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Donald, Daisy, Ludwig Von Drake




@RKS Size :;om-parison 4356"999 Main M_odel Packet
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Mickey, Pluto, Minnie, Donald, Daisy,
Ludwig Von Drake, Goofy
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4356-999

N ORIKS

Mic..ey Mouse
TURNAROUND

MOUSE
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MWOUSEWORKS Micney Mouse 4356-999 Mol madol Pagkat

© Disney

CLEANED UP POSE SHEET




IMOUSIVORIKS Mic..ey Mouse 4356-999 wein woset packe

''''' DIALOGUE / HAPPY




Mic xey Mouse

4356-999

Mai.. Model Packet

DIALOGUE / ANGRY

H

Section 2 Page 7



Mickey/Minnie Mouse  4356-999
MISC. MOUTH SHAPES (REFERENCE ONLY)

Q)%\)\) D Q) D Q&

GO FOR SQUASH AND STRETCH ON CHEEKS DURING DIALOGUE

DON'T OVERUSE TOP LIP; KEEP IT SUBTLE

Section Z Page 6




- Mic:(ey Mouse 4356-999 Main sodel Packet

nnnnnn EXPRESSIONS

Section zm Page q ..........



M@U*S ' @RKS _ Mi(n‘(ey Mouse 4_315_6-999 Main Model Packet

nnnnnn

EXPRESSIONS —




RS Mic«ey Mouse 4356-999

EXPRESSIONS -
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Mickey_ Mousgr 4356-999
ROUGH POSE SHEET
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ROUGH POSE SHEET
| ‘ ‘= M

MOTSEWORES Mickey Mouse 4356-999 Main- Model Pasket
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MOUSEWORKS Mickey Mouse 4356-999

Main Model Packet
© Disney

CONSTRUCTION (Body, Hands) . T

REV\SED

Hlalag
MICKEY'S BODY IS A STREAMLINED
BEAN SHAPE

WRISTS AND ANKLES b

..........

LEGS
CONNECT
AT HIPS

o
,.-v&l"ﬂ
ot g

i - ¥
Puboaa it - -
MICKEY'S HANDS AND FEET SHOULD BE
TRY NOT TO BREAK CONTOUR TOO MUCH KEPT LARGE TO BALANCE WITH THE SIZE
WITH EXCESS LUMPS OF HIS HEAD



MOUSEWORKS Mickey Mouse 4356-999 .

o ouney "CONSTRUCTION (Body, Hands)

MICKEY'S HANDS ARE SLIGHTLY LONGER THAN
THE DIAMETER OF HIS HEAD; HIS FEET ARE
SLIGHTLY LONGER THAN HIS HANDS

1. CONSTRUCTION: Mickey's tail is approximarely
I 1/2 heads long, or about as long as Mickey’s body and
1. SHORTS: Mickey’s shorts are form-fitting and simply legs. His tail is centered ar the rear and is chicker at the
designed. Two buttons are positioned on the front. base, tapering to a point.

* Avoid overuse of folds and flaring of pant legs. Keep
shape smooth.

* Avoid flattening out the form. Buttons and marerial wrap 2. POSING: Mickey's tail emphasizes the action or mood
around Mickey’s body. of a pose. His tail reacts to movement in an action pose

B and accentuates the mood in an expressive pose.

CLARITY IN POSING

Mickey’s action or mood must always be clearly presented
and easily understood.

* Avoid covering too much of Mickey’s body. Avoid
connecting body parts, as it will bulk up his body shape.
* Always indicate both ears, both hands, and both feet in 2. SHOES: Mickey’s shoes are pliable, but they retain a solid
all poses. Keep his nose, ears, and tail out in the clear. and consistent shape.

o i

void a peanut shape. Keep shoe a single blocky form.

* Avoid flattening the bottom of the shoe. Indicate enough

form at the heel for Mickey to balance and have weight Section 2 Page ‘ w



VOUSEMW RS Mi.key Mouse 4356-999 Mein Modet Pagke

CONSTRUCTION. (Body, Hands) s

MASS MAY BE PUSHED UP INTO CHEST,
AS LONG AS VOLUME REMAINS CONSISTANT

SHOULDERS ARE SEEN ONLY
IN CERTAIN POSES

MICKEY HAS NO NECK

BODY PINNED HERE,
REGARDLESS

OF ACTION

LEGS CONNECT AT HIPS

ON ACTION POSES, MICKEY'S BODY RIGHT WRONG
REACTS TOWARDS THE STRETCH IDEA,

AND HEAD REACTS ACCORDINGLY Too sTI¥Fl |

Section ....Z_-... Page ._\j_-



MOUSTIWO RIS __Mickey Mouse 4356-999 Maln Mods! Packe

CONSTRUCTION (Head)

MAKE NOSE DEFINITELY
STICK OUT FROM HEAD

NOTICE HOW BLACK PART DON'T DRAW BOTTOM LIP
OF HEAD ALTERS AS TOO THICK
MICKEY CHANGES

EXPRESSION

\\\\\

MICKEY'S EARS ARE A CHEAT; THEY SLIDE ON TOP OF
HIS HEAD WHEN HEAD TURNS



OIS

Mic“ey Mouse 4356'999_. Main Model Packet

© Disney

Mickey can wear any style of shoe.
1. SHAPE: Whenever possible, shoes should be similar in
shape to Mickey's standard shoes.

2. VOLUME: Avoid shoe styles which change the volume
of Mickey's feet. Different shoe designs must be adapted

to convincingly fit Mickey's feet.

CONSTRUCTION
(Body,Hands)

2. GLOVES: Mickey always wears gloves. The stitching on
the back of the gloves lines up with his fingers. The glove

has a rolled cuff which fits snugly around Mickey’s wrist.

2. DIFFERENT COSTUMES: Mickey can wear a variety

of costumes, but they must be suitable for his personality.

* Costumes may alter Mickey’s body shape slightly, but they
must not bulk up his body.

* Keep clothing design simple and avoid unnecessary

detail. Minimize creases and folds. Focus on Mickey

and not on his clothes.

* Mickey always wears gloves of some kind. Props help to 2. SHOE CONSTRUCTION: Mickey's shoes are b 3. FEET: Mickey usually wears shoes of some kind, but
convey the costume’s theme. bare feet can be shown if necessary. Avoid defined joints

d full in form. His sh flexibl id,
and full in form. His shoes are flexible bur solid, and do and toenails. Keep his feet blocky and simple.

not bend or move in a floppy manner. The shoe has a
rolled cuff which fits snugly around Mickey's ankle. The

heel is flac and seen only when the shoe bottom is shown.

®

3. SHAPE: Avoid making Mickey's hands too slender. His

hands are full in form. Avoid emphasizing defined knuckles

or joints. Mickey’s hands are smooth and simple. Section ..Z.. Page ‘@ .....




WOUSEVORKS Michey Mouse 4356-999 i Wodol packo

©® Disney

USE BROW FOR PUSHED s
EXPRESSIONS CENTER LINE DIVIDES
EYES AND IS THE BASE
OF THE NOSE NOSE IS EGG-SHAPED

GIVE EARS DIMENSION

YES

EARS ARE NOT CIRCLES

NO

CONSTRUCTION (Head) - o

PLACE EYES ON EACH EYES ARE 3/4 OF AN EYE APART

CROLE . abpcenrEr SPEOFCENTERLINE - py 4 o paRs FAIRLY !-
CIRCLE - ADD CENTER FAR BACK ON HEAD Ly =
LINE TO ESTABLISH GET PERSPECTIVE G
PERSPECTIVE BY MAKING THIS

EYE SMALLER 1. CLOSED EYES: When Mickey's eyes arc closed. indicate

only the tp of the eye shape withour closing the outline.

