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Introduction
Hi, comic book fans!
My name is Spencer, and making art and teaching art are two of my absolute favorite 
things! I’ve been drawing since elementary school, and I’ve even completed a 
university degree in art. Through my experiences, I’ve learned how to draw in many 
different styles and with many different tools, but you don’t need a degree in art or a 
lot of art supplies to draw!

One day, my 5-year-old son told me how frustrated he was with trying to draw. I told 
him that drawing is simple. The key is to be able to see the simple shapes that are 
hidden within the complex shapes.

This book shows you how to draw by beginning with simple shapes. Then, with my 
easy-to-follow, step-by-step instructions and helpful notes, you can add the details 
to finish a comic book character. There’s even information throughout this book on 
making your own characters and comic books!

If you want a simple, approachable, and creative way to improve on your drawing 
skills, then you’ve picked up the right book!

—Spencer
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Tools & Materials
The artwork in this book was drawn and colored 
on a computer, but don’t worry if you’re not set 
up for that. You can create all of these comic 
book characters with traditional media, such as 
pencils, colored pencils, pens, crayons, and paints. 
Here are the supplies you may want to have 
handy to get started. 

 PENCILS  Pencil lead, or graphite, varies in 
darkness and hardness. Pencils with a number and an 
H have harder graphite, which marks paper more 
lightly. Pencils with a number and a B mean the 
graphite is softer and looks darker on paper. Use H  
or HB pencils (HB pencils are equivalent to No. 2 
pencils) for sketching exercises. In general, use harder 
pencils (H) for lighter, thinner lines. Use softer pencils 
(B) for bolder, thicker lines. 

 PAPER  Sketchpads and inexpensive printer paper are 
great for working out your ideas. Tracing paper is useful for 
tracing figures and creating a clean version of a sketch using 
a light box. Finally, cardstock is sturdier than thinner printer 
paper, which makes it ideal for drawing on repeatedly or for 
heavy-duty artwork.

 ERASERS  A vinyl eraser and a kneaded eraser are 
both good to have on hand. A vinyl eraser is white and 
rubbery; it’s softer and gentler on paper than a pink 
eraser. A kneaded eraser is like putty in that you can 
mold it into shapes to erase small areas. You can also 
gently “blot” a sketch with a kneaded eraser to lighten 
the artwork. 

 BLACK FINE-LINE MARKER  Use a black 
fine-line marker to tighten your lines and add 
the finishing touch to your final color artwork. 
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How to Use a Light Box

 PENS  Different inks work well for coloring. 
When buying pens, look for “waterproof” or 
“archival ink” printed on the side of the pen. Look 
for pens that release ink consistently for inking 
line art over sketches.   

As its name suggests, a light box is a compact box with 
a transparent top and light inside. The light illuminates 
papers placed on top, allowing dark lines to show 
through for easy tracing. Simply tape your rough 
drawing on the surface of the light box. Place a clean 
sheet of paper over your original sketch and turn the 
box on. The light illuminates the drawing underneath 
and will help you accurately trace the lines onto the 
new sheet of paper. You can also create a similar effect 
by placing a lamp under a glass table or taping your 
sketch and drawing paper to a clear glass window and 
using natural light. 

 ART MARKERS  
Art markers are 
perfect for adding 
bold, vibrant color to 
your artwork. They 
are great for shading 
and laying down 
large areas of color.   

 COLORED PENCILS  
Colored pencils layer 
over each other easily. 
They are user-friendly, 
and some are even 
erasable!   

 CIRCLE TEMPLATE There are people out there 
who say that they can’t even draw a circle! To make 
things easy, you can begin all the drawings in this 
book by tracing around something circular. This can 
be anything flat and circular that’s not too big or too 
small. You could use a large coin (I use my own 
“Drawing Is Simple” coin at right, which has marks 
to help draw guidelines), a coaster, or a lid off of a 
jar. You can even buy shape templates at an art 
supply store or use a compass. Use the same circle 
template for each character so they will be 
proportionate to one another.
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Drawing Basics
Absolutely everyone can draw! The easiest characters in this book are the forward-facing 
characters. To begin, you will draw just a few guidelines so you know where to place the major 
features of your character, including the head, eyes, body, and feet.

Start with Basic Shapes
The first circle is the character’s head. For the body, draw a circle of the same size directly 
below the head. If you have trouble drawing circles, you can use a coin or something else that’s 
flat and circular to trace a circle. With straight lines, mark other guidelines on your figure. If you 
have trouble drawing straight lines, use a ruler or another object with a straight edge.

On your head circle, mark the 
vertical and horizontal centerlines. 

These guidelines help determine 
where to place the character’s eyes 

and other facial features.

top of head

eyes

bottom of head

body

bottom of feet
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Did You Know? 
The “head” count is a method in which the height of the 
head is used to measure the height of a figure. Because 
we are making small, supercute characters, most of the 
characters in this book are just two “heads” tall.

9‑

Draw Details
Now that you have the basic shapes and lines, it’s time to add the details to your character. 
You’ll add arms, legs, feet, hair, a costume, and maybe some accessories. But don’t worry; 
even all the details are made up of basic shapes and lines. And each step in this book shows 
new lines in blue so you know exactly what to draw in each step.

