U1C6 - Lesson - Detailed Walkthrough
[bookmark: _spt39gnik2y4]CharcUnit 1 Class 6 Lesson - Detailed Walkthrough:
Toonboom Harmony Character design
“It builds character”

[bookmark: _rjxepoqwktkv]This class covers the following topics:

· Character
· Expanding on colour palettes
· Expanding on drawing tools
· Use of drawing layers
· Character design
· Character pose and silhouette
· Character design assignment

Outcomes: Students will develop drawing tools and techniques while learning the basics for character design through exercises.

Let’s start:
Load up Harmony and create a new scene to work in. Call this one “Character_Design_1” and save it into the Harmony scenes folder on the desktop.
 [image: ]

· [bookmark: z4xj9sao7o82][bookmark: _la831hbuvdym]Character:
When thinking about making animation it’s important to think about the characters acting in your scenes and how to get across their emotions and state of being. It all comes down to good designs! There are a lot of different designs and approaches to characters depending on the network, show, or even episode a character is in. Each design choice conveys something about the character. 

[image: ]   [image: ] [image: ]

Notice some of the difference in the characters; Line thickness, size, shape, and pose. All of these things contribute to the characters personality and being.  Without knowing anything about these characters you still get a sense of how relaxed or high strung they might be.
· [bookmark: 2mcw7agmrl0g][bookmark: _uzbt5zjnbolh]Expanding on colour palettes:

When designing, colour plays a large role in our designs and choices made for characters. 
Since Harmony’s past is rooted in painting cells for animation, it’s a bit unlike most painting programs and requires us to setup the colours we will be working with in advance. Therefore before we can do any drawing we’ll need to create a new palette and colours to go along with it. We get some nice benefits from this later, but it does take that extra step in the beginning.

In the default colour tab in the top screen right window you should see something like this. 
[image: ]

In the Palettes drop down we see that there is one default palette already created with the name of the scene we created as its name [Character_Design_1]. 
[image: ]

 And below it is the list of Colour swatches/pots that are included in the palette.
[image: ]
· In the top palette portion of the colour tab window click the “+” sign or use the drop down menu to create a new palette. 
[image: ]

This will bring up the Palette Browser: Create Palette window.
[image: ]

· Make sure we have scene palettes selected for the location and the palette list.
· Name the palette “Test_1”  and click ok.
The new “Test_1” palette will show up in the list.
[image: ]

· Select the Test_1 palette and create some new colour swatches/pots. Select the first default colour and using the “+” sign above the swatches, make 5 new ones. 
[image: ]
By selecting the default black colour when creating the new colour swatches, all of the new ones will use the same default black colour as a base to start with.  There can be as many identical colour swatches as you would like, but each swatch should be used for a specific part of a character or drawing. Later Harmony will be able to isolate individual colours by using each swatch specifically in a drawing. 

· Double click the first “New 0” colour swatch. The colour picker window will pop up. By default it opens with the “Single Wheel Mode” 
[image: ]

· Selecting the “Multiple Wheel Mode” button will switch the window over. With the current preference settings “Multiple Wheel Mode” should be the new default. 
[image: ]
In Bracket #1:
[image: ]
- There is the current colour of the swatch. 
- The current name of it. 
- The Eyedropper tool to colour pick off of an existing colour (must be selected, held, then dropped over the colour you wish to colour pick off of).
- The Monochromatic scale off of the colour selected.  
[image: ]

In Bracket #2:
[image: ]
- Using the “+” button we can save selected colours into the save swatch bar.
- The H,S,V,R,G,B fields show the values of the Sliders in Section #5.
- the Alpha slider controls transparency of the colour. 255 means it has a transparency of 0


In Bracket #3:
[image: ]
- Has the radial button selection to determine if the colour is a solid colour or a gradient.
- If gradient is selected we will be given the slider with two handled that give us colour options for the gradients multiple colours.  
- the bottom radial selection determines if it’s a linear gradient (from one side to the other) or a Radial Gradient (outside to inside)
 

In Bracket #4:
[image: ]
- Options for adjusting the sections visible in the window.


