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Main Cast Size Chart:

How many Cuphead heads tall

King Dice
Elder Kettle

Henchman

CH & MM

(for reference only)
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1) Body Proportions

keep the boys the same height

!

MM's head has a slightly
thinner width than CH's
head

CH and MM have the same
exact proportions on everything
below their neck




Toon Boom dos and donts

Page 4/19

Scene

Duration

004

18:23

Panel

Duration

01:00

)

/
\/




Toon Boom dos and donts

Page 5719

Scene Duration

004

Panel Duration

18:23

01:00

Zt b\ shadow on bottom

keep handle thick and consistent,
like in the turnaround

ddd

NO NO  YES

too thin too thick

2) CH & MM head proportions

the milk should remain
a consistent level inside
their heads, it can slosh around

7

top of rim is thick
and is the same

thickness on both
of the boys

favor the
outside shape

too thin too thick

handle is half
a donut shape

but it shouldn't lower in heghtﬁ

NO
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A\
we won't really )

ever see this

aprt of CH's neck

3) CH & MM head construction

here are some examples
of CH's head at different

angles
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3) CH & MM head construction

examples of expressions
at pushed angles

avoid tangents,
keep negative space
as shown here
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4) CH & MM's Straws

CH's straw MM's straw
¢_,/ /

P 289

too stubb -
y too straight subtle curve
for a neutral pose,
it works on some

special poses

too rigid

o we generally see this straws exposed
number of stripes on CH & MM

the stripes are equal in size
SAME
THicevess (aa
For
BoTu ~ /a
STIRAWS 2 3
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5) CH & MM's Pants

i ‘ -don't connect abdomen directly with corner
of torso, wrap it around for dimension

-abdomen has a slight .
----- . S-curve when connecting -there is no gap between
to the torso in back view body and pants

-pants take up the entire

“abdomen sphere” \

-legs come out from the
abdomen, placed in the center

of the pant leg \_____’?

O\ H A

-abdomen/pants can squash and
stretch when pose calls for it

-small shadow on furthest leg from screen Z ( Z g M M
v’ X v X

- pant legs can flare out slightly, but -also avoid drawing pant legs with a

not too much straight vertical line, they should
follow the direction of the leg when in
motion
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5) CH & MM's Pants

‘ZK

torso shouldn't connect
right on the edge of the
pelvis

torso (tube) connects
into pelvis (sphere)
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5) CH & MM's Pants
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6) CH & MM Arms and Shoulders
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no head
and no neck

in special poses
like this, arms can
go behind his head




Toon Boom dos and donts

Page 13/19

Scene Duration Panel

Duration
004 18:23 13

01:00

7) CH & MM Foot Construction

@ CH & MM's shoes
@ are made out of slightly
1>

squashed spheres

mid-step pose:
shoes bend as the foot
comes forward




Toon Boom dos and donts Page 14/19
Scene Duration Panel Duration
004 18:23 14 01:00
8) Cuphead - Hand Chart
RELAXED HANDS FIST HANDS
FRONT 3/4 FRONT PROFILE 3/4 REAR REAR FRONT 3/4 FRONT PROFILE 3/4 REAR REAR

BB URE

letul

568
Ty

NEVER draw knuckles
like this on any of our
characters, the knuckles

shouldn't intersect with
the fingers

also, our characters, who
don't have knuckles on
their turnarounds, only
have knuckles on pushed
special poses
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8) Cuphead - Hand Chart
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8) Cuphead - Hand Chart (special poses)
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9) Cuphead - Foot Chart
FRONT 3/4 FRONT PROFILE 3/4 REAR REAR
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9) Cuphead - Foot Chart (special poses)

i S

&u

out-stretched hanging squatting tippy toes leaping
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- try to keep their milk 10) Mllk Theory

inside their head, not splashing
around or drawing too much

attention to itself avoid showing the inside

- we cheat things as much as possible ) of their head in perspective

as to avoid people overthinking ' like this
and asking logical questions about
the milk and our characters' exposed heads

- try to angle the characters in ways that | —
avoid problems/issues with gravity affecting -
the milk O

this type of gag
works sometimes,
but we don't want to
do it all the time