Remember to draw lightly 
at the start and erase your 

guidelines as you go.

half circles

lines

circle

line

circle

curved lines

half circle
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See? Drawing a forward-facing superhero is simple! After you’re 
comfortable drawing characters head-on, kick things up a notch 
by drawing characters in action from different angles.

Add Color
Finish your character 
by adding color!

Draw Details
Now add details. Keep in mind the angle of 
the character and how the shapes would 
look from this view. Unlike the front view, a 
three-quarter view will not be symmetrical.

Start with Basic Shapes
Begin by drawing your guidelines. 
Because your character is not facing 
forward, you’ll draw the guides in 
the face in different places. Draw a 
curved vertical and horizontal line on 
the head circle to indicate where the 
facial features will be. Also include 
lines in the body circle (or two circles 
if your character is very tall) to 
indicate where your character’s torso 
and legs will be.

CH4_INT_001-096_ComicBookCharactersR8_US.indd   10CH4_INT_001-096_ComicBookCharactersR8_US.indd   10 1/23/20   3:45 PM1/23/20   3:45 PM



11

The Color Wheel
A color wheel is useful for 
understanding relationships  
between colors. Knowing where  
each color is located on the color 
wheel makes it easy to understand 
how colors relate to and react with  
one another. 

Easy Color Combinations

Yellow

Purple

OrangeGreen

Red-OrangeBlue-Green

RedBlue

Red-PurpleBlue-Purple

Yellow-Green Yellow-Orange

Red + =Yellow Orange

+ =Blue Red Purple =+ Red Red-
Purple

Purple

=+ White Sky BlueBlue

+ =Yellow Blue Green

=+ White LavenderPurple

+ =Orange Red Red-
Orange

=+ White Mint-
Green

Green =+ White Pale-
Yellow

Yellow

=+ Blue Blue-
Green

Green

=+ White PinkRed =+ White PeachOrange

Adding Color to Your Drawing 
Some artists draw directly on illustration board or watercolor paper and then apply color directly 
to the original pencil drawing; however, if you are a beginning artist, you might choose to preserve 
your original pencil drawing by making several photocopies and applying color to a photocopy. 
This way, you’ll always have your original drawing in case you make a mistake or you want to 
experiment with different colors or mediums. 
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1

3

4

2     

Backstory: Although her name is Jinx, Captain Jinx Tagget is not cursed with 
bad luck. In fact, she is quite lucky. Well, at least she has been ever since she 
found the Star Stone. She’d been crop-dusting in her dad’s PA-36 plane when she 
saw a meteor crash into the field. She safely landed the plane and then circled 
back to examine the meteor. As soon as she touched the glowing stone buried 
within the meteor, it disappeared, and she could feel the glow in her hands. She 
soon realized that the Star Stone had given her powers. 

Jinx Tagget
Captain

Draw a circle (or 
trace around a large 

coin) and mark the 
facial guidelines.

Erase your guidelines 
along the way.

Draw the eyes and 
ears between the 

horizontal guides and 
add the hair shapes.

Knowing that the body is 
as tall as the head circle, 
mark where the bottom 
of the feet will be. The 
center is the waistline.
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Motivation: The more powers that Jinx 
discovers, the more she wants to know 
about the Star Stone and its origins. 

Powers: Jinx can control gravity with 
energy pulses from her hands and use 
these abilities to fly. 

Limitations: Unknown.

5

6

7A simple static 
pose with the 

arms at the side 
is a good place 
to start with 
your design. 

Add an outline and color 
your character to make 

the shapes pop out. 

CH4_INT_001-096_ComicBookCharactersR8_US.indd   13CH4_INT_001-096_ComicBookCharactersR8_US.indd   13 1/23/20   3:45 PM1/23/20   3:45 PM



14

One of Jinx’s unique abilities is her Star Blast. She can influence the power of 
gravity to stop criminals in their tracks and focus her powers to fly. In this action 
pose, you will show off Jinx’s powers by having her fly and use her energy pulses.

1

3

2     

Making a curved vertical 
guideline on your circle 

will help you draw a 
three-quarter view of 

Jinx’s head. 

Just like the front-
facing drawing, the ears 

line up with the eyes.

Create the hair and the 
jaw using the circle as 

a guide.
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4

5

The body height is 
almost the same as the 
head height. Lightly add 

the arms and legs.
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6

7

Add the suit and 
hand details.

Having Jinx’s braids 
flying out behind her 
adds motion to the 

drawing. 
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8 Colors bring the character 
to life! Have some fun with 

the hand beam. 

CH4_INT_001-096_ComicBookCharactersR8_US.indd   17CH4_INT_001-096_ComicBookCharactersR8_US.indd   17 1/23/20   3:45 PM1/23/20   3:45 PM



18

   Prince Rogson
Backstory: Rogson was just a regular prince 
when his kingdom was attacked by Tazu the 
Terror. During the attack he learned from his 
father of an ancient power ring that had been 
kept secret by his family for generations. He has 
become the keeper of the Power of Erinth.

Motivation: Rogson’s home world and his family 
were destroyed, and he seeks to ensure that the 
person responsible is brought to justice. 

1

3

4

2     

Draw Rogson’s short 
hair and beard close 
to the circle guide.

To add some 
seriousness to this 

character, flatten out 
the top of his eyes.  

The body is the same 
height as the head 

circle. Mark his height 
using your circle 

template, a ruler, or 
your eye, and begin 
drawing his torso.

