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The 
EVERYTHING®
Cartooning Book 

Dear Reader:

Cartooning gives me incredible satisfaction. I’ve been publishing a daily comic strip on the Web since 2000. You can read today’s comic at [image: 130]www.greystoneinn.net. It appears in newspapers, too—the largest of which is the Philadelphia Daily News. I have three comic strip collections published in book form. Even my “day job” was the result of advice from an editorial cartoonist who suggested I’d have better luck submitting cartoons to a newspaper as an employee. That led to a career in journalism, which has lasted more than a decade.

I’ve had this obsession with cartooning since I was about eight years old. I’ve been drawing as far back as I can remember. I doodled more than I took notes in college. I own more graphic novels and comic strip collections than any other type of book.

That’s why I wanted to write this book. It’s the only subject I really feel qualified to teach. If you’re a beginner, I can help you get started. If you’ve been cartooning for a while, I can help you take the next step to professional work. And if you’re an experienced cartoonist, I have some tips and tricks that will help you become even better at what you do.
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Top Ten Newspaper Cartoonists 

1. Charles Schulz, Peanuts. In a bittersweet story befitting his comic, Schulz announces a retirement forced upon him by the ravages of colon cancer, then dies quietly in his sleep the night before his final Sunday comic strip appears in newspapers.

2. Gary Larson, The Far Side. A decade after he ended his daily feature, new single panel comics are still accused of being “Far Side ripoffs.”

3. Thomas Nast, political cartoonist. Corrupt politician William Marcy “Boss” Tweed—a constant target of Nast’s political cartoons—offered the artist more than $100,000 to “study art abroad.” The offer rose to half a million and then turned into a death threat. Later, Spanish authorities used a Nast cartoon to identify and apprehend the fleeing Tweed.

4. Will Eisner, The Spirit. Although Eisner is widely known as a pioneer in the comic-book industry, he got his start when The Spirit started appearing in newspaper comic-book supplements.

5. Walt Kelly, Pogo. Devastating political satirist and a master of language rivaling Dr. Seuss, Kelly paved the way for future satirists like Aaron McGruder and Garry Trudeau (see #6).

6. Garry Trudeau, Doonesbury. Besides being one of the foremost examples of political satire, his comic strip is one of the few that achieved longevity without becoming stale.

7. Bill Watterson, Calvin and Hobbes. One of the rare cartoonists who boasted consistently funny writing with breathtaking illustration, Watterson made us remember our childhood the way no one had done before.

8. Berkeley Breathed, Bloom County. Mixing thoughtful political and social satire with heavy doses of plain old lunacy, Breathed defined the 1980s for many comics fans.

9. Bud Fisher, Mutt and Jeff. The first successful daily newspaper comic strip, appearing in the San Francisco Examiner for the first time in 1907.

10. Scott Adams, Dilbert, and Jim Davis, Garfield (tie). Both cartoonists have proven to be both excellent humorists as well as savvy businessmen, parlaying their creations into formidable wealth.





Introduction 

[image: 50] TO BE A CARTOONIST is to master one of the last true forms of magic here on earth. The ability of a cartoon to tug at a heartstring or tickle a rib is truly amazing. From wartime propaganda to modern-day Japanese manga, cartoon art has proven to have extraordinary communication properties. It can convey an idea that would otherwise take paragraphs to explain. It can make us feel. That’s magic.

Cartoon art separates itself from other art forms in two main ways. First, cartoon art exploits the human eye’s ability to discern familiar objects from abstract shapes. Second, time is depicted by the sequential progression of images.

Cartoons take advantage of the eye’s eagerness to find logic in shapes. Objects can be simplified into their most general shapes. A face can be represented with a circle, two dots, and a line for the mouth. Not all cartoons feature this kind of oversimplification, but all take advantage of the intrinsic need for humans to organize shapes into familiar mental images.

This can be a powerful tool, when used wisely. For example, a rectangle with a triangle on top (and a little embellishing) reads as a house. Any house, in any city. It can read as your house. Since there aren’t any identifying characteristics to classify it otherwise, your eyes will fill in the necessary details—or the details it is cued to fill in.

Show the cartoon to a farmer in Bad Axe, Michigan, and he’ll correctly identify it as a house—as he envisions an aluminum-sided ranch-style house. Show the same drawing to a Philadelphia urbanite and she will make the same identification—as she pictures a brick-built row house. One image, many interpretations. Pretty powerful stuff for communicating complex ideas to large groups of people.



If you think about it, this also makes cartoon art one of the first truly interactive art forms! Every person who views a cartoon translates the images based on his or her background. It’s this interactive play between reader and image that gives cartoon art such punch. The reader identifies strongly with the image because—knowingly or not—she has invested something of herself into the image.

The other defining concept in cartooning plays off the willingness of the mind to read sequential images as a continuous narrative. In other words, as images are gathered into a unit, the brain puts them into an order—much like it did when presented with the primitive “house.” Faced with sequential images, the brain assumes a “first this happened, then that happened” correlation between the images. Instead of being seen as a grouping of separate ideas, sequential images are seen to have a chronological relationship with one another. Without that relationship, there are only static, unrelated images. The presence of that relationship makes storytelling possible. Time passes; plots unfold; and characters act, react, and change. Furthermore, time can be shown to pass in small increments or in large leaps. Time can go forward or backward. Several actions can be depicted as happening at the same time. Or time can be made to stand still.