Ceruin closed-eye expressions do not need any outline.

AND SLIGHTLY FLAT ON
SIDE FACING HEAD

2. MOUTH: Proper mouth position retains head roundness,

* Avoid placing open mouth oo high, unless correct for
head’s tilt. Position it along the bottom of the head circle,

* The far side of the head shows under the snout in cc: tain

expressions or angles.

1. pR(‘)PORTIONS: Avoid incorrcct positioning of the 3_ SHA])E: Avoid ﬂtgnding and uvercmphasizing the

horizontal guideline. Placing the guideline too high creates  cheeks and open mouth. Keep the head shape rounded. @ 0
an emphasis on the nose or mouth, Placing it oo low

creates a large forehead, suggesting a baby-like Mickey.

N 4. MASK SHAPE: Avoid cutting off the shape of

the mask, Keep an uninterrupted curve in the top of
the mask, as well as in the cheek.

Section 2,, Page 20 ......

" 2. FORMS: Avoid crearing angular head, ear, or nose

) shapes. Keep forms rounded and dimensional.



MG)U’S h (DRKS MiCI(ey Mouse 4_:.3_5_6-999 _ Main model Packet

comm - CONSTRUCTION (Head) -

3. MASK: Avoid facial imbalance. Proper positioning of
the mask creates nearly equal space for light and dark areas

of the head in a normal 3/4 view.

2. EARS: Mickey's ears emphasize certain moods or

1. FIT: Mickey can be seen in any style of headwear. Hats
actions. His ears react by stretching for effect, but never must sit on Mickeys head properly.
* Indicate both of Mickey’s ears. The hat may be tucked

behind one ear, covering most of the other. Sometimes

lose shape entirely or become too distorted. Avoid overuse

of ear flexibility.

the ears are positioned behind the hat.
* Mickey’s face must be clearly seen when wearing any hat.
Avoid covering too much of his face, and especially his

eyes, unless necessary for the costume.

1. MASK: The mask on Mickey’s head supports and
emphasizes Mickey's expression.

* The top of the mask acts as Mickey'’s eyebrows. Use only 2. ANGLE: Harts must convincingly match the tilt of

when appropriate for mood. Avoid overemphasizing the vickey's head. Avoid static hat views, which resultin a

thickness of the brow. Hlat appearance.

« The cheek line of the mask follows the position of

Mickey's mouth.




Mic.{ey Mouse 4356-999 i

Ear Rotation




MOUSHIVORKS Mickey Mouse

® Disney ROUGH WALK CYCLE

! { /'\ |
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NMOUSEWORNKS Mlukey Mouse 4356-999 Main Model Packet

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE




MOUSEWORS Micney Mouse 4356-999
ARCHIVE MODEL SHEET FOR ANIMATION USE .ONLY - NOT FOR MODEL USE

© Disney




NMOUSEWORKS Micney Mouse 4356-999  Main modsl Packet

|||||

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

Section Z Page Z\D



VOUSEWORIKS Mickey Mouse 4356-999  wain ot Pace

— =

@ Di
pnay ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

(DICKEY and the BEANSTALK
= Prod. 2043 =77

Section _2 Page 17 ........



M@US h\ Y @RKS MiCI\ey Mouse 43?6-999 Main Model Packet

© Disney
ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

EY MOUSE

FROM

Section 2 ..... Page 2@



VOUSISWORNS -~ Mic..ey Mouse 4356-999 M model Packe

@ Disney

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

Section ,_Zm Page-za ..... "



NIOUSERORKS

Mini.ie Mouse

Main Model Packet

® Disney
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TURNAROUND




MOTE ORIXS Min: ie Mouse 4356-999 w1 rrci

nnnnn CLEANED UP POSE SHEET




MOUSERORIKS Min..ie Mouse 4356-999 Main ...col Packe

nnnnnn DIALOGUE / HAPPY




MOUSER ORI ~ Min..ie Mouse 4356-999 wain . ol Packet

DDDDDD DIALOGUE / ANGRY

it &
AN

DA A
B T T
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| @RKS MiCke_thinnie Mouse 4356-999 Main. Model Packet

© Disney MISC. MOUTH SHAPES

SRAVISECS D Q) @ ©

GO FOR SQUASH AND STRETCH ON CHEEKS DURING DIALOGUE

DON'T OVERUSE TOP LIP; KEEP IT SUBTLE

Section ... Page 9‘.}



MOUSEVORKS Minnie Mouse
) EXPRESSIONS




MOUSERORKS Miniiie Mouse
S __ EXPRESSIONS




Miniiie Mouse

EXPRESSIONS
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MOUSEWORKS Minnie Mouse 4356-999  uain ool pack

= e ROUGH POSE SHEET

o
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Minnie Mouse

Main Model Packet

e

© Disney

MOUSHVORNKS




f MOTSEORES

Min_g-.ne Mouse

4356-999

Main Model Packet

© Disney

ROUGH POSE SHEET

Section 2! ..... Page 40



M@USE RKS _-_Minnle M_guse 4356'999 TMN’BI Packet
ki CONSTRUCTION (Body, Hands)

MINNIE'S BODY IS A BOTTOM HEAVY
TEAR DROP SHAPE

h

ARMS AND LEGS TAPER OUT AT THE
WRISTS AND ANKLES

MINNIE IS JUST OVER 2 1/2 HEADS TALL

TAIL IS ABOUT 1 1/2 HEADS LONG



M@US‘E @RKS M i nn Ie Mouse 4356'99 Main Model Packet

e E——

o olaney CONSTRUCTION (Body, Hands)

MASS MAY BE PUSHED UP INTO CHEST AS LONG AS VOLUME REMAINS CONSISTANT

BODY PINNED HERE,
REGARDLESS

OF ACTION

LEGS CONNECT AT HIPS

MINNIE'S EYE LASHES ARF
COVERED BY BROW WHEN ANGRY

Section _3 ...... Paae 42»



MOUSEHWORKS Minnie Mouse _ 4356-999 wain wou recs
CONSTRUCTION (Body, Hands)

2. GLOVES: Minnie always wears gloves. The stitching on
the back of the gloves lines up with her fingers. The glove

has a rolled cuff which fits snugly around Minnie’s wrist.

1. BODY SHAPE: Clothing must conform to Minnie's

body shape and not distort i. 3. SHAPE: Minnic’s hands are femininely expressive. Her
hands are full in form, but are slightly more slender than
Mickey's hands. Avoid emphasizing defined knuckles or
joints. Minnie's hands are smooth and simple.

2. SHOE CONSTRUCTION: Minnie's shoes are large
N and full in form. Avoid slimming her shoes down and

making them t00 narrow. The shoes are rounded in
@ shape, with a wide pointed toe and thick high heel.

3. FEET: Minnie usually wears shoes of some kind, but
bare fect can be shown, if necessary. Avoid defined joints

2. DRAPERY: Drapery enhances the movement in a and toenails. Keep her feet blocky and simple,

pose and must not cause clothing to appear to move

independently. Drapery is more prominent in costumes

such as dresses.

* Keep drapery simple, minimizing creases and folds. Avoid @
unnecessary detil. Focus on Minnie, and not her clothes.

* Studying real-life drapery and how different marerials

react to movement is helpful in handling drapery properly. Section 3 Paae 43




MOUSEWORKS Minnie Mouse 4356-999 Main Mode! Packe

o oiner CONSTRUCTION (Body, Hands)

Minnie can wear a variety of costumes, but they must be

suitable for her personality.