In Section #5:
[image: ]
- Has the colour wheels for Hue, saturation, and value.
- Standard colour wheels for Red, Green, and Blue.  

In the middle, the Undo List show all of the colours chosen in the last few selections. 



· Change the name of “New 0” to “Line 1” adjust the colour if you like.
[image: ]

· Clink into “New 1” colour swatch. Rename to “Fill 1” and change colour. 
[image: ]

· Clink into “New 2” colour swatch. Rename to “Fill 2” and change colour.
[image: ]

· Label the last two colours as “Alpha 1”, “Gradient 1”,  and change the colours.
[image: ] [image: ]

· Adjust the alpha slider on “Alpha 1“  see how it changes the colours transparency.
[image: ]

· Check the Gradient option for “Gradient 1”.
 [image: ]
· Select either linear or radial. Use the handles on the slider to choose new colours.
[image: ] [image: ]
If you need to change the colour of a painted character after the fact, simply click into the colour swatch and adjust the colour. Any character or drawing using this colour swatch will have it changed in their artwork. 
[image: ]
[image: ]
[image: ]

· [bookmark: kxvoit2kqx2r][bookmark: _9x0u2z5jg1pn]Expanding on drawing tools:

To go over textures and other advanced features in the drawing tools you’ll need to create some new drawing nodes to work in. Use the “Line 1” colour swatch to start with.

· Create drawings called “Brush_ Pencil_ rough 1” and “Shapes_and_Cleanup 1” Leave all the layers as vectors except Underlay Art, set that to bitmap.
[image: ] [image: ]

· Plug them into the composite bar.
[image: ]
 
[bookmark: _ua6u0pp6tbvo]Brush:

· Select the Brush tool first and go over to the tool properties window. 
[image: ]

· Go through the presets and select the texture brush “Pastel 2”.
[image: ]

· Create a new Brush based on this selection and name it. 
[image: ] [image: ]

· In the Vector brush properties window notice the brush type is Textured vector
 [image: ]

· Go through the tabs and settings and try some variations of the vector texture brushes in the “Brush_ Pencil_ rough 1” drawing node.  Notice how different it works from the regular brush. 
 [image: ] [image: ]

· Switch from the Line art layer to the Underlay layer you setup as bitmap. The toolbar is up in the top screen right section of the camera window. 
 [image: ] [image: ]

In a bitmap layer the tools available will change on the toolbar. The colour tab will change as well.
[image: ]  [image: ]

· Inside the tool properties the options for the Brush will change as well. Try out some of these new options.
 [image: ]
  [image: ] [image: ]

Notice the selection tool selects the whole image rather than individual strokes like the vector brush.


[bookmark: _rnmrzrc1gwez]Pencil:

· Switch back to the Line art Layer, and pull up the Pencil.
· go into the Tool properties and bring up the Pencil properties window.
 [image: ] 

· Set up the constant value of the Pencil tool. 
[image: ] [image: ]
· This time go into the texture tab and select different textures and try them out in the “Brush_ Pencil_ rough 1” drawing node as well.
 [image: ]  [image: ]

The pencil still retains its flexibility with the centre vector line while now having texture to the line as well. 

· Try out filling the pencil lines with the same colour as the line, notice how it gives an almost fuzzy feel to the shape. 
 [image: ]  [image: ]

· Using both the brush and pencil, try some different variations of the line textures and the different colours you’ve created. Incorporate the alpha channel and the gradient.

[image: ]


[bookmark: _p8qsua9lox7w]Cleanup:

When designing characters we want to have the cleanest lines possible in the style of the artist with the least amount of bézier points. Generally characters are built in the studios using pencil lines, so one of the best ways to keep it clean is with the shape tools. And use the Pencil, and Contour tools to build off of and adjust those shapes. 

[image: ][image: ] [image: ]

· Try it out

When building with pencil lines make sure to overlap connections for easy clean up.
[image: ] [image: ]

· Try it out.






· Once ready to clean up the lines select everything and flatten. Shortcut key “Shift+Alt+F” or use the tool on the camera tool bar.
[image: ]
[image: ] [image: ] [image: ]
Notice the connection before and after the flatten this is how you know the image is flattened.