Sketch in the legs.
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Powers: The power ring that Rogson 
possesses extends like a laser whip and 
can form into various shapes, either rigid 
or fluid. 

Limitations: The ring has a limited power 
supply and length.5

6The color purple has been 
associated with royalty, 
power, and wealth for 

centuries, so it’s fitting for 
prince rogson’s costume to 

be purple and gold.

Don’t forget to include 
the power ring on 

Rogson’s hand. 
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shock	 dizzy	 determined	 sad

Make a 
Comic!

20

Creating a Hero

Comic book heroes, like Jinx 
Tagget, usually start out as 
normal, everyday people just 
like the rest of us, but there’s 
something different, something 
special about them. We look up to 
heroes and want to see ourselves 
in them. We imagine that we too 
have that special quality. 

Once they see the damage a 
villain has done, heroes are willing 
to sacrifice their own desires, 
their own needs, or even their 
own safety for the greater good. 
More than anything else, the 
heroes are willing to change.  
They grow and transform  
through their choices.

never 
underestimate 

the power of an 
awesome outfit

a hero has a 
heart

trustworthy 
eyes

one of their greatest 
powers is wisdom
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Try some of 
these poses 

with your hero.

Heroes come in all shapes 
and sizes. Sure, they can be 
tall and have big muscles, 
but they can also look 
like the rest of us. Being 
relatable is one of the things 
that make us love heroes!

21

Creating a Hero
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Make It Your Own!

1

3

2     

For this 
character, 

start with Jinx’s 
standing pose. 

Have some fun and 
continue the space 

theme with a classic 
design—add big hair, 
flared gloves, and 

shoulder pads. 

Experiment with your 
color choices. Pink 

hair seems to be the 
perfect fit for this 

character! 

While following the step-by-step projects in this book, feel free to personalize the characters. 
Change the costumes, hair, facial expressions, or colors. Here are just two examples of how you can 
change the Jinx Tagget projects on pages 12 and 14.
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1

3

2     

She already looks 
like she’s flying, so 
add a jetpack and a 

cool helmet with a fin 
on top! 

Even though you didn’t 
draw a face shield on the 
helmet, it can appear to 

have one if you color her 
face blue. 
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Tazu the Terror
Backstory: Not much is known about the history 
of Tazu the Terror. He first came to prominence in 
the Battle of Gillan. It would appear that he was the 
lone survivor of the Kanto Siege and was thrust into 
a position of authority. He wore the mantle well and 
swiftly took command of all the attacking forces. 

Motivation: Tazu seeks to bring order to the chaos 
that he sees in the galaxy.

1

3

4

2     

Tazu has expressive 
eyes and eyebrows.

Creating characters 
with a unique look like 

this will help them 
stand out in a crowd.

Because this character 
is wearing a robe, 
you can create his 
body with a simple 
rectangular shape.
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Powers: Tazu’s staff has 
magical properties, but his 
greatest power is his keen 
intellect and the ability to 
accurately predict the actions 
of his foes. 

Limitations: His absolute 
drive for justice has cursed 
Tazu with limited vision, and 
he can only see the world in 
black and white.

5

6

7

Lightly sketch in the 
arms and the robe 

details.

Add more details and 
Tazu’s magic staff. Be 
sure to extend the 
staff all the way to 

the ground.
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1

3

4

2     

Now that you have a good understanding of Tazu the Terror’s design and 
the style of his outfit, you can make more dynamic action poses, such as 
him wielding his magical staff! Tazu is never far from his magical staff. The 
mysterious gem at the head of the staff seems to have a mind of its own as 
it floats above the mounting prongs.

To add a new 
dynamic to the 
pose, angle the 

character’s head 
up by rotating 

your horizontal 
and vertical 
centerlines.

Add details to your 
guidelines and then 

erase them.

For dynamic motion, add an extreme 
bend to the rectangle that makes up 

Tazu’s robe shape.

Lightly sketch in his 
arms and hands and add 

details to the robe.
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5

6

Add the sleeve 
shapes, fingers for 
each hand, and the 

magic staff.
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Eyeris
Backstory: Eyeris is a dedicated but unambitious villain. If she’s not on 
the clock, she’s not working. Other than that, her history is her own, and 
we’re all anxious to see what happens when she cashes her final paycheck. 

Motivation: Eyeris is only in it for the money. She works for the highest 
bidder to amass her wealth, but no one knows what she’s doing with it. 

1

2

3

4In addition to the big, 
flowing hair, another 
way to emphasize the 

dynamic pose is to 
have the body moving 

in the opposite 
direction of the hair.
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Powers: A photographic memory 
means that she can easily pick up 
any skill set. It also means that she 
holds a wicked grudge. 

Limitations: Somewhere under that 
rough exterior, there’s a chance that 
Eyeris might do the right thing.

5

6

7

Sketch out the 
arms and legs and 
add details to the 
character’s outfit.
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Make a 
Comic! Creating a Villain

When creating your own cast of characters 
for a comic book, start with the villain. 
While the hero is the superstar of the 
story, remember that without a villain, 
there would be nothing for your hero to 
fight against! Starting with the villain helps 
to create the world that your hero lives in. 
This character will introduce elements of 
conflict that your hero has to overcome 
and will provide a driving force for your 
hero’s actions. 