* Costumes may alter Minnie's body shape slightly, but
they must not bulk up her body. Maintain a streamlined
feminine shape by stretching or slimming her body slightly,

when necessary.

* Minnie always wears gloves of some kind. Use appropriate
headwear when possible. Props help to convey the 1. HEADWEAR: Minnie can be seen in any style of
costume's theme. headwear. Use headwear of some kind when Minnie's bow

is not used. Headwear helps to differentiate Minnie from

Mickey. Always devise appropriate headwear according to

the costume theme and position it convincingly on her head.

« Indicate both of Minnie's ears. Sometimes her ears are
positioned behind the headwear.

2, SHOES: Minnie can wear any style of shoes, but they

must retain the same volume as Minnie's standard shoes,

Section 3 Page . tt



M@U’S‘E V"O Minnle Mouse 4356-999 Main Model Packet

© olaney CONSTRUCTION (Body, Hands)

MINNIE'S HANDS ARE SLIGHTLY LONGER THAN 1. CONSTRUCTION: Minnie’s bow is large and full
THE DIAMETER OF HER HEAD. HER FEET ARE in form. [t bends back slightly in profile or rear views.
SLIGHTLY LONGER THAN HER HANDS

2. EXPRESSION: The bow emphasizes Minnie's mood

or action. It reacts by falling forward, backward or to either
side. Avoid overuse of the bow in expression. The bow
cannot move independently, as if it has a life of its own.

1. CURVE: Avoid rigid poses. Keep curves in the action
of Minnie's body. Minnie has a natural curve in her back,
which resules in her skirt being lower in front and higher

in back. Keep a bend in Minnie's legs when possible.

FEMININITY IN POSING

Minnie moves in a feminine way, in contrast to Mickey.

® Use twists and riles ro keep a natural grace in her poses.

* Feminine gestures such as bending the hand at the wrist,
extending the lirtle finger, or pointing the shoe add nuance.

2. BALANCE: Avoid stiff poses with parallel shoulders

and hips. Minnie often stands with her weight on one foor.

Her shoulders tilt at an opposing angle to her hips, in order

¢ Minnie's expressions and reactions are generally not as to balance Minnie's stance in a natural, feminine manner,
extreme as Mickey's.

* Use Minnie's entire body to act out a mood or action.
Keep poses clear and expressive. Body artitude reflects

facial expression.

Section ... Paae 45



NOUSE (DRKS Minnje Mouse 4356-999 Ml ot vk
CONSTRUCTION (Body, Hands) -

!

2. SKIRT: Awvoid unnecessary folds and overlapping lines.
Keep Minnie's skirt simple and use a smooth, curved line
for edge of skirt to avoid cluttered posing. Skirt is usually 1. CONSTRUCTION: Minnie's tail is approximately
positioned higher in back, than in front. Skirt falls low in 1 1/2 heads long, or about as long as Minnies body and
front and high in back, revealing Minnie’s underpants. legs. Her rail is centered at the rear and is thicker at

3. UNDERPANTS: Avoid showing the front of the under- the base, tapering to a point.

pants, unless necessary for the pose. Keep lace trim simple. 2. POSING: Minnie's tail emphasizes the action or mood
of a pose. Her tail reacts to movement in an action pose
and accentuates the mood in an expressive pose.

CLARITY 11l POSING

Minnie’s action or mood must always be clearly presented

and easily understood,

* Avoid covering too much of Minnie's body. Avoid
connecting body parts, as it will bulk up her body shape.

* Always indicate both ears, both hands, and both feet in
all poses. Keep nose, ears, skirt, and tail out in the clear.

* Proportions can be stretched slightly for clarity in a pose,
bur Minnie must never appear off-model.

2. HEAD TILT: Avoid unflattering upward views of

Minaie’s head which emphasize her mouth over her eyes.
Use a downward tilt to give Minnie more feminine poise.
Section .+2.. Page . Iw .........



VIOUSEIVORKS Minnie Mouse 4356-999  wain odel packe

© Disney | . CONSTT.‘.}UCT'ON (Head) ] MAKE NOSE DEFINITELY STICK OUT

FROM HEAD

‘
i ; 4 _
H *
y d
IR

MINNIE'S EARS ARE A CHEAT, THEY SLIDE ON TOP
OF HER HEAD WHEN HEAD TURNS

Section _3_ Paae 47 |



MOUSHVORKSH Minisie Mouse 4356-999  Main udel packe

© Disney ROUGH RUN CYCLE




Mi..nie Mouse

ROUGH RUN CYCLE




Minnie Mouse 4356-999 Main Modall Packet

e — -t

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE
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© Disney

Minnie Mouse_r 4356-999

Main Model Packet

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE






Minnie Mouse

MOUSEWORES

© Disney




4 3 5 6 - 9 9 9 Main Model Packet

]
innie Mouse
ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

M

NIOUSENORKS

© Disney
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Main Model Packet
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© Disney
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Pluto

CLEANED UP POSE SHEET




MOEWIRES  Pluto

3 ik EXPRESSIONS




MOUSHVORNS Pluto

4356-999 Main Model Packet

. o EXPRESSIONS

GO FOR 2 WHISKERS
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PROPORTIONS/CONSTRUCTION

Pluto stands approximately 4 heads tall.

1. NECK: Pluto’s neck is thicker at the base of his head
and tapers in toward the body.

2. COLLAR: Pluto's collar hangs at the base of his neck.
3. BODY: Pluto’s body is three heads long and tapers

in toward the rear.

4. LEGS: Pluto’s legs are almost as long as his body and
taper out to become thicker ar his ankles.

5. PAWS: Pluto’s back paws are slightly longer than

his front paws.

6. TAIL: Pluto’s tail is centered at the rear.

Pluto

4356-999

Main Model Packet

CONSTRUCTION

t__/N )

e THIL SRR 2l O
1. LENGTH: Pluto’s tail is about three heads long, matching
his body length.

2. CONSTRUCTION: Pluto’s tail is centered at the rear.
His tail is thicker at the base, tapering to a point.

* Pluto’s rail emphasizes the action or mood of a pose. His

tail reacts to movement in an action pose and accentuates

the mood in an expressive pose.

HEIGHT/SIZE RELATION

1. HEIGHT: Pluto's height remains approximately the
same in a seated position as in a standing pose.

2. SIZE RELATION: The top of Pluto’s head is about
even with the tops of Mickey's eyes. Mickey's head is equal
to the distance between the end of Pluto’s snout and the
back of his head.

Section 4‘ Page LO1
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1. LINE OF ACTION: Avoid breaking the line of action,

which results in an awkward pose. Pluto’s entire body must

Avoid incorrect placement of Pluto’s paws in all poses.

1. LENGTH: Avoid incorrect length of hind legs when carry through the action or mood in a pose.

Pluto sits. Hind leg length must not exceed front leg length.
The length of the lower hind leg approximarely matches the
length of the lower front leg in a seated position only. Hind
leg length must remain consistent in all poses.

Postioning of the paws must always appear in perspective

to achieve a convincing dimensional effect.

* A rectangle drawn in perspective is used as a guide for
positioning Pluto’s paws, as shown above, Place each paw
on a corner of the rectangle so that the back paws are set
back in space. In most poses, the paw placement creates
a diamond shape,

* Front and back paw positions are reversed when drawing

a rear view,

2. POSING: Pluto’s body moves as a whole unit. Keep a

smooth, uninterrupted curve in all poses for natural action.