· Now using the select or contour tool grab the extra lines and remove them. 
[image: ] [image: ] [image: ]
You might notice the little pie cuts in the corners of the connected lines, once the lines are cleaned up we will fix them all at once. 

[image: ]

· Select the whole drawing and go to the Tool properties window.
[image: ] [image: ]

· Scroll down and find the Start and End line section. In the dropdowns select round to fix the pie cuts. 
[image: ]
[image: ]



Another way to connect the lines using the contour editor is the Snap to Contour option.
[image: ]

· Select the option and drag a bézier point over to one of the other lines, you’ll notice it jumps over to snap to the line. When the point is released it will connect to the line. 
  [image: ] [image: ]

Be careful where you let go of the line. As it will lock to that position and flatten to the other line.
[image: ]





[bookmark: _lxkdp34z6kg9]Gradients cleanup:

· Make some lines and fill them in with a gradient colour you have created.
[image: ]

· Adjust the gradients position and orientation by selecting the Edit Gradient/ Texture tool from the camera toolbar or the drawing toolbar 
[image: ] [image: ]

· Select the gradient fill. And move the blue handles around to adjust the gradient. 
[image: ]  [image: ]





· [bookmark: vsp7kd8c99pw][bookmark: _sgz5pikjj6o8]Use of Drawing Layers:

Again since Harmony was designed to paint hand drawn animation cells, the drawn lines and colour fills would be separated on to different layers. It gives some extra layers to work with in each drawing node to facilitate that process. 

In each Drawing node, there are four layers that we can work with and switch between. You may remember these from the Create a new drawing window. By default the tool bar for the layers is in the top right hand corner of the camera tab. 

· [image: ] At the very top is the Preview All Art Layers eye icon. 
· When turned on this allows you to view all the artwork in every layer when any drawing tool is selected. 

· [image: ] Under the eye icon is Overlay layer.
· This is our drawing first layer and sits above all the other layers. Used as an additional flexible layer

· [image: ] Under that is the Line Art layer.
· This layer is the main one used for drawing and is considered the default layer. In hand drawn animation the line drawings would be on this layer. 

· [image: ]  below that is the Colour Art layer.
· This layers is considered the 2nd main drawing layer and is used for the colour fills in hand drawn animation. 

· [image: ]  at the bottom is the Underlay layer.
· This is our last layer and sit underneath all of the others ones.Used as an additional flexible layer, and sometimes used as a holding cell for drawings.

Selecting the yellow Properties Box of a drawing node will bring up the properties window for that node. 
[image: ]

· Selecting the Drawing Tab along the top of the properties window.  
[image: ]

·  From this window you can enable or disable the artwork from being displayed in the final render. 
· You can also set the type of artwork each layer will use, either Vector or Bitmap. This will change the tools used for that layer.   



· [bookmark: et9tui209xpa][bookmark: _hj5u3mgtyyr] Character design:

[image: ] [image: ][image: ]
[image: ]

For your character designs it’s good to start out by doing rough sketches on pencil and paper. It can take time, so find your characters through process and experimentation. Don’t worry about doing clean work to start as you’ll be doing a final clean up pass of your characters in Harmony. 
[image: ] [image: ]
[image: ][image: ] [image: ]

When Sketching out your characters and coming up with designs it’s good to do some exercises to get some ideas, and to develop your design skills.
[bookmark: _ps97hvaf20d5]Caricature: 

Take an existing person, form, or idea, and pushing it further with exaggerated features. Through this we can get some nice varrients on whats makes that characters personality. 
[image: ]
And also highlight the aspects of an existing character that become the most iconic parts in recognizing them. 
[image: ]
· Look up some caricatures online and see who you can recognize, and which features the artist has pushed and why. Try applying it to your own characters. 


[bookmark: _ndacttq6u6x9]Proportions:

This refers to the relative size and scale between objects, parts, or a whole, of the various elements in a design. In character design it’s usually measured by the sizing of a character in relation to their heads. 

[image: ] [image: ]

Different size and types of characters will have different proportions.
[image: ][image: ]
Note where the lines on these charts intersect with the milestones in the characters design. These help determine the proportions of a character.

