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Shapes and how to keep them

The first basic idea of character design is to use a simple
shape to construct every character. Each shape should

fit the psychology of the character and help the audience
to understand who is who without mixing them.

But the hard part is to keep the integrity of the shape.
Here are few tricks.

1. You can deform the shape but to a certain
point only. It will help to stay on model.




2. If you can’t keep the shape, don’t draw it.
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Beware of the perspective.

If you want to make him
sad or fired, don’t do this:

Don’t draw a
pose you naturaly
like, try the best

one for the
= shape and the
it’s up to you character.
to find how to
fake a front

view.




3. Keep simple lines and shapes. Try not to make weird shapes...

Too many details or a complicated shape
can be to hard to draw.

| want to keep this.



4. Works the same for cartoon AND realistic designs.
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