2. ATTACHMENT: Avoid attaching Pluto’s legs incorrectly
on his body. The hind legs attach to the body smoothly

at the rear. They should be positioned far back ar the end
of Pluto’s body.

The line of action must run gracefully through the entire
length of Pluto’s body, from head to tail.

Section ‘4' Page \db
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Pluto’s facial features should fit
correctly onto his head

Not like this
Wrong

-/

EYES: Avoid fusing Pluto’s pupils together. Use a

separation line between his pupils.

CONSTRUCTION

L

Pluto’s ears emphasize the action or mood of a pose. His

3. OPEN MOUTH: Use of an arc as shown above will
1 . -
ensure that Pluto’s snout and chin remain the proper €ars react to movement in an action pose and can be used

matching length in an open-mouth position. together or separately in expression.

4. TEETH: Pluto’s teeth are visible only in certain actions
or expressions. Avoid using an edge line on Pluto's teeth, (-‘-\ %

except in a large close-up of his face.

EYELIDS: When Pluto’s eyes are closed, leave space for

HAVE
HicH LGt 4

&

Ears are thick and }i(
his lower eyelids and close the outline of the entire eye shape. A
Eysuins . Wrong Not like this
EyeBunwe o

@

@ @ e e
, ‘ Co
@ ® ' Section ...I... Page tﬂ_
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Drag on paw like this

L)

Feet spread on take off like this

Wrong 1. FRONT LEGS: Pluto’s front legs move in the same
) manner as a real dog’s fronc legs. The upper part of the leg

is much shorter than the lower part of the leg.

Not like this

PAW DETAIL

1. PAWS: Pluto’s paws lie flat on the ground when he is

in a standing or sitting position. His toes are stubby,

and the middle toes are slightly longer than the others.

2. PADS: Pluto has three pads on the bottom of each paw.
The pads are placed as shown above.

Pads should be in center of foot
like this

Not like this

. 2. HIND LEGS: Pluto’s hind legs move in a more human

manner. The upper part of the leg is slighdy longer than
the lower part of the leg in most poses.

Paw flat on the ground in Right

perspective. Toenails are _lm
dfglgtlttc nihgfp;ﬁ:(lli;gl'tr;ﬁsout Pluro’s front legs and hind legs are not identical. They are
a 0

Wrong jointed differerzly and they move in a different manner. . ‘]0
Section 'l Page .. iV...
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@

*%\/

2. MOVEMENT: The collar is not stationary. It reacts to

Keep size and length of front legs
in a bend, like this

‘ ) Pluto’s movement in an action pose. Avoid overuse of collar
* Use of shoulder blades provides Pluto with some basic

movement, which may be distracting and will clutter posing,
anatomy, keeping his body from appearing too sausage-like,

* Avoid overemphasizing the shoulder blades. Pluro does

not have a bony appearance.
Not like this...avoid funnel and
Neck more straight like this hourglass effect

COLLAR DETAIL

1. POSITION: Avoid cen tering the collar on Pluto’s neck

in a floating position. Pluto’s collar has weight and should
hang loosely from his neck.

Section 4- Page -H -
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Keep tail heavy, like this

L/

Placement of head knob is determined
like this

~
!
- N

E: Wrinkles on nose should be drawn with the

%Q 3 feeling of roundness, like this

/7
b
. ‘
I",-—--..,\ Pluto’s physical behavior must always be characteristic
Not like this O of a real dog. His movement is limited to an actual dog's
o physical capabilities.

1. Avoid using Pluto’s paws as hands. His paws cannor grasp

Not like this, too thin

objects as human hands would. Pluto would be more likely

\ A
- ) . ) ) to pick up, hold, or carry objects in his mouth.
] > Not like this 2. Avoid posing Pluto in a human manner. Though Pluto’s
' \ ) personality has some human characteristics, his poses always

/‘ reflect a real dog’s actions.

-
-
Ty

Q
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1. HEAD: Pluto’s head is based on a ball
shape. Add centerlines to divide the head as
shown above. These guidelines are used to
position Pluto’s features. The horizontal line
is placed at the lower third of Pluto’s head.

CONSTRUCTION .-

2. SNOUT: Pluto’s snout is attached at the

horizontal guideline.

» Front View: Indicarte snout form as shown
above. Nose is placed close to top of snout.

* 3/4 View: The snout is one head long
with 3 wrinkles along the top. The
nose is attached at the end of the snout.

3. MOUTH/CHIN: Pluto usually smiles

with an open mouth. The chin is attached

to the head, forming small cheeks at the

corners of the mouth. The lip is indicated.

* Front View: The mouth and chin curve
in slightly on both sides. Most of the chin
is hidden when the mouth is open.

* 3/4 View: The mouth and chin are shorter

than the snout. The chin is rounded.

(Head)

4. TONGUE: Pluto’s tongue is either

centered in his mouth or hanging from his

mouth as shown above. 5, EYES: Pluto’s eyes are long oval shapes
which fill out the front of his head. They
are divided by the head centerline, sinking
into the top snout line. The pupils are oval-
shaped and touch the top snout line. They

are about half the length of the eyes.
6. EYEBROWS: Pluto’s eyebrows follow

the curves of the top of his eyes. They have
form, breaking outside the circle of the head.
7. KNOB: A knob is positioned at the
back of Pluto’s head. In a 3/4 view, align
the base of the knob with the top of the

snout for placement, as shown above.

8. EARS: Pluto’s ears are flat in form,
tapering out to rounded ends. The length
of his ears is approximately equal to the
distance between the end of his snout and
the back of his head. The ears are attached
at the center of the head and have weight,

pulling a little at the head attachments.

Section ._X... Page 75
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o oisney Differences

Pluto and Goofy’s heads are similar, bur have key differences.
1. MUZZLE: Pluto’s muzzle extends straight out. Goofy's
muzzle has an upswept curve. This also affects their smiles.
2. CHIN: Pluto’s chin is set forward for a squared-off muzzle
structure. Goofy's chin is set back to allow for his teeth.

3. SNOUT: Pluto’s snout does not spread on both sides

as Goofy's snout does.

4. KNOB: Pluto’s head knob is large and set back. Goofy's
head knob is smaller and positioned at the top of his head.

5. EARS: Pluto can deliberately raise his ears together or

separately. Goofy cannot.

Pluto’s ears close off at top.
Goofy’s do not.

