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INTRODUCTION

HOW TO USE THIS BOOK

PREFACE DRAWING HUMANS


Even though you can draw fantasy creatures however you wish, it helps to know how to draw basic human forms so that the human aspects of your creatures look believable. Discover the basic techniques for mastering the human parts of your fantasy races.
PART ONE
THINGS OF FAIRY TALE

Fairy tales and folklore influence our literature, movies and games. It's easy to be influenced by these rich traditions, but anything's possible if you can imagine it. Draw sprites flitting near a magical pond or a hip, urban fairy.
PART TWO
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THINGS OF LEGEND

Myths and legends are epic tales mingled with histories full of exciting creatures. Drawing on these legends is a great way to fill out your fantasy universe.
PART THREE
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THINGS THAT GO BUMP IN THE NIGHT

Fantasy isn't all fairies and dragons, and not all myths and legends have happy endings. Learn how to draw that something that's quietly lurking in the corner, in your closet or under your bed.
PART FOUR
FASHION CENTRAL

You can tell a story without having to use any words at all. Costuming is a fantastic tool that will enable you to make your visual stories all that more interesting, and your fantasy world all the more diverse!


Introduction
FANTASY IS ONE OF THE MOST EXCITING GENRES TO DRAW FOR. THERE ARE NO RULES AND ANYTHING IS POSSIBLE. YOU CAN STICK TO THE ESTABLISHED CONVENTIONS ALREADY OUT THERE, OR LET YOUR IMAGINATION RUN WILD.
FANTASY WORLDS AREN'T JUST POPULATED WITH SENSATIONAL MONSTERS. THEY'RE FULL OF EQUALLY FANTASTICAL RACES OF PEOPLE. HEROES, VILLAINS, AND THE EVERYDAY PERSON CAN BE ANYTHING AND EVERYTHING YOU CAN IMAGINE.
YOUR FANTASY WORLD CAN BE A REALM OF MEDIEVAL MAYHEM, WAYWARD PEASANTS FIGHTING EVIL SORCERERS TO SAVE THAT ELUSIVE PRINCESS. MAYBE YOU DON'T WANT TO STICK TO A PREESTABLISHED CONVENTION; YOUR FANTASY WORLD COULD BE A MIX OF MODERN TECHNOLOGY AND MAGICAL CREATURES. MAYBE YOUR WORLD IS FULL OF BITS AND PIECES OF SEVERAL DIFFERENT MYTHS, COMBINED WITH SOMETHING UNIQUELY YOUR OWN.
WITH ALL THE VARIETY IN CHARACTERS, COSTUMES, MONSTERS AND ENVIRONMENTS, FANTASY IS A GENRE THAT CAN KEEP YOU INTERESTED WITH ENOUGH NEW AND EXCITING THINGS TO IMAGINE AND CREATE FOR A LIFETIME!


How to Use This Book
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Fantasy creatures, by their very nature, have no firm blueprints. In made-up worlds, rules are made to be broken. However, the creatures all share some similar characteristics. Anatomy must be functional. By studying each piece of the anatomy and understanding how it works, you'll learn to build your own characters.
This book consists mainly of easy-to-follow step-by-step demonstrations. Each new step of each demonstration is denoted in red. Following along with the demonstrations will help you draw several different, truly fantastic creatures. Look out for Dolosus, your fierce dragon guide, and Harold, his incompetent minion, along the way, too. They shows up here and there to provide helpful tips and tricks to ease your passage.
›1‹
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Bigin with a line of motion

Then add lanky, stretched-out boxes to indicate the head, chest and hips.

Don't be discouraged if your first efforts don't look exactly as you planned. Everything comes with practice. The more you draw, the better you'll get. Through sheer repetition, your drawings will improve and your own personal style will emerge. If each drawing you make looks a little bit better than the previous one, you're getting somewhere.
›2‹
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Draw dimensional lines to connect the chest and hips.

Using simple line-and-circle construction, sketch in the arms.