Your hero is only as compelling as the 
villain he or she is fighting against, and the 
greatest villains are the heroes’ superiors. 
The villain is the reason that the story 
begins, and the hero is the reason that it 
ends!

To the right is Tazu the Terror. Turn to 
page 24 to learn more about his backstory, 
motivation, powers, and limitations—and 
to learn how to draw him!

30

Slicked-back 
hair

Facial hair

Expressive 
eyebrows

Angry eyes

Heavy 
eyelids

Dark lines 
under eyes

In place of inner strength, the 
villain will often have some sort of 

powerful accessory

Sad	 guilty	 Smug	 Laughing
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Backstory: Some villains are scarred from a terrible childhood and are now living in 
an underground lair, bent on world domination. But what makes an intriguing, unique 
villain? Not all villains are pure evil. Remember that villains are actually the heroes of 
their own stories. They have motives and reasons for their evil actions. Develop your 
villain’s backstory, motivations, powers, and limitations so he or she is a formidable foe 
for your hero.

Don’t forget the minions and sidekicks! Villains surround themselves with other people 
to do their dirty work. What kind of minion would choose to be associated with your 
villain, and why? 

Physical Appearance: Many villains can be identified by some of their physical 
characteristics. Think about adding facial scars or other signs of injuries and 
wounds. A strange tattoo may hint at a mysterious or troubled past. Consider these 
characteristics when making your own villain. 

Try some of these 
poses with your villain.
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Monsclara
Backstory: The Monsclara are a powerful but clumsy race from the planet 
Marumei. They prefer a quiet and peaceful existence, but they are fiercely 
defensive of their clan and village.
Motivation: Live, laugh, love. They are simple creatures with simple cares. 

1

3

2     

For this monster, shift the 
eyeline above the center 

horizontal line. This will give 
the character a larger chin 
and stronger appearance.

Trim the sides of the 
main circle shape to give 

the monster’s head a 
unique shape.

The body is as tall as and slightly 
wider than the head circle.
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Powers: The Monsclara have an 
uncanny ability to see the aura 
projected by other living beings. 
This ability allows them to better 
know the true intentions of those 
they interact with. 
Limitations: Depth perception.

33

4

5

Make this character’s 
arms huge! Then 

sketch in some spots 
throughout the body.
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While the Monsclara would prefer to live out their lives in peace, they are 
quite capable of defending their clan. The last thing that you want to do 
is get on their bad side. You wouldn’t normally see them in a pose like 
this, but if you do, you should get out of there as quickly as possible!

1

3

2     

After drawing a circle, 
add curved center and 

horizontal guides.
One of the great things about 
a monster with a single eye is 

that you’ll always know exactly 
where to place it on the 

guidelines—right in the center!
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4

5

Draw the eyebrow and add 
the big, open mouth. Start 
with smile line on top; then 

add the top teeth, and 
finish with the lower lip 

and bottom teeth.

Now that you know how 
big the mouth is, you can 
fit the rest of the body 

around it.
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6

7

When provoked, the 
Monsclara make 

themselves as big and 
threatening as possible. 
Sketch those big arms up 
and out from the body.

When mapping out the 
locations for the spots, look 

back at the static pose to 
draw them in the same places.
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8

After adding some color to 
your character, trace back 
around some of the main 

lines and make them a little 
thicker so the character 

will pop off the page.
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Make It Your Own! 
Now let’s change up the characters you just drew on pages 26 and 32 by altering the 
details. Here Tazu the Terror can become Steven Emperboa, and the Monsclara becomes 
a cold-weather Rauharr. You don’t have to follow these exactly. Feel free to change the 
costumes, hair, facial expressions, or colors too!

1

3

2     

Erase guidelines and 
add color to bring 

the whole piece 
together. 

Add to the top and 
back of the robe to 
make the character’s 

body longer and 
more snakelike.

Start with the basic 
action pose from Tazu the 
Terror without the facial 

hair and robe details.
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1

3

2     

Sketch out the basic 
shape of the Monsclara 
to use as a template for 

a new monster. 

Remember that when 
experimenting with 
characters, you’re 
free to experiment 
with colors too!

Add whatever you want to 
make it your own! Here is a 
creature with antlers, bony 

spikes, and a lot of fur.
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Battle Model 
KR-E2

40

Backstory: The KR series of mobile infantry Roi-bots are the latest 
creation from Roi Mechanical Industries. These units are designed 
for autonomous field operations with a strict obedience to their 
commanders. All of them except for KR-E2. After an electrical overload 
at the Roi factory, KR-E2 (or as they are now known KeRee) became fully 
sentient. 
Motivation: KeRee wonder why they’re different and if they can help 
other KRs wake up.

1

3

2     

Draw KR-E2’s visor 
inside the circle 

and add an oval on 
the side.

The antenna can move into 
different positions. Because 

this action pose has the 
KeRee rolling to the left, 
draw the antennae angled 

in the opposite direction to 
emphasize the motion.
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Powers: The KR series is highly 
adaptable to their situations. 
Limitations: The KR series is a bit of 
an energy hog and is in constant need 
of recharging.

4

5

Draw angled lines in 
the visor to create a 

shiny spot.

Erase the guidelines 
and sketch in the arms 

extending out from 
the body for balance.
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6

7

Keep the forward motion 
in your drawing by 

sketching in the wheel 
extending from the right 

side of the body.

