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108A/107B - Dummy Demons
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108A/107B - Dummy Demons
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@ 1) Burpy - Construction :
J too even

fur

outer hairs are in
groups of 1 or 2 hairs
hairs should always
have a thlckness

inside hairs
are groups of 3

flat, paper feet
no thickness

@

‘L/

B

'
/K arm connects

in the middle
of Burpy's side

thickest
here

taper

R___— thickness
on felt wings

©,

even thickness
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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

f}
|

hands flutter ’7 _ /_\\
{ avoid adding
K / ‘ a tongue when
f ,_(\ he opens his mouth
\ o < N
~N /’{

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
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6) Burpy - Special Pose Sheet
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6) Burpy - Special Pose Sheet

I
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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

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

4@ \,, H\[

P
- hairs are too bendy . .
and the details straight hairs
onthe neck are  and simplified
too complicated number of dots

X

too long  too short

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

u’

keep neck fur
simplified and have
it hanging
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A) bottom of foot

2) Duck Bat - Foot Construction

B) bends in foot

44— middle of foot

*+— bend

<+— bend
<— bend

4—— bend
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3) Duck Bat - Flight Cycle A

P
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3) Duck Bat - Flight Cycle B (front 3/4)

back foot
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