.. Paae 74

Section ...t



M@US S ®RK$ PlUtO 4356-999 Main wlodel Packet

© Disney ROUGH RUN CYCLE

Section "f Page 79



ORKS ~ Pluto 4356-999 Man oo Packe

o Dissy ROUGH RUN CYCLE




MOUSIVORIS ~___Pluto - 4356-999  wan ou packe

© Disney Rough Trot Cycle




M@U’S‘ ‘ | @RKS PIUtO 4356-999 ) Main Mode:. Packet

© Disney

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

Section 4' Paage 78



Pluto 4356-999 Main Model Packet

MOUSHWORNS

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE




M@[ﬂ» W@RKS Pluto 43-56-999 Main Model Packet

T e

© Disneay

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

Section 4' Paae 91) _



PIUtO 4356-999 Main Model Packet

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY- - NOT FOR MODEL USE

» “PLUTO SU6e.
daro ANMATION -

e

Section 4" Paae b‘



MOUSEWORKS __Pluto 4356-999 Main Mosel Packe

s

© Disney ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

Section 4' Page 91



MOUSHWORKS Pluto 4356-999  Main Model Packe

S ST =
© Disney

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

s

- ks 7
. 1

3\
-Vl

Page 69



MOUSEWORKS Pluto 4356-099 wan wode paco

© Disney
ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

Section 4' Page %



NMOUSEHWORKS Pluto 4356-999 Mein Model Packe

© Disney

ARCHIVE MODEL SHEET FOR ANIMATION USE ONLY - NOT FOR MODEL USE

Section 4" Page . 99



MOUSEWORKS Doiald Duck 4356-999 ain Model Packe

DDDDDD TURNAROUND

Section 5 Page ﬂ@.,



MOUSEVORKS I Do..ald Duck 4356-999  wan ot packs

::::: CLEANED UP POSE SHEET




MG)US RS Donald Duck 4356-999 Main Model Packet

°°°°°° DIALOGUE / HAPPY

4444
taa

Section ./ Page %



M@US‘ 2 ORKS DOIIaId DUCk 4356-999 Main Model Packet

© Disney DIALOGUE / ANGRY

R



Donald Duck

EXPRESSIONS




Dunald Duck

EXPRESSIONS




MOUSEWORKS Dunald Duck

© Disney

EXPRESSIONS




ORI Dc hald Duck 4356-999 e iodel racks

iiiii ROUGH POSE SHEET




MOUSBWORNS Dc.yald Duck 4356-999  wan iodel Packe

nnnnnn ROUGH POSE SHEET




NVEOUSER(ORKS Doi.ald Duck 4356-999

nnnnnn ROUGH POSE SHEET




MOUSEHWORES Donald Duck 4356-999 e wose packe

©® Disney Construction

* Proportions can be stretched slightly for clarity in a pose,

but Donald must never appear off-model.

Donald stands approximately 4 heads tall.

1. NECK: Donald’s neck is thicker at the base of his head
and tapers in toward the body.

2. BODY: Donald’s body is pear-shaped and his back

is usually curved.

3. SHOULDERS/ARMS: Donald’s shoulders are slight

and his arms taper out to become thicker at the wrists.

Donald’s sailor suit fits loosely.
1. COLLAR: The shirt collar wraps around Donald's neck,

The collar hangs down the back of the shirt, with a single

stripe at the collar’s edge. The back flap of the collar reacts
to movement in poses.
2. SLEEVES: The shirt sleeves taper out at the ends.

: - ¢ : i
4. LEGS: Donald's legs are short and taper out at the A;l:gle s.tnp-e o :JCCd al: e cndbo each SI:WE .Thc :l i
ank_[cs_ Thcy arrach o [hc o Of Lhe bod}?. or the stripe s cqual to the Space bDetween the StnPC an

5. TAIL: Donald’s tail is centered at the rear. the end of the sleeve.

3. BOW TIE: The bow tie is full in form and is positioned 5
at the base of the shirt’s neck opening. Section . Page qw
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1. CONSTRUCTION: Donald’s sailor hat is constructed
as shown above. The hat is soft, but should nor lose its
shape. The hatband and hat ribbon are approximately the
same width. The ribbon is attached to the rear of the ha.
2. EXPRESSION: Donald’s hat is flexible and its shape

or position emphasizes his mood or action. However, the

1. OPEN MOUTH: Donald’s throat is positioned in his

open mouth as shown above. Avoid tilting Donald’s head

so that his upper bill hides his eyes. It is recommended to
position his head so that only half of Donald’s throat shows.
2. CLOSED EYES: Avoid outlining the eye shape when @
eyes are closed. Indicate only the top of the eye shape

hat cannot move independently, as if it has a life of its own.
The hat ribbon is usually positioned to the rear of Donald’s
head, but falls in front for certain moods. Allow space for

withour closing the outline, Leave space for lower eyelids. Phmalibs kel positioning his har.

1. POSITION: Avoid the corners of Donald’s mouth

cutting into the circle of the head. The bill pulls nearly
all the way across the bottom of the head shape, retaining
the roundness of the head.

2. CHEEKS: Donald’s cheeks emphasize mouth expres-
sions. In a frown, the cheeks pull outside the head circle.
3. SHAPE: Avoid misaligning the end of the bill and the

lower bill. They must converge at the far cheek so that

the bill wraps around Donald's head. 6 q
Section ... Page .. T

3. HAIR: Feather-like hairs appear on the top and sides
of Donald's head. They help avoid a bald appearance
when Donald is not wearing a hat. Hair can also emphasize
certain expressions.
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Construction

1. HEAD: Donald’s head is based on a ball
shape. Add centerlines to divide the head as
shown above. These guidelines are used to
position Donald’s features. The horizontal
line is placed at the lower third of the head.
2. EYES: Donald’s eyes are long egg shapes
positioned well apart on the horizontal
guideline. In 3/4 view, his far eye appears
smaller in perspective to follow the contour
of his head.

3. PUPILS: Donald’s pupils are oval-shaped.

They are about half the length of the eyes.

jo

4, UPPER BILL: Donald's upper bill is

positioned low on his head. The bottoms

of his eyes and the top of his bill fit

together smoothly.

* Front View: The upper bill is flattened
to clear Donald’s eyes.

* 3/4 View: The length of the upper bill is
approximately 3/4 of the head’s diameter.

5. END OF BILL: Donald’s bill is curved

and turns up at the end. A ridge at the

end of the bill indicates thickness.

* Front View: The edge of the bill curves
in toward the center.

* 3/4 View: The bill wraps around the
head shape, resulting in the underside

of the upper bill being visible.

6. LOWER BILL: Donald’s lower bill

is shorter than his upper bill and is more

squared off. It attaches to the upper bill,
forming the corners of the mouth.

7. TONGUE: Donald’s triangular tongue
appears from under the upper bill and is
centered at the back of his lower bill.

8. CHEEKS: Donald’s smile is emphasized
by small cheeks. They have form and break
outside the circle of the head.

9. EYEBROWS: Donald’s eyebrows follow
the curves of the top of his eyes. They have
form, breaking outside the circle of the head.

1. HAT: Donald’s sailor hat is positioned
at the top of his head, behind Donald’s
hair. The width of the hat is slightly wider
than Donald’s head. The har ribbon hangs
from the back of the hat. In a front view,
the hat is turned to cither side so that the
ribbon is visible.

0. DomaLn Has “RWAIR" resTHERS
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Construction

2. POSING: Donald’s tail emphasizes the action or mood
of a pose. His tail reacts to movement in an action pose

and accentuares the mood in an expressive pose.

1. SIZE: Donald's hands are almost as long as the diameter @ . 5 & B Kol bt Donilie mes
of his head. Donald’s foor is fairly straight across on the front edge, with
1. CONSTRUCTION: Donald’s feet are flat, bur have the middle toe positioned in the center. All three toes are

; . b ) d.
thickness. The leg artaches near the back of the foor, leaving rounded off, but not overly define

an area thar serves as the heel.

1. SHAPE: Avoid a hard, jagged appearance to Donald’s
tail feathers. The tail feathers must be soft and irregularly

spaced. Usually, three il feathers are shown.

2. SHAPE: Donald’s hands are expressive. His fingers are

slender, and taper to suggest feathers.

©) 3. FLEXIBILITY: Donald’s feet bend as shown above.
) His feet are flat and an edge line is used when the bottoms

3. COMPARISON: Donald’s hands are slightly smaller

than Mickey's hands, and Donald’s fingers are not as thick.