Add in the body 
details and a fender 

over the wheel.
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8

9

Draw a straight 
groundline extending 
from the bottom of 

the wheel and create a 
dust cloud above that.

This robot is made of 
metal and has a shine to 
it. Create this shine when 
coloring by adding light 
highlights to the edges 

with a white pencil.
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Kaoh
Backstory: Kaoh’s impulsive nature ended up getting him into trouble 
on more than one occasion. While training for a pepper-eating contest, 
Kaoh mistook his roommate’s science experiment for a hot pepper, 
resulting in his newfound ability.
Motivation: Kaoh is seeking his center, his happy place. He hopes to 
find it by helping others, but he feels that his new powers mean that he 
will never quite fit in. 

32

1 Angle your vertical and 
horizontal guidelines 
so that Kaoh will be 

looking upward. 

After drawing the 
circles for the eyes, add 
diagonal lines to them to 
make them more intense. 

Having the eyebrows 
forming a “V” shape will add 
to the intense expression. 
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Powers: Kaoh has the ability to control 
the fire that has engulfed his body. 
With it he has flight power and fireball 
blasters. 
Limitations: He can’t completely turn 
off his flame powers. Through forced 
meditation he can appear to be almost 
normal, but there’s always a warm glow 
around him. 

5

4

Erase your guidelines before 
measuring the body height, which 

is the same height as the head 
circle. Start with an angled box 
for the chest and simple shapes 

for the hands and arms. 

By drawing one leg bent 
and one leg straight, you 

immediately have a jumping 
or flying pose. 
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46

6

7Add finger details in the 
hand circles and then 

create the path that Kaoh 
has just flown from. 

To draw the flames around 
Kaoh, keep your pencil on 
your paper and draw one 

continuous line that moves 
up and down and in and 

out. Then add some small 
flames breaking off from 

the larger fire. 
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8

Color really helps 
you feel the heat. Use 
red and yellow, and 
then bring out some 
highlights with your 

white pencil. 
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Drake

4

3

2

1

Backstory: Drake loves the phrase, “You 
can’t judge a book by its cover.” You see, this 
little guy is a Gargan and has the ability to 
change his appearance. He was lost in space 
after an asteroid storm damaged his ship. 
Motivation: Drake is all about looking out 
for the little guy and is a bold defender of 
fair treatment for all. 

Line up Drake’s eyes 
and ears between 

the horizontal 
guidelines.

Drake may be small, 
but he’s got big hair! 
This time the body is 
about half the height 

of the head circle.
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5

6

7

Powers: Drake is a morphling and can 
change into limitless shapes and forms. 
Limitations: The longer he stays in 
another form, the more energy he 
loses. He can’t hold his transformations 
indefinitely.

Add simple circles at 
the hips for the hands, 

and then connect those 
circles to the head 
with an angled line.

After adding some 
details to the outfit, 

add color.
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Make It Your Own! 
Now let’s change up the characters on pages 44 and 48 by altering the details. With a 
few changes, you can make Kaoh and Drake become totally new characters. You don’t 
have to follow these drawings exactly. Feel free to change the costumes, hair, facial 
expressions, or colors.

1

3
2     

Kaoh’s action pose is 
perfect for other 
flying characters.

Let’s add a cape, 
some flared gloves, 

and some super 
stylish hair! 
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1

3

2     

Start with Drake’s 
standing pose.

Replace the legs with 
rolling treads and 
draw an awesome 

mustache!

Have some fun with 
the color and make 

that mustache really 
stand out!
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First Act:
Departure

First Act
In the beginning, all is well, 
and life is normal. Then 
something happens; there is 
conflict. There is an unknown 
element introduced that 
challenges your hero. The 
first act ends when the hero 
decides to take action against 
the unknown element, and 
that decision sets the tone for 
the next act. 

Simply put, all stories have a beginning (first act), 
middle (second act), and an end (third act). Before 
you start drawing a comic book, first write a script 
of what’s going to happen in the story. While telling 
the story, remember that the absence of information 
will better draw in your audience. Instead of saying 
everything up front, let your characters’ backstories, 
goals, motivations, powers, and limitations reveal 
themselves slowly through their actions.
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Third Act:
Return

Second Act:
Initiation

Second Act
In the middle of the story, the hero 
faces the first of many obstacles, 
tests the limits of his or her powers, 
and begins to understand the 
challenges ahead. The audience 
learns more about the motivations of 
the villain and sees the hero tested. 
This act ends with the hero facing 
the most difficult challenge of all.

Third Act
The end of the story sees the 
transformed hero return to normal 
life—with a new perspective and 
ready for the next adventure.  
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Alleyne
Backstory: Alleyne is the smallest person on a planet full of giants. 
She’s always felt a little out-of-place and signed up for an exchange 
program with a neighboring planet but was zapped through a warp 
tunnel and accidentally ended up on Earth. 
Motivation: Alleyne knows what it feels like to be a bit of an outsider 
and wants to help others find their own worth. 

1

3

2     

Just like you did with the 
Monsclara character, 

move Alleyne’s eyes up to 
give her a strong chin.

Draw the shape of 
her face inside the 
guide circle with 

sharp, straight lines.

