her a regal 
elegance.
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STEP 2 – SKETCH DEVELOPMENT: I feel that this sketch is working out to be my best, 
mainly because of the energy created by the movement in her hair and clothing. So I 
take it to a new canvas and develop it further to create a full-body pose. At this point, I’m 
thinking about where I want the highest density of detail and where I want fewer details. 
It’s good to have a balance of both for a strong character design.

Original

Full body Working out shapes + pose

Exposed 
shoulder

High 
detail 
area

Low 
detail 
area

Flowing movement 
from wind
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MAKE MULTIPLE COLOR SETUPS: Now that I’ve created one color palette, I repeat 
the steps and make a few more. I play around with diff erent hues, combinations of 
dark/light, and particularly variations on line color. Each one has a unique eff ect on the 
character. My preference is for the fourth one, which has the light colors of snow and ice 
but still has something dark and mysterious.

SEE COLORS AS RELATIVE: 
The way a color looks depends 
greatly on the other colors 
around it. A color that looks very 
cool or greyish when isolated, 
can appear as a warm hue when 
combined with blue or purple. 
I try to choose colors based on 
their relationship with the base 
color, which makes them feel 
more unifi ed.

1) Too monochromatic 2) A little too colorful 3) I like the colors, but too 
much of a “good witch” vibe

4) I like the dark face/hair 5) Warm tones, conflict 
with character description

6) Too minty

Purple when isolated

Warm when set 
against cool tones
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FINER DETAILS

STEP 4 – DETAILING: Once I have a color scheme that I like, I copy my drawing to a new 
canvas and start detailing. I merge all of the layers together, so now there are only two 
layers: the background and the character. There are interesting colors already present 
in the image that I can use to start blending and adding more definition. I zoom in and 
alternate between the Eyedropper and Brush tools in order to “sculpt with color.” Because 
this character is living in an icy and snowy environment, I layer lighter details on top of 
the darker base, which gives a shimmering effect. I also add more decorative elements 
like sashes and jewelry to create movement and the feeling of icy wind.
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Lois van Baarle (Loish) has been 
drawing her whole life and 
decided to study animation 

because she thought it was a good 
way to expand on her drawing skills. 
Loish started learning animation in 
Ghent, Belgium (at the Hogeschool 
Gent), followed by another four 
years in Hilversum, the Netherlands 
(at the Utrecht School of the Arts). 
She completed a European media 
master of arts and a bachelor in 
design. 

Loish currently works as a concept 
artist and character designer for 
clients such as LEGO, Guerrilla Games, 
and Amazon. 

She has published two books: The 
Sketchbook of Loish and The Art of 
Loish, both of which were successfully 
funded through Kickstarter. 

Lois is very active on social media and 
has more than one million followers 
on Instagram and Facebook. You can 
find her work on loish.net and on 
instagram: @loisvb. 

LOISH
CONCEPT ARTIST
CHARACTER DESIGNER  

Loish.net

Facebook.com/loish.fans

Instagram.com/loisvb

https://loish.net
https://www.facebook.com/loish.fans
https://www.instagram.com/loisvb/
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Loopydave likes to draw and paint—
both in his chosen profession as a 
freelance illustrator and his hobby 

as one of those kooky creative types. 
These don’t leave much time for hang 
gliding, cow wrangling, or admiring his 
fine collection of small plastic objects, 
but they are the sacrifices he makes for 
his art.

He lives in Australia, which, contrary to 
popular opinion, DOES NOT mean he 
walks around upside down or wears a loin 
cloth made from koala pelts.

His work has appeared on: DVD box 
sets, advertising pieces, comics, 
character designs, festival posters, 
books, children’s magazines, and 
most important, his mother’s fridge 
(admittedly he was much younger 
then). He’s been illustrating long 
enough to know that doing unpaid 
work just for the “excellent exposure” is 
never really a good idea.

Loopydave is currently working on art 
to pay his bills, and when he has the 
spare time, his own graphic novel.

Loopydave.DeviantArt.com

Facebook.com/Art-of-Loopydave
LOOPYDAVE

FREELANCE ILLUSTRATOR

https://www.facebook.com/Art-of-Loopydave
https://www.deviantart.com/loopydave
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Rodgon (aka Rodrigo Gonzalez) 
is a San Diego-based cartoonist 
and illustrator. A late bloomer 

into art, he began his journey at 
18 and has not looked back since. 
Having worked in comics, animation 
and apparel, as well as a freelance 
illustrator for more than 15 years, he 
is most proud of his daily drawings 
and YouTube channel. There he 
reaches thousands of people sharing 
his perspective on the daily struggles 
we all go through. He aims to inspire 
as many up-and-coming artists as 
possible with his videos and lessons, 
so that they can achieve their dreams. 

Even with a new comic series called 
ZOOKS in the works, and many other 
wonderful things happening to him, 
Rodgon still welcomes anyone to reach 
out and say, “Hi.” He has countless stories 
and lessons to teach—you can always 
see something new on his social media, 
where he welcomes everyone to pick his 
brain and get to that next level! 

RODGON
CARTOONIST 
ILLUSTRATOR 
TEACHER 

RODGON.com 

Instagram: @RodgonTheArtist

YouTube.com/c/RodgonTheArtist

https://rodgontheartist.myportfolio.com
https://www.instagram.com/rodgontheartist/
https://www.youtube.com/c/RodgonTheArtist
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