Donald does not wear gloves unless they are part of a

of his feet are shown.

special costume,

Section A Page ‘n
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1. ATTACHMENT: Avoid attaching Donald’s legs
incorrectly on his body. They are set well back to the rear

of the body. Donald’s legs are spaced well apart at the - Donald’s body is capable of a wide variety of poses.
sides of his body, [ "

* Use Donald’s entire body to act out a mood or action in

a pose. Keep poses clear and expressive. Body attitude
reflects facial expression,
e’ Donald’s body can be compared to a half-filled flour sack " Always stay true to Donald’ personalicy when designing
in shape and flexibility. A pose
« Avoid treating Donald’s body as two different shapes * Handle clothing as simply as possible. Clothes must move
connected together. Handle his body as one complete naturally with the action of a pose.
form, similar in shape to the flour sack.

* Donald’s body moves as a single unit, allowing for greater

2, POSITION: Doriald searids four heads tall when his flexibility in posing. The flour sack moves in the same
legs are bent. Donald appears slightly taller when his W ‘shown above, .

legs are straight, but he still stands approximately four " Donalds body can be twisted, squashed, or stresched,
heads rall. but it always retains the same volume. The flour sack

also maintains a consistent volume, as shown above. . 6 ‘w
Section M. Page \W___
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Daisy moves in a feminine way, in contrast to Donald.

* Use twists and tilts to keep a natural grace in her poses.
* Feminine gestures such as bending the hand at the wrist,

extending the little finger, or pointing the shoe add nuance.
Daisy stands approximately 4 heads tall.

1. NECK: Daisy’s neck is thicker at the base of her head

and tapers in toward the body.

* Daisy’s expressions and reactions are generally not as

extreme as Donald’s.
* Use Daisy’s entire body to act out a mood or action.
2. BODY: Daisy's body is pear-shaped, but her rorso tapers Keep poses clear and expressive. Body attitude reflects
in slightly at her waist to suggest a bust.
3. SHOULDERS/ARMS: Daisy's shoulders are slight and

her arms taper out to become thicker at the wrists.

tactal cxpression,

4. LEGS: Daisy’s legs are short and taper out at the ankles.
They attach to the rear of the body.

5. TAIL: Daisy’s tail is centered at the rear and curls
inward from the bottom of her body.

1. CURVE: Daisy has a natural curve in her back regardless
of the pose. This curve is often emphasized by tilting her
head in towards her chest. There is a suggestion of a bust

in her upper body, due to the curve in her back.

2. BALANCE: Avoid stiff poses with parallel shoulders

and hips. Daisy often stands with her weight on one foor.

Her shoulders tilt at an opposing angle to her hips, in order

to balance Daisy’s stance in a natural, feminine manner.
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1. SHOE CONSTRUCTION: Daisy's shoes are large and
full in form. Avoid slimming her shoes down and making
them to0o narrow. The shoes are rounded in shape, with a

wide pointed roe and thick high heel.

2. FEET: Daisy usually wears shoes of some kind, bur bare

feet can be shown, if necessary.

* Daisy’s feet are flat, but have thickness.

* The leg attaches near the back of the foot, leaving an area
that serves as the heel.

1. BLOUSE: Avoid having Daisy's sleeves appear too large
or puffy. They have form, but do nor distort Daisy’s body
shape or obscure her neck. Daisy’s blouse is form-fitting

and should not appear too loose. * Each foot has three toes which are rounded off, but not

overly defined.

1. SIZE: Daisy’s hands are almost as long as the diamerer

of her head. |
2. SHAPE: Daisy’s hands are femininely expressive. Her

fingers are slender, and taper to suggest feathers. Avoid

2. BRACELET: Daisy’s braceler ha ngs loosely from her emphasizing defined knuckles or joints. Daisy’s hands are
left wrist. Avoid centering the braceler in a floating position. smooth and simple. o i e g
It should be clearly visible in all poses, whenever possible, 3. COMPARISON: Daisy’s hands are slightly smaller

Minnie’s hands, and Daisy's fingers are not as thick. Daisy Section O Page ‘ﬂ .......
does not wear gloves unless they are part of a special costume. crtie, P AQ B J
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1. HEAD: Daisy’s head is based on a ball
shape. Add centerlines to divide the head
as shown above. These guidelines are used
to position Daisy’s features, The horizontal
line is placed at the lower third of the head.
2. EYES: Daisy's eyes are angled egg shapes
positioned well apart on the horizontal
guideline. In 3/4 view, her far eye appears
smaller in perspective to follow the contour
of her head.

3. PUPILS: Daisy’s pupils are oval-shaped
and rouch the bottoms of her eyes. They
are abour half the length of the eyes.

Construction

1

4. UPPER BILL: Daisy’s upper bill is
positioned low on her head. The bottoms
of her eyes and the top of her bill fic
together smoothly.
* Front View: The upper bill is flactened
to clear Daisys eyes.
* 3/4 View: The length of the upper bill is
approximately 1/2 of the head's diameter.
5. END OF BILL: Daisy’s bill is curved
and turns up at the end. A ridge at the end
of the bill indicates thickness.
* Front View: The edge of the bill curves
in toward the center.
* 3/4 View: The bill wraps around the
head shape, resul ting in the underside
of the upper bill being visible.

Laisy Duck

SmmnITT s

6. LOWER BILL: Daisy’s lower bill is

shorter than her upper bill and is more

squared off. It attaches to the upper bill,
forming the corners of the mouth.

7. TONGUE: Daisy’s triangular tongue
appears from under the upper bill and

1. EYELASHES: Three lashes extend our
from the top of each eye. They are curved
as shown above to give dimension.

12. BOW: Daisy’s bow is about the same
size as her head and should be centered on
the top of her head,

is centered at the back of her lower bill.
8. EYEBROWS: Daisy's eyebrows follow
the curves of the top of her eyes. They
have form, breaking outside the circle of
the head.

9. HAIR: Three tufts of feather-like hair
sweep up along the back of Daisy's head,
forming a crest.

10. EYELIDS: Daisy’s eyelids are angled,
emphasizing the slant of her eyes.
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1. EYELASHES: Eyelashes are not straight or flat. They ikie s T i S e e S sl
curve outward. The middle lash is longer than the others.

Placing the middle lash first and then adding lashes on
both sides helps to achieve more dimension.

* When Daisy's eyes are closed, leave space for the lower

eyelids and close the outline of the entire eye shape.

EXPRESSION: The bow emphasizes Daisy’s mood or
action. It reacts by falling forward, backward or to either
Avoid overuse of the bow in expression. The bow

cannot move independently, as if it has a life of jts own.

3. HEAD TILT: Avoid unflattering upward views of
Daisy’s head which emphasize her mouth over her eyes. side.

Use a downward tilt to give Daisy more feminine poise.

2. HAIR: Avoid a jagged appearance to Daisy's feacher-

1. SHAPE: Avoid a hard, jagged appearance to Daisy's
feathers. Tail and body feathers must be soft and irregularly
spaced. Daisy’s tail curls inward.

2. POSING: Feathers cover the attachment of the legs to
the body. They suggest the edge of a skirc, which leads

into Daisy’s ail. In seated poses, they drape over her legs,
much like a shore skirr.
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HEAD COMPARISON

Daisy and Donald's head structures are similar, but there
are key differences.

1. EYES: Daisy’s eyes are rounder and more angled than
Donald’s eyes.

Daisy and Donald’s body structures are similar, but there 2. BILL: Daisy’s bill is shorter and not as wide as Donald's

are key differences.

bill. Daisy’s smile is also shorter than Donald’s smile.