Erase the guides and 
add the face details.
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Powers: Being from a completely different world, 
Alleyne’s body is incredibly dense and strong. Along 
with that strength, Earth’s gravity has less of an affect  
on her, and she is able to jump vast distances. 
Limitations: All of the differences that come from being 
on a new planet take some getting used to. Alleyne 
doesn’t have complete control of these newfound 
powers and finds herself stumbling through her day.

4 5     

Because Alleyne is so 
tall, her torso is the 

same height as the 
head circle.

The height of her legs 
is also the same height 

as the head circle.
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6

7

Draw Alleyne’s long, 
strong arms by 

drawing circles for the 
hands near the legs and 
connecting the hands 

to her shoulders.

Lightly draw the hair 
as one big shape, and 
then add the waves 

and detail lines.

CH4_INT_001-096_ComicBookCharactersR8_US.indd   56CH4_INT_001-096_ComicBookCharactersR8_US.indd   56 1/23/20   3:54 PM1/23/20   3:54 PM



57

8

You don’t have to go 
crazy with details to 
shade your character. 
To create a feeling of 

depth, add some darker 
colors to the side of 

the face and chin, and on 
the insides of the arms.
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Kenzee
Backstory: The sole survivor of a shipwreck, Kenzee woke on an island 
beach with no memory of his past. It wasn’t until he was rescued that he 
discovered that his blue skin and green hair were an anomaly. 
Motivation: Kenzee is driven to uncover his past as a way to understand 
his place in the world. 
Powers: During the time that Kenzee was stranded on the island, he 
learned to control water, as well as the moisture in the air. He can use this 
power to lift objects and even fly. 
Limitations: Kenzee must avoid heat and dehydration at all costs.

1

4

32     

5     

The waistline is 
halfway down the 

height of the body. 
Add small detail 

shapes to the torso 
and the legs.
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6     

7     

8     

Angling the arms away 
from the body will 

add to the sense that 
Kenzee is getting ready 

to use his powers.

Draw the hair up and away 
from the head to make 

it look like it’s floating. 
Add water bubbles of 

different sizes and 
shapes around Kenzee.
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Dr. Darkness
Backstory: Kiren Long was working to 
discover the mysterious properties of “dark 
matter” when an accident in the lab exposed 
her to the sample she was working with. 
Motivation: The dark matter seems to have 
polarized Dr. Darkness’ sense of right and 
wrong. She seeks to put the world into a 
perfect balance.

1

3

2     

Notice that 
the lines for 
the body are 

following the 
same path as the 
guidelines for 

the head.

Continue the 
lower body line 

to create the line 
for the leg. This 
continuous shape 
creates a fluid 
line of action.

Draw the arms and add 
the details to the hat 

and coat.
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Powers: Dr. Darkness 
moves like a shadow 
and uses the dark to 
heighten a person’s 
fear of the unknown.
Limitations: Dr. 
Darkness is limited by 
the light. She only has 
powers in the dark. 4

5     

Note that the top 
of the rope is taut 
and under tension, 
while the bottom 

swings freely.

The distance of the 
shadow below  

Dr. Darkness helps  
to show how far away 

from the ground she is.
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1

3

2     

Kenzee has an alien 
look to him. Let’s use 
his standing pose to 

make a different alien.

Add some shapes 
behind the head and a 

flowing robe.

Erasing the guidelines 
and adding color 

brings the character 
to life.

Now let’s change up Kenzee (page 58) and Dr. Darkness (page 60) by altering their 
details. And remember, you don’t have to follow these example drawings exactly. 
After you’ve drawn your characters, think about what they are like. What could their 
names be? What are their backstories and motivations, their powers and limitations?
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1

3

2     

This swinging 
pose can be used 

for a number 
of different 
characters.

Adding colors that 
contrast will help 
to show off your 
character design. 

Keep the basic shapes 
the same and just add 
details. How about a 
punk-rock superhero 

with spikes and a 
leather pocket belt?
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There’s more to comic book panels than simply dividing up your page into smaller boxes. 
The size, shape, and direction of the panels will help tell your story. 

Start your comic 
book by writing 
out a loose script 
based on your 
story (see pages  
52-53).

Plan how the script will flow 
onto each page of your comic 
book. Planning your pages 
ahead of time will ensure that 
you are including something 
interesting on each page. 
Look for a way to tell a 
complete piece of the story on 
each page, and when possible, 
try to end each page with 
some sort of mystery. This 
will encourage your reader 
to keep reading and discover 
what comes next. 

Create a rough sketch outline 
for all of the pages in the story. 
These thumbnail sketches 
will help you get a better 
understanding of where to put 
all your panels.
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The first panel should 
establish the location and 
mood. Refer back to your 
script. Are your characters 
in the city or the jungle? 
Maybe they’re floating out 
in the vacuum of space. This 
can be a very large panel on 
the page.

As your story continues, 
add variation to the 
sizes of the panels and 
even the sizes of the 
characters in the panel.

65

As a general rule, don’t make more than nine panels for each page. If you have more boxes 
than that, it can be a strain on the eyes. 

As you continue through your script, remember that your story drives your panels.
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Spelk
Backstory: The long-legged Spelk use their green coloring to 
camouflage themselves in the deep woods. It is in these woods that 
they live incredibly long and quiet lives. 
Motivation: Spelk want nothing more than to be left alone. Any 
interruption to their serene lifestyle is met with extreme fear. They’ll 
do just about anything to get back to a calm and quiet life. 
Powers: Spelk can climb just about anything and blend in with their 
surroundings.
Limitations: Spelk are unusually afraid of everything. 

