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Chapter 1:
General Character
Do's & Don't's
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EYES
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1) Pie Cut Theory

special curved pie cuts
when a character is in a very
pushed smiling, special pose

A don't cut too deep
with the pie cut shape

the iris points in the direction
the character is looking
" —~
_
>
/ —>

o 0101 O
s (V4

generally, try to keep

the pie cut anchored = P hi ks if a ch _ ionall

to the center of the pupil this works if a character is intentionally cross-eyed,
looking directly, at camera, in a special pose, or a

character is doing a take
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2) When we see pie cuts

D

space for a pie cut

S
—

©

too squinty, not enough

)
)

)

~

N
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X v

we should see the entire thing
unless it's a pushed expression

oF

/

<D

X

for pushed
expressions

here are some examples
of how pupils when characters
are looking straight up
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3) Eyelid thickness

for confident expressions

always show eyelid on characters (not including Cuphead)

thickness to avoid an exception
the eyeball looking flat for when we

;;Z /‘\ /\ don't see a highlight
J
MYRIGICE
X, v v/

thickness on
not too thin,
not too thick
eyelids are

bottom lid
too thin and small X \/

)
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4) Eyelid dimensionality
i i eyelid is flat highlight eyeball, eyelid,
iﬁgfezigﬁﬂ.’ggsﬁgl. on eyelid and highlight
we want to show off is still flat are all volumetric

the volume and construction
whenever possible
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@ Step by step on how to
draw the highlights

highlight follows the
construction of the
eyeball

A

too flat

5) Eyelid Highlight

erase the parts of
the highlight and adjust

the lid lines

highlight shouldn't

be too thin or too thick

>

highlight is

X

v

.-"I .-"I ' |'II
avoid lid thickness

and highlight from

tangenting

only do this if it's
indicated in a
special pose
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5) Eyelid Highlight

no eyeshine

/\ in this case

D
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6) Pupil Sizes

@ keep pupil size consistent throughout
a scene, unless a character is doing
an expressive take where the pupil
grows/shrinks

/\f\/\/\/\
olel

Pupils should always have

the pupil shape should
pie cuts, they're never just dots mirror the action of the eyeball

shape, if it's squashing/stretching

N\

'
X
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7) Blink Breakdown
this isn't a stock
in-between, just this is example
an example of one does not work
@ for our stock blinks
N
N

this isn't a stock
in-between, just
an example of one

©

rear 3/4

this works for a hold,
eyes shut (6 frames
or longer) but not for
a blink
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7) Blink Breakdown

eyeS Open ha|f_||dded eyeS for "confident" expressions on characters

(not including Cuphead because his eyes
are designed differently)

I

X
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MOUTHS
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for neutral expressions,
try to keep cheeks round
but not a "perfect circle"

0 2 2

too stiff and  too squashed for more of an
computer-ish a neutral mouth ~ oval shape

tongues should feel round
and thick

tongues should feel proportionate
to the mouth, avoid it getting too small

X X v

too small too big

bottom lip gets subtly
S~ thicker toward the middle

2
@@
X v

perfectly subtly thicker
parallel in the middle

=

doesn't look

neutral smiles like this

generally, we try to keep
mouth corners rounded

and not pointed, but

there are exceptions (see D)

* We only show the back of
the throat in special poses
or indicated in director's notes

b=l

v v

some special poses
good on genericl work with mouth shapes

/ _.

with uvula




Toon Boom dos and donts Page 14/26
Scene Duration Panel Duration
003 26:00 14 01:00
cheek is a ball/sphere that changes 9 @ ¢ d bott
shape depending on the expression . for neutral mouth Op and bottom
default is round special poses shape and pushed grins/grimaces rows should mirror
teeth should wrap all each other
X, the way around
\\L;::_#,Jr
< 2

: this is in special poses

b

V4 V4

more pushed mouth poses,

floating tongue
works too

Y

X

v’
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corner of mouth has

a thickness in expressions

like this

doesn't need a corner
mouth thickness in

a more neutral expression
like this

front views like this

don't need the "teardrop"

ink on the corners of
the mouth
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in pushed expressions or close-ups

I eeth we can hint at a subtle gumline

J ' show gums on top
and bottom when you
A\ Ue both rows
NOTE: all teeth should retain same shape and size wrmkle s1n only
from mouth shape tp mouth shape... In SDECI8| poses

for pushed mouth expressions

fewer teeth lines is better, too many

teeth looks creepy and unappealing extreme angles
we see the dimensionality

of their te
.

subtle shadow /
under tongue

X v/ v’
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use lip to cover up in
pushed mouth poses
lip
lips should be

an even thickness
and always mirror

the shape of the mouth,
whether it's the corner of -
the mouth or the upper lip —

this is as extreme
as it gets before
it starts to lose
construction
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ARMS & LEGS

HANDS & FEET
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Hand Construction

palms are round

donut or inner tube shaped
(keep thick)

/o.

keep fingers and hand
separate pieces, we should see
the break

v’

fingers are equal lengths too organic

thumb is shorter
and slightly chubbier

glove line rules

Q/\‘Q *umu.az
K=tV el

4

4 y
Pt “Clove lTnues Smld
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6) CH & MM Hand Construction
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X

keep thickness
consistent

losing construction
on hand

keep this break in
the glove

s

the glove marks
should be tear-shaped
and follow the form

of the hand
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CUPHEAD AND MUGMAN - HANDS PART 1

RELAXED HANDS FIST HANDS

FRONT 3/4 FRONT PROFILE 3/4 REAR REAR FRONT 3/4 FRONT PROFILE 3/4 REAR REAR

8650 6858
BiE  Bes
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/) Hands Holding Objects

NOTE: These rules do not
apply to special poses

Devil holding pitchfork

hand conforms
to shape of

object, should
feel volumetric
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/) Hands Holding Objects

NOTE: These rules do not

apply to special poses
example of
Elder Kettle holding
his cane

%

X

=
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Arms and Legs

Tube arms/legs Elbows and Knees

(4§ &S 40

keep them "rubber-hose"
rounded edges

no tapermg too shar
on limbs too thln tube arms P

(unless it's in
forced perspective)

avoid tapering on
limbs, keep volume

oo &

x v x