3. HAIR: Daisy has a crest of feather-like hair along the
than Donald’s body. Daisy is never taller than Donald. back of her head. Donald has

2. POSTURE: Both Daisy and Donald have curved backs,
but Daisy has more chest in her upper body.

1. SIZE: Daisy’s body is the same size as or slightly smaller

feather-like hairs at
the top of his head.

3. TAIL: Daisy’ il curls in at the end, emphasizing her
curved back. Donald’s tail often curves out.

4. LEGS: In standing poses, Daisy’s legs may appear shorter

than Donald’s legs, because of her high-heeled shoes. 6 \19
Section ..*.. Page &/
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TURNAROUND

Goofy’s height may change due to slouch;
volume remains the same

unche A
re appe e taller. This was done to allow a
clear view of Goofy's neck and collar. Thougn height can

vary, the volume of a character should remain constant. Section 7 Page \6\
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1. LENGTH: Goofy’s hands are as long as his entire head,
including his chin.

3. HAND COMPARISON: The palms of Goolfy's hands
are approximately the same size as Mickey's palms, but
Goofy's fingers are longer.

4356-99

|
Man: Model Packet

e e

Goofy stands approximately 7 heads all,

©

2. GLOVES: Goofy always wears gloves. The stitching on
the back of the gloves lines up with his fingers. The glove
has a rolled cuff which fits snugly around Goofy's wrist.

3. FEET: Goofy usually wears shoes of some kind, but
bare feet can be shown, if necessary. Goofy's feet are long,
with prominent big toes that turn up slighely. Avoid
defined joints and roenails, Keep his feet simple.

1. SHOE CONSTRUCTION: Goofy's shoes are long and

flat. They turn up slightly at the toe. Goofy's shoes are
approximately the same length as his arms. The shoe has
a rolled cuff which fits snugly around Goofy's ankle. The
heel is flactened and is always visible.

2. SHOE FLEXIBILITY: Goofy's shoes are flexible but
solid, and do not bend or move in a floppy manner.

1. NECK: Goofy's neck is thicker at the base of his head
and tapers in toward the body.

2. BODY: Goofy's body is bean-shaped.

3. SHOULDERS/ARMS: Goofy's shoulders are narrow
and sloping. His arms taper out at the wrists,

4. LEGS: Goofy's legs attach at the sides of the body
and taper out at the ankles, They are bent when Goofy
is in a slouching position.

5. HANDS/FEET: Goofy's hands are large and his feer

are long.
Section 7 Page Ha
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CONSTRUCTION

Goofy's form is simple and smooth in shape, giving him
an appearance of flexibility. Avoid unappealing shapes
which make him appear to be a more staric figure.

1. BODY: Avoid overemphasizing Goofy's belly. Avoid
overuse of clothing folds. Extra derail causes his clothes

to seem stiff and heavy.

2. SHOES: Avoid lumpy, hobo-like shoes. Keep shapes

simple and smooth.

— T

e S N st e S S |

1. POSTURE: Goofy's height is affected by his posture.
In a slouching, relaxed position he stands seven heads rall.
When standing with his back and legs straight, Goofy

is eight heads tall.

1. ARMS: Avoid realistic human anatomy. Goofy is not
bony with defined upper arms, elbows, or forearms. His
arms are somewhat tube-like in form, but they have definite
elbow joints. Use smooth curves, not pointed angles.

This approach also applies to his hands.

of poses,

ACTION IN POSING

Goofy’s loose-limbed body is capable of a wide variety

* Use Goofy's entire body to act our a mood or action.
Keep poses clear and expressive. Body artitude reflects
facial expression.

* Always stay true to Goofy’s personality when designing
a pose.

* Handle clothing as simply as possible. Clothes must

move naturally with action.
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Goofy's clothes fit loosely.

1. SWEATER: Avoid centering the turtleneck collar and
sleeve cuffs in a floating position. At the waist, the sweater
is lower in front and higher in back.

2. VEST: Goofy's vest hangs low in front and high in
back. The arm holes are long and the Straps are narrow.
3. PANTS: Avoid centering pant cuffs in a floating
position. The pants are always low in the crotch, almost
halfway down the thigh.

4. CUFFS: Sleeve and pant cuffs do not cover Goofy's
wrists and ankles completely.

2. SHOES: Goofy can wear any style of shoes, but they

must retain the same volume as Goofy's standard shoes.

CLARITY IN POSING £ i P
Gooly's action or mood must always be clearly presented . il
and easily understood.

* Avoid covering too much of Goofy’s body. Avoid

connecting body parts, as it will bulk up his body shape.
* Always indicate both hands and both feet in all poses. Q)
Keep his hat and snout, and both ears if possible, out in

the clear.

1. HATS: Goofy can be seen in any style of headwear.

* Proportions can be stretched slightly for clarity in a pose,
" g Avoid covering too much of his face, and especially his eyes,

but Goofy must never appear off-model. S
unless necessary for the costume. Hats must convincingly

match the tilt of Goofy's head. Avoid static hat views,

which result in a flac appearance. .7 49
Section ..."... Page \ .....
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1. EYES: Avoid fusing pupils together. Pupils are close

rogether, but a narrow space separates them.
Goofy and Pluto’s heads are similar, but have key differences. o
1. MUZZLE: Goofy’s muzzle has an upswepr curve. Pluto’s x ﬁ
muzzle extends straight out. This also affects their smiles. ' L ; /-\ /\ @
2. CHIN: Goofy's chin is set back to allow for his teeth. b

Pluto’s chin is set forward for a squared-off muzzle structure.

. 1. CONSTRUCTION: Goofy’s hat is constructed as
@ shown above. The hat is flexible and not stiff or straight,

tending to lean to one side or the other, depending on

3. SNOUT: Goofy's snout spreads on both sides. Pluto’s
snout does nor.
2. EYELIDS: Avoid straight eyelids. Lid lines are curved,
4. KNOB: Goofy's head knob is at the top of his head. with one lid lower than the other.
Pluto’s knob is larger and set back. * When Goofy's eyes are closed, leave space for lower eyelids
and close the outline of the entire eye shape.

AN AN

5. EARS: Goofy cannot deliberately raise his ears as Pluto | )
can. Goofy's ears can only react to mood or action. -’r NN

S

2. EXPRESSION: The hat emphasizes Goofy’s mood or
action. It reacts by falling forward, backward, or to cither

side. However, the hat cannot move independently, as if

3. TEETH: Avoid using an edge line on Goofy's teeth it has a life of its own. Allow space for Goofy's hair when
@ gxcept in a large close-up of his face. Teeth may not be positioning his hat.

visible in certain mouth expressions. . ‘7 \4 w
Section ...!... Page .\ 1W
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Goofy's head is usually seen from a front

view or a 3/4 view.

1. HEAD: Goofy's head is based on a ball
shape. Add centerlines to position Goofy’s
features. The horizontal guideline is placed
at the lower third of the head.

| GOOfy 4356"999 Main M.odel Packet

CONSTRUCTION

2. SNOUT: Goofy's snout is attached at

the horizontal guideline.

* Front View: Indicate the snout form as
shown above. The nose is positioned
close to the top of the snout. The sides

of the snout lift when smiling.

* 3/4 View: Snout is one head long with two
wrinkles along top. There is an upswept
tile to snout and nose. Nose attaches at end

of snout. Far side of snout juts out slighty.

s 3/4 View: The mouth and chin are shorter

than the snout. The chin is rounded.

the curves of the top of his eyes. They have
form, breaking outside the circle of the head.