· Try out some different proportions pushing the lengths and sizes of a character.  


[bookmark: _7pi54p604v2y]Gesture line heads:

Another way to push form and develop unique flowing structure for heads and character design is to work from random shapes, and gesture lines. 
[image: ]  [image: ]

Notice how the artists will work with the shape but also build outside of the loose lines. 
[image: ][image: ]

· Sketch loose shapes and see what you can come up with using those shapes for characters heads. Try also to come up with multiple different designs for the same shapes. 
[image: ]

[bookmark: _hrli3e5olgrp]Building characters with shapes:

Similar to the gesture head shapes, work on building characters from basic shapes to block out the form. Then build details off of your shapes. 
[image: ][image: ][image: ]
· The more faithful you stay to the shapes in the final design the more graphic styled the character becomes. Using them as reference and drawing in more depth, and volume fills out the character a bit more. Try doing both. 

[image: ] [image: ]
[bookmark: _wq5ikzkw7xl7]Using construction and form:

Another important aspect of designing a character is the structure and form of the design. This grounds the characters features in the shapes chosen, and represents the shapes or objects with height, width, depth, and volume.   

[image: ] [image: ] 

Notice the centre line on the characters first pass, and how the details and features line up with it in the second.
[image: ] [image: ]
Look at how cylindrical and round the characters look with their construction.  
[image: ] 
You can really see the depth and volume in their designs.
[image: ]
There are many different ways to represent construction of a character, all of them are based around the proportions of the character, and should show the volumes and directions the parts of the character are facing.
[image: ]

· Take these concepts and work on constructing a rough design with volume, and form. 

[bookmark: _rp3dibnloqs1]
One of the first things to consider when drawing a pose is the line of action. It should read very clear to get the point of the action across.
[image: ]
Line of action can be built into your initial design work of a character. You can also work in contrasting and complementing lines of action into a pose.  The rhythm of lines can be used in the gesture strokes of a characters design and pose to build fluidity and clear ideas.  
[image: ] [image: ]
In animation contrasting lines of action from poses to pose makes clear and dynamic actions.  A good clean line of action can sell an emotion or feeling.
[image: ] [image: ]

[bookmark: _kevrdnhsva54]Silhouette:

The Silhouette of a character is what sells the clean and concise idea of what they are doing and who they are. Negative space around the character silhouette can tell a lot about a character and even highlight some of their most icon features. Look at these silhouette and see if you can guess which characters they are. 
[image: ]


 
[bookmark: _GoBack]
[bookmark: _hrfxbfaxix0q]Sketch pad exercise:

To practise drawing poses, silhouettes and getting a good line of action, get a friend or classmate to pose still for 30 second intervals and do quick sketches to get as much information drawn as possible. Start with the line of action. If you want to try to add more detail switch up to 1 minute poses.
[image: ]
Keep it loose with broad strokes to start with. 
[image: ]   
[image: ]

· [bookmark: 2r3ri9sctb0h][bookmark: _5qo88avshzuh]Character design assignment:

For this assignment you will create a fully coloured, cleaned, and finalized character design in Harmony. Think about the character as a design from your own tv show. When drawing poses for TV model sheets, you want to give as much information about the characters look as possible, so draw your character in ¾ neutral poses.

¾ refers to the angle of the characters rotation to the camera.  Having just a front on design is too flat, and so is a profile. Split the difference and turn the character into a ¾ away from camera to create appealing poses.
[image: ]
Having a neutral pose is one where the character is relaxed in their pose and with what they might look like in a any default situation. 
[image: ]
 The materials to hand in will require two neutral side by side poses. 
· one ¾ neutral front pose 
· one ¾ neutral back pose

You will need to hand in one .png image with both poses in the same image. 

 **NOTE** make sure to bring in a Colour Card from the node library and plug it into the composite bar behind your character design for the render to show properly. ***
Here is some reference from different artist creating drawings going from rough to clean. You won’t need to add shadows to your designs, so find what approach works best for you
21
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head. The eyes are flexible wihin fixed sockets.
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