So sharpen your pencils, find your softest eraser and prepare your trusty inking pen, and let's go!
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PREFACE Drawing Humans
WHILE FANTASY MONSTERS AND MAGIC TURNIPS ARE ALL WELL AND GOOD, MOST PEOPLE WILL WANT THEIR STORIES TO CENTER AROUND MORE HUMANLIKE CREATURES. WE FIND IT EASY TO RELATE TO HUMANS BECAUSE WE KNOW THEM BEST.
HUMANS ARE A FANTASTIC TOOL FOR VISUAL STORYTELLING BECAUSE WE CAN TELL AT A GLANCE WHAT A FACIAL EXPRESSION OR GESTURE IS TRYING TO CONVEY. THIS ALLOWS YOU, AS THE ARTIST, TO TELL A STORY WITH ONLY A FEW SUBTLE TOUCHES.
ONE PROBLEM THAT DRAWING CREATURES BASED ON HUMAN BEINGS PRESENTS IS THAT WE KNOW HUMANS SO WELL. WE SEE THEM EVERY DAY. IF SOMETHING IS JUST A LITTLE BIT OFF, YOU'LL BE ABLE TO SPOT IT AT A GLANCE. WITH ENOUGH PRACTICE DRAWING THE FORM, YOU WILL LEARN HOW TO FIX THESE PROBLEMS. AS YOU PRACTICE, STICK TO A VERY REGULAR AND MEASURED SET OF PROPORTIONS AND USE A LOOSE SKELETON UNDERNEATH YOUR DRAWINGS TO GET IT RIGHT.
THE SAME TECHNIQUE WILL WORK FOR FANTASY CREATURES BASED ON HUMANS. EVEN THOUGH, AS FANTASY CREATURES, YOU CAN DRAW THEM HOWEVER YOU WISH, IT HELPS TO KNOW HOW TO DRAW BASIC HUMAN FORMS SO THAT THE HUMAN ASPECTS OF YOUR CREATURES LOOK BELIEVABLE. THE FOLLOWING PAGES CONTAIN SOME BASIC TECHNIQUES FOR MASTERING THE HUMAN PARTS OF YOUR FANTASY RACES.
BASIC SHAPES
First things first. Before you can dive into drawing beautiful beasts, you need to arm yourself with some drawing basics. The easiest way to think about drawing anything is to think of everything as shapes. Anything you would ever want to draw — tables, chairs, flowers or unicorns — consists of simple shapes.
BASIC SHAPES LEAD TO FANTASTIC CHARACTERS
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Practice drawing these simple shapes before moving on to more complicated forms.
DRAWING ANY CREATURE BEGINS WITH BASIC SHAPES
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Every creature you'll learn about in the pages to follow will begin with simple shapes such as these.
TOOLS YOU NEED
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The wonderful thing about drawing is that you really don't need much — your own imagination is the most important thing. To get what's in your head down on paper, though, you will need:
some pencils
a pencil sharpener
a kneaded eraser
paper
That's all that's required to propel yourself into fantasy creature creation readiness!

SHADING AND 3-D EFFECTS
Fantasy characters appear more realistic when you draw them to look three-dimensional. It isn't as hard as it sounds. You just have to pay attention to darks and lights and how they affect your creature.
Consider first where the light is coming from. This is called the light source. Where the light source hits your dragon or other object is the lightest spot, called the highlight. The rest of your creature will likely be in some stage of shadow. As you develop your skills at shading the shadow areas, your creatures will begin to take on new life.
PRACTICE ON SIMPLE SHAPES
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Polygons (shapes with three or more sides) will often have one side facing the light source. This side will be considerably lighter then those angled in a different direction. Sides that are completely cut off from the light will be very dark, giving you a harsh edge.
With round objects there is no clear definition of where things get cut off from direct light. The answer to this problem is fairly simple: Because there's a gradual cutoff from the light, you will have gradual shadow with no harsh edges. Figure out where your light is hitting directly, and as things move farther away from that point of light, they should get darker.
SIMPLE PENCIL TECHNIQUES FOR SHADING
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1 Scribble — Swirl your pencil in overlapping circles.
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2 Stipple — Place dots close together or far apart.
[image: illustration]
3 Crosshatching — Lay hatch marks, one over the other.
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4 Hatching — Place short lines close together or far apart.
BE AWARE OF THE LIGHT SOURCE
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As cool as fantasy characters are, they remain solid, tangible objects that follow the same laws as everything else when it comes to light source. Lighting that comes from a single direction will yield highlights on the surfaces that it hits, and shadows on the areas blocked off from the rays.

PENCILING AND INKING
You may want to keep your pencil lines very soft and natural looking, and just paint right on top of them, so in the end you have no linework at all. Inking your drawing is an equally interesting approach. An inked drawing makes your character very crisp and clean, and will make coloring much easier later on, as you've already begun defining your character. Inking also makes line cleanup easy. Just draw all your construction lines in pencil, then do your finals in ink. When you're finished, go back in with an eraser and rub it over the entire drawing, leaving only the final ink lines behind.
A
PENCIL
BALLPOINT PEN
TECHNICAL PEN
BRUSHPEN
COLORING
THE COLOR WHEEL

PERSPECTIVE AND OVERLAP
HUMAN CHARACTERISTICS
HUMAN BODY (FEMALE FOCUS)
HUMAN BODY (MALE FOCUS)
FACIAL PROPORTIONS




FACIAL EXPRESSIONS
FACIAL FEATURES
HAIR
HANDS
FEET
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