1

3

2     
Spelk have vertical 

lines for pupils 
instead of dots.

Trim the width of the 
character’s face, and 
then erase the guides.
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4

5     

Draw a small square 
under the head for 

the small body and a 
vertical line for the 
wall with a set of 

feet on it.

Connect the feet to 
body to create the 
Spelk’s long legs.
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6

7     

Use simple circles 
for the hands and 

draw the arms with 
straight lines.

Draw the rope, adding 
a squiggly line on 

top of the first line 
to make it look more 
like twine or a web.
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A Spelk’s natural ability to climb pales 
in comparison to its ability to run away 
from dangerous situations. This particular 
retreating Spelk is demonstrating the “Flail 
and Flee” technique first made famous by 
Sirobin the Brave.

1

4

3

2     

Because this Spelk is 
scared, its pupils are 
small dots instead of 

a vertical line.

As the character runs 
forward, its arms 

should flail behind it.
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6     

5     Finish the arms and 
hand details.

Use a shadow to show 
the Spelk’s relation 

to the ground.
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Adding Dialog
Now that your thumbnail sketches are complete and your panels laid out, add the dialog! 
Dialog boxes and balloons show conversations between characters, thoughts, shouts, 
whispers, sound effects, and narration about the scene or situation that the character is in.

Conversations

A normal conversation has 
a solid speech balloon.

Thoughts

Thought balloons 
have softer edges 

like a cloud.

Shouting

a Shouting dialog  
box has sharp,  
jagged edges.

Whispering

A whisper is 
dashed like it’s 

barely even there.

Carefully map out your dialog so the text won’t 
distract from the action and overcrowd the page. 
The words and the art should work together to 
tell the story. A dialog box is covering up the 
action in the scene to the left. This obscures the 
reader’s view; they aren’t able to clearly see what’s 
happening in the panel.

In English we read from top to bottom 
and across the page from left to right. 
Most readers scan over a page to look 
at the art and then go back to read the 
words. A strong panel at the top provides 
a good anchor for the whole page and 
entices people to keep reading.
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Dialog usually 
looks best at 
the top of the 
panel, and, as a 
general rule, 

place no more 
than three 

speech balloons 
in each panel.

Put narration text in an 
enclosed rectangle. 

Illustrate 
sounds like 

“blam,” “hiss,” 
“pow,” and “zap.”

Place dialog 
away from the 
main action, and 
clearly connect 
the tails of the 
balloons to the 
speaker in each 

panel. 

Avoid covering a 
figure with the 
dialog boxes, 

but if you must, 
don’t cover 
their faces. 
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Commander Cordy
Backstory: Cordy Seacliff is a child genius, and a little socially awkward. He loves 
to watch old sci-fi movies and is determined to bring their vision of the future into 
reality. That’s why he created his own jetpack. 
Motivation: Cordy sees the world in black and white, just like the movies he loves. 
He’s out to be the noble hero.
Powers: He is a tech genius.
Limitations: Cordy is young and has had little experience with the world. While this 
can be a positive trait, in Cordy’s case it has made him far too trusting of others.

1

4

32     

5     

This character 
is only 11/2 heads 

tall, with the 
body being half 
the size of the 

head circle. 
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6     7     

8     

Start with a simple box 
for the jetpack and then 
add the extra details to 

fill it out. 
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S.A.V.A.G.E.
Backstory: Masked wrestler Santo 
Argozan Verdanto Abismo Guerrero 
Eigeno adopted the names of the 
greatest luchadores of all time in an 
attempt to be listed among them. 
With his mystic Lagartija mask, he was 
transformed into The S.A.V.A.G.E.
Motivation: The S.A.V.A.G.E. has 
become obsessed with being the best 
of the best.
Powers: The S.A.V.A.G.E. has many 
reptilian powers, including wall- 
climbing, speed, leaping, and of 
course, tail regeneration. 
Limitations: His vanity can get the 
best of him. The S.A.V.A.G.E. seems to 
be unable to refuse any challenge that 
could result in his increased status  
and reputation.

76

1

3

2     

Draw the mouth 
and eyes on the 

horizontal guidelines. 
The legs are half 
as tall as the head 

circle.

Sketch in the outline 
of the arms and erase 

the guidelines.

The height of the 
head circle and 

torso are the same.
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4

5     

Add the scale details.

While coloring, add 
some stripes.
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Backstory: Professor Kylie Cattsen is an 
expert Egyptologist. During an excavation, 
she fell through a trapdoor and discovered 
the secrets of the ancient City of Bubastis, 
sacred to the Egyptian cat goddess Bastet. 
Motivation: Babsti wants to re-establish 
the rule of cats and create a new City  
of Bubastis.
Powers: She is agile, sneaky, and always 
lands on her feet. While it has yet to be 
tested, it is rumored that through the 
power of Bubastis, Babsti has nine lives.
Limitations: She has a weakness for yarn 
balls and laser pointers.

78

78

1

4

3

2     

The ears for this 
character do not line 

up with the eyes.

The vertical 
center guideline 
will help you to 
draw the top of 

the hood.
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5     

6     

Draw the tail flowing 
out behind to add 

more dynamic action 
to the pose.