EYEBROWS: Goolfy's eyebrows follow

—  HAIRS: Three hairs extend forward fi
the top of Goofy's head, behind his eyebrc
The middle hair is longer than the other:

EARS: Goofy's cars are flat in form,
! tapering out to rounded ends. The leng

3. MOUTH/CHIN: Goofy usually smiles of his ears is approximately equal to the
with an open mouth. The chin is attached 4. TEETH: Two teeth are positioned evenly distance between the end of his snout ar
to the head, forming small cheeks at the under the sides of Goofy’s snout. In 3/4 the back of his head. The ears are attact
corners of the mouth. The lip is indicated view, avoid centering the near tooth in che ac the center of the head and have weigh
open mouth area. pulling a lictle at the head attachments.

above the chin. The tongue is centered

in the mouth.

* Front View: The mouth and chin curve
in slightly on both sides. Most of the chin

is hidden when the mouth is open.
KNOB: A knob is positioned at the top

of Goofy's head.

HAT: Goolfy's hat is constructed as
shown above. The har is approximately
, one head long. It fits on top of the head
EYES: Goofy’s eyes arc long oval shapes knob and leans backward, forward, or
which fill out the front of his head. They to cither side.

are divided by the head centerline, sinking

into the top snout line. Pupils are oval-

shaped and touch the top snout line. They
are abour half the length of the eyes. Section -I Page \41
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Ludwig stands approximately 3 % heads tall.

1. NECK: Ludwig's neck is thicker at the base of his head
and tapers in toward the body.

2. BODY: Ludwig’s body is pear-shaped and his back is
usually curved.

3. SHOULDERS/ARMS: Ludwig’s shoulders are slight
but are exaggerated when wearing his coat. His arms taper
to become thinner at the wrists.

4. LEGS: Ludwig's legs are short and taper in at the
ankles. They attach smoothly onto the shape of the body
and the color separation between his feathers and legs is
just above his knees.

Ludw.g Von Drake

4356-999

Maii. Model Packet

5. TAIL: Ludwig’s tail is centered at the rear.

Ludwig’s coat fits loosely.

1. COLLAR: The shirt collar is a simple cylinder around
Ludwig’s neck, and is split in front. The coat collar wraps
around his neck and hangs loosely down the front of his
body. The vest collar starts at the edge of the shirt collar
and comes to a point at the center of Ludwig's chest.

2. SLEEVES: The shirt sleeves taper out at the ends and
have a large buttoned cuff. The coat sleeves also taper out
at the ends and are about the same size as the cuffs.

3. TIE: the tie is thin and starts in the split in the shirt
collar then tapers out to the vest collar. The tie is always
centered.

* Proportions can be stretched slightly for clarity in a
pose, but Ludwig must never appear off model.

Section 6 Page \M
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1. HEAD: Ludwig’s head is based on an egg shape. Add
center lines to divide the head as shown above. These
guidelines are used to position Ludwig’s features. The
horizontal line is placed at the lower third of the head.

2. EYES: Ludwig’s eyes are small egg shapes positioned
well apart on the horizontal guideline. In % view, his far
eye appears smaller in perspective to follow the contour of
his head.

3. PUPILS: Ludwig’s pupils are small and round.

4. UPPER BILL: Ludwig's upper bill is positioned low on
his head. There should be a space between the bottoms of
his eyes and the top of his bill. They should never touch.

e FRONT VIEW: The upper bill is flattened to clear
Ludwig’s eyes.

e % VIEW: The bill wraps around the head shape,
sometimes resulting in the underside of the bill being
visible,

6. LOWER BILL: Ludwig’s lower bill is shorter than his

upper bill and is squared off. It attaches to the upper bill

forming the corners of the mouth.

7. TONGUE: Ludwig’s triangular tongue appears from

under the upper bill and is centered at the back of his

lower bill.

8. EYEBROWS: Ludwig's eyebrows follow the curves of
the top of his eyes. They are wedge shaped and broken
into three shapes to give them a fuzzy appearance.

9. HAIR: Ludwig's hair attaches on the sides of his head
and wraps around the back. He also has two hairs on top
of his head.

10. BROW: There are two lines on Ludwig's forehead
that make up his brow. They should move accordingly
with the position of his eyebrows, depending on the
expression.

11. GLASSES: Ludwig's glasses are just a single line and
have no thickness. They are positioned near the end of the
upper bill and are % the width of the diameter of his head.

Section 8 Page \\lﬁ



IO USEIWORIKS Ludv.ig Von Drake 4356-999  Mau. odel packet

® Disney CONSTHUCTION

—_— e a— — —— — — —— — —— — —

-
© - | |
‘ -
2. SHAPE: Avoid overemphasizing Ludwig’s toes.
Ludwig’s foot is fairly straight across the front edge, with
1. SIZE: Ludwig’s hands are almost as long as the the middle toe positioned in the center.
diameter of his head. L. FEET: Ludwig's feet are flat, but have thickness. The :

leg attaches near the back of the foot, leaving an area that
serves as the heel.

L. TAIL: Avoid a hard, jagged appearance to Ludwig’s
tail feathers. The tail feathers must be soft and irregularl:
spaced. Usually three tail feathers are shown.

2. SHAPE: Ludwig’s hands are expressive. His fingers are
slender, and taper to suggest feathers. 3. FLEXIBILITY: Ludwig's feet bend as shown above.
His feet are flat and an edge line is used when the bottoms
of his feet are shown.

Section 8 Page M\W
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1. OPEN MOUTH: Ludwig's throat is positioned in his
open mouth as shown above. Avoid tilting Ludwig’s head
so that his upper bill hides his eyes. It is recommended to
position his head so that only half of Ludwig’s throat
shows.

2, CLOSED EYES: Avoid outlining the eye shape when
eyes are closed. Indicate only the top of the eye shape
without closing the outline. Leave space for lower eyelids.

1. [:'XI_’RESSION: Ludwig's hair is flexible and it's sha,
or _pos:lion emphasizes his mood or action. However
hair cannot move independently as is it has a life of i’ u
own,

1. POSITION: The bill pulls nearly all the way across the
bottom of the head shape, retaining the roundness of the
head.

2. CHEEKS: Ludwig’s cheeks emphasize expressions. In
a frown, the cheeks pull outside the head shape.

3. SHAPE: Avoid misaligning the end of the bill and the

lower bill. They must converge at the far cheek so that the Section ... 8 Page l w
bill wraps around Ludwig's head. . oection..M. Page |\ A




ks Ludw.g Von Drake 4356-999 Man toder packe

& ianey CONSTRUCTION

1. ATTACHMENT: Avoid attaching Ludwig's legs
incorrectly on his body. They are set well back to the rear
of the body. Ludwig’s legs are spaced well apart at the
sides of his body

Ludwig’s body can be compared to a half-filled flour sack
in shape and flexibility much like Donald’s.

* Avoid treating Ludwig’s body as two different shapes
connected together. Handle his body as one complete
form, similar in shape to the flour sack.

* Ludwig's body move as a single unit, allowing for
greater flexibility in posing. The flour sack moves in the
same way as shown above.

Ludwig’s body is capable of a wide variety of poses

e Use Ludwig’s entire body to show his mood, but don’t
push him as far as Donald. He should always be a bit
reserved and dignified.

e Always stay true to Ludwig's personality when
designing a pose,

* Handle clothing as simply as possible. Clothes must

\’J move naturally with the action of a pose.

¢ Ludwig's body can be twisted, squashed, or stretched,
but it always retains the same volume. The flour sack
also maintains a constant volume, as shown above.
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