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@ 1) Burpy - Construction :
J g — too even
X x \/ /
fur \ j
outer hairs are in I
h hould al groups of 1 or 2 hairs } th|ckness
airs should always
have a thlckness y [l on felt wings

©,

even thickness

inside hairs
are groups of 3

flat, paper feet
no thickness

@

/
/\ arm connects

in the middle
of Burpy's side

thickest
here

‘L/

taper
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2) Burpy - Proportions

keep his cranium short,
it makes him look dumber

keep his face tilted é
back feeling, like this

to keep him baby-like @

keep cheeks, mouth,
and nose compact —>»

sy %//
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2) Burpy - Proportions

always keep his pupils Burpy is about 2 eyeballs tall

"wall-eyed", never focused
on what he's supposed to be
looking at
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4) Burpy - Movements

®

pivot wing flap/

from wrist, his .‘ .

hands flutter
L / \ ‘

avoid adding
a tongue when
he opens his mouth

stretch the sphere
shape but maintain volume
and placement of facial features
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5) Burpy - Walk Cycle A

keep arms up
like this when he
waddles

Burpy waddles side to side
when he walks, like a baby
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5) Burpy - Walk Cycle B

Burpy rolls on his face
like a ball, instead of running

Ve /\a —B
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6) Burpy - Special Pose Sheet
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6) Burpy - Special Pose Sheet

I

17




Toon Boom dos and donts

Page 15/55

Scene

038

Duration

Panel

55:00

15

Duration

01:00

Cyclops Demon
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1) Cyclops Demon - Head Construction
(Basic Shapes)
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1) Cyclops Demon - Head Construction
(Details)

pressed skin
overlaps eyepatch

™

keep stubble hairs five o'clock

fairly straight

he talks/groans
out of the corner
of his mouth like this
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2) Cyclops Demon - Body Construction
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3) Cyclops Demon - Arms/Legs Construction

bends

toes should alternate
up and down, it keeps
him stupid looking
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4) Cyclops Demon - Hands
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4) Cyclops Demon - Walk Cycle

keep upper body

stiff when he walks,
movement is just in
his legs
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Duck Bat
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1) Duck Bat - Body Construction

< N S~ 2
/ Dﬁ"?—’ \,foot tucks under wing

and feathers around her base
in sitting poses
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1) Duck Bat - Body Construction

neck details

multiple joints in
her neck so that it
can wriggle around
like a noodle

bends ———

@ \ \[

X

too long  too short

even, consistent ¢ even, consistent
thickness on tail thickness on neck

u’

keep neck fur
simplified and have
it hanging

P
- hairs are too bendy . .
and the details straight hairs
onthe neck are  and simplified
too complicated number of dots
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2) Duck Bat - Foot Construction

A) bottom of foot B) bends in foot

4—— bend

*+— bend

4—— middle of foot
<+— bend

<—— bend
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3) Duck Bat - Flight Cycle A
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3) Duck Bat - Flight Cycle B (front 3/4)

back foot
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3) Duck Bat - Flight Cycle B (profile)

back foot
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3) Duck Bat - Flight Cycle B (rear 3/4)

\
N

J
A

please use this
corrected version

of her rear 3/4 flight no tiny hairs
on B-model

of flight cycle
but they would
be there on the
A-model
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4) Duck Bat - Special Pose Sheet
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Eyeball Bat
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5 vy

keep eye veins
simple and make sure
that they wrap to the

form of the round eyeball

1) Eyeball Bat - Body Construction

K self-ink shadow

NG

eyeball is a perfect sphere
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2) Eyeball Bat - Profile View (for reference)
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3) Eyeball Bat - Flight Cycle

small wing constantly
desperately flaps fast to
keep himself balanced

this wing flaps
down and pushes
the eyeball bat up
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Wheezy Joe

Wheezy Joe is motionless
in wide shots

/
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1) Wheezy Joe - Body Construction
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1) Wheezy Joe - Body Construction

top and bottom
jaws spread wider

when he inhales and i i
then slowly close when hmge for Jaws
he exhales to open/close

P — — -
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Demon Scorpions
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1) Demon Scorpions - Head Turnaround
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2) Demon Scorpions - Body Construction

the tail joints only bend when
the scorption uses its stinger

abdomen is one piece,

. no joints, it should feel solid
separation between like a shell
tail and abdomen
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3) Demon Scorpions - Arm Construction

sphere joints

tube arms t

egg-shaped
hands
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4) Demon Scorpions - Leg Construction

joints ——%
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Demon Spider

[

-~
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1) Demon Spider - Head Construction

- 11 eyeballs
- keep the sizes
of each eyeball
different, as in
the turnaround

keep hairs

curly

either individual
hairs or groups of two

wody is a sphere
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2) Demon Spider - Leg Construction

graldual curv_zs skin fold under

on legs, avol

themggetting straight the top bend }

) \
W
_ 4——bends

Z
s
%

when standing
keep back hee

W é\ght

to maintain balance

legs connect
to body inside this
donut-shaped joint

parallel with top knee

=)

same breakdown
works for each leg
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®

mid-step

3) Demon Spider - Walk Cycle "silly run"

(follow the animation we sent over)




Toon Boom dos and donts

Page 47/55

Scene Duration Panel Duration
038 55:00 47

01:00

4) Demon Spider - Walk Cycle "neutral walk"

keep this top
joint stiff

@(xJ\,\
XYt ©

/) ))//%@\))
N > —

e >

(refer to animation we sent over)

)

A
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5) Demon Spider - Mouth Chart
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Demon Turtle
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1) Demon Turtle - Head Construction
(Basic Shapes)

A —~.imagine head
as a sphere

K cheat this part

of the sphere out

bottom jam anchors
from corner of his mouth
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1) Demon Turtle - Head Construction
(Details)  as

solid on his head

cheek bone
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2) Demon Turtle - Body Construction

maintain negative
space in-between spikes
on the silhouette

skin folds ..
neck joints

no bends
on his shell

spikes on
shell overlap

body is
egg-shaped

V\ no bends

on his body
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3) Demon Turtle - Limb Construction

skin folds
(arms/legs
connect here)

no bends \
on his tail
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4) Demon Turtle - Walk Cycle

‘ _‘.Ir-" . -
-;',__,;1 L‘ A
/ I\ .)‘H‘ ; :
;\"1-. - #—-—"'—"’/ ? t%{

the turtle demon walks
like an old 1950s-style
Godzilla monster

he tilts towards the foot that
lands on each step
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5) Demon Turtle - Special Pose Sheet
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