Add stripes to 
Babsti’s costume 

during the 
coloring stage.
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Backstory: Riela is one of the elite guards entrusted with the 
protection of the royal family. The underwater kingdom of Valence is in 
turmoil due to the disappearance of the prince. Riela had been sent on 
a quest to find the lost prince.
Motivation: As a royal guard, Riela feels personally responsible for the 
missing prince. 
Powers: Riela can breathe in water and on land and has the ability to 
shift her appearance from a tail to legs. She can control the water, as 
well as the moisture in the air.
Limitations: She must avoid heat and dehydration at all costs.

1

2     

Even the most 
complicated drawing 

will start with a simple 
shape, like this circle.

The eyes and ears 
are aligned, just 

like on many of the 
previous characters.
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4

3

5     

Mark the height of the 
body, which is the same 

as the height of the 
head circle. Draw a box 
shape ending halfway 

down the body.

Because Riela is in 
her aquatic form, the 
rest of her body is a 
tail with fins, rather 
than legs and feet.
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6     

7     

Add the scale details 
to the tail as well as 

the fins and shirt.

Riela has really big 
hair, so it’s best to 

wait until the end to 
make sure it all fits.
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8     

The shape of Riela’s eyes and ears, 
as well as the coloring seems 
familiar… Could this be a clue 

leading to the missing prince?
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Backstory: Tim Tanner’s 
roommate mistook his 
science experiment for a 
hot pepper and ate it. This 
resulted in his roommate 
becoming the hero “Kaoh,” 
but Tim was never recognized 
for the part he played in 
creating a hero. Tim used his 
scientific abilities to become 
Kaoh’s nemesis, The Vortexer.
Motivation: Tim wants 
nothing more than to defeat 
Kaoh and to show the world 
that he deserves all the credit.

1

4

3

2     

Because this 
character is looking 

downward, draw 
the horizontal and 
vertical guidelines 

accordingly.

Add the costume and 
helmet details.

To create the vortex 
effect, draw a series 
of light circles that 
increase in size from 

right to left. 
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Powers: He wears a technologically 
enhanced, fire-resistant super suit with 
wrist-mounted, fire-suppressant vortex 
cannons.
Limitations: Tim’s a genius in a lot of 
ways, but he hasn’t figured out how to 
make his batteries last longer.

5     

Add some gray to 
the vortex as well as 
the exhaust from The 

Vortexer’s jetpack, but 
leave much of it white.
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1

3

2     

Let’s see who else 
we can make with 
this running pose 

from Babsti!

Because this character is 
running, let’s give her a 
winged helmet and some 

metallic flying shoes.

Make It Your Own! 
Now make changes to Babsti (page 
78) and The Vortexer (page 84) 
to create totally new characters. 
What do you think these characters’ 
names should be? What are their 
backstories and motivations, their 
powers and limitations?
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1

3

2     

Start with the basic 
pose from The 

Vortexer to design a 
new flying character.

Modify the helmet 
design by adding 

some extra antennae 
and eyes in the visor.

If this new character could 
freeze machinery with a 

single blast, his name could 
be Russ T. Walker!
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Putting It All 
Together

Comic books are a visual form of storytelling. The pictures and words on each page are 
divided into panels to create action, drama, pacing, and an overall tone for the story. There’s 
a fine balance between the visuals and the written word, but the key to a successful comic is 
the story that’s being told. Keep this in mind when you’re putting all the elements together 
to create your comic book.

When starting your comic, first ask 
yourself, “How would I summarize 
my story?” Always keep this brief 
description in mind so your story will 
stay on track. Determine your story’s 
beginning, middle, and end. 

Then look at your characters in detail. What are their backstories, their motivations, their powers, 
and their weaknesses? How do they deal with the conflict they must overcome on their journey?

beginning

middle

end

CH4_INT_001-096_ComicBookCharactersR8_US.indd   88CH4_INT_001-096_ComicBookCharactersR8_US.indd   88 1/23/20   4:06 PM1/23/20   4:06 PM



89

The process of making a comic can be lengthy, but remember, not every panel has to be 
a fully formed masterpiece. Work in a way that best suits your style, keep your goals in 
mind, and don’t give up!

Before you write a single line of dialog, sketch out the story elements. From this rough outline, 
write the script and refine and improve your thumbnail sketches. Divide the pages into panels, and 
map out the dialog boxes and speech balloons. Now that it’s all pulled together, finalize all the 
drawings and text, and you have a complete comic book!
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Standing Characters
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Alien Characters
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Flying Characters
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Fighting Characters
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Spencer Brinkerhoff III started drawing and making art 
at an early age and has never stopped, completing a fine 
arts degree at Arizona State University and establishing 
a career as an artist. Spencer’s professional work has 
included creating some of the horse sculptures for P.F. 
Chang’s restaurants, animating an educational game for 
the World Health Organization, creating and starring in a 
video that won him Burt Reynolds’ Trans Am, and creating 
Star Wars art for Lucasfilm Ltd. In addition to working on 
these licensed projects, he has also created a glasses-less 
3-D image platform called ShadowBox Comics, an  
in-camera special effect key chain called LightStickFX,  
and a drawing system called DrawingIsSimple. Spencer 
lives in the greater Phoenix area of Arizona. Visit his 
website www.drawingissimple.com and find him on  
social media @spencerb3 for more!

About the Author
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