So, whereas the interactive play between viewer and image gives a cartoon power, it is this depiction of time through sequential images that gives a cartoon its magic. And as this happens, those images become more than concepts; they become real. Interactive imagery makes us recognize a cartoon. Sequential storytelling makes us care. Pure magic.
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Chapter 1 
Getting ’Tooned Up

Cartooning doesn’t require a heavy initial investment. If you want to use a ballpoint pen on notebook paper, feel free to do so. However, if you’d like to draw cartoons professionally, consider buying some high-quality supplies and learning to use professional drawing tools. Investing in better equipment will have a noticeable impact on your work. If you don’t take this step, it’s possible to fall into bad habits that will hinder your success as you get more serious about your work. It’s okay to start small, but it’s less forgivable to start small-minded.



The Drawing Table 

A drawing table is an excellent investment. After all, you’re going to be spending quite a bit of time drawing. With a good drawing table, you should be able to adjust the height and the angle of the drawing surface to suit your drawing posture comfortably. If you draw hunched over the dining-room table, you’re going to risk back pain, eyestrain, and the occasional pizza stain on finished art. A less expensive option is a tabletop that sits on top of a regular table.

Drawing Table Accessories 

You’ll need to buy a T-square or install a horizontal rule onto your drawing desk. Either option is useful for drawing straight lines. A plastic triangle—guided against your T-square or horizontal rule—will enable you to draw straight vertical lines.

Also consider splurging on a comfortable chair to work in. You should be able to adjust the height and back support. If you plan on moving from the drawing table to a computer workstation, consider a chair with wheels.

A swing-arm lamp is perfect for directing light directly onto your drawing surface. Even if your work area has good overhead and/or natural light, you should have one of these lamps. If you’re right-handed, install it on the left-hand corner of the table so it shines on your paper and throws the shadow cast by your hand away from the area you’re concentrating on. Lefties, install your lamps on the right-hand side.

Handy Equipment 

Once you have the basic furnishings of a cartoonist’s studio, you may want to consider a few other items. Some of these can be expensive purchases. Beginners may find substitutions at garage sales or online auctions.

Light Box 

Some cartoonists use a light box to trace images so they maintain a consistent look from panel to panel and from day to day. The light box is also useful for tracing reference photos to create a background. As long as you’re not tracing over someone else’s illustrations and passing them off as your own, tracing is considered fair use.

A light box is an excellent tool, but it’s not cheap. If you’re good at basic woodworking, you may want to build your own. Fashion a wooden box with an inset piece of ¼" Plexiglas on top. Install a fluorescent light inside—an incandescent light will heat up the glass and make drawing uncomfortable. 

[image: 9781593371456_0016_002]

[image: 100] A homemade light box 
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Can’t I get the same results using my window?
Even if you live in an area where it’s always sunny, it would be hard on your back. If you can’t build a box, start with a milk crate. Or ask a doctor for an old X-ray reader. Or convert your outdated scanner using instructions found here: [image: 130]http://mediapickle.com/new/viewpage.php?pageID=lightbox.

Flat Storage 

As a practicing cartoonist, you will accumulate several hundred pieces of finished art each year. Find a safe, dry place to store them—a place where they are safe from water, pests, mildew, pets, and so on.

Protect your art by storing it inside plastic containers with lids that shut tight. Buy the containers at a large enough size that you can store your finished work without folding or bending it. When you’re shopping for these containers, consider buying ones that are stackable. You’ll be surprised how quickly they fill up.

Taboret or Cabinet 

Think about how you want to store your supplies. Something with a flat surface on top and three or four drawers would work best. You could buy a taboret at your local art supply store, but any number of common furniture items could also work: an old nightstand, a small chest of drawers, a filing cabinet, etc. The “home organization” section of your favorite department store will probably have something to fit the bill. It should be small enough to fit next to your drawing table and tall enough to allow you to reach your tools from a seated position.

Drawing Tools 

Of course, you’re free to use any method of creating an image, but as a professional artist, you should limit yourself to those tools that produce crisp, easily reproduced lines quickly and predictably. The standard method is to sketch in pencil and finish the art in ink using a pen, brush, or marker.

Sketching Pencils 

Pencils are for sketching only—not for final art. Pencil work is too likely to be smudged or damaged as it is processed for publication. Avoid working final art in pencil unless there are special circumstances that dictate otherwise.

Since the lines you make in pencil are not intended to be seen in the final art, use “nonphoto blue” pencils. The color of the lead—light blue—does not photocopy well, nor is it particularly readable by a scanner. That means pencil marks will disappear as the work is processed for publication. Lines drawn with these pencils will not have to be erased unless they are very dark. You can ink over them, safe in the knowledge that the stray pencil marks that remain will disappear in the production process.

If you prefer mechanical pencils, take heart. You can buy blue leads at any office supply or art supply store. They work just as well as the nonphoto blue pencils.

[image: 20]

When you go to the art supply store, take your notebook as well as your checkbook. Write down the price of the item you need as well as its product number. When you get home, plug the product number into an Internet search engine (you may need to add the manufacturer’s name). You’ll find countless merchants vying for your business. Keep the art store’s price to compare.

Black and White Ink 

Always use an opaque waterproof black, like India ink. Once it sets, it stands up to time and wears wonderfully. Don’t experiment with cheaper products that claim to be “just as good.” It’s a terrible feeling to look back on old work you’re proud of and see the line work faded because you used cheap supplies.

Accidents happen—even to experienced inkers—so don’t panic. Use opaque white ink for corrections. Daler-Rowney Pro White is a popular brand among cartoonists.

Brushes 

Red sable brushes such as the Winsor & Newton Series 7 are considered to be the best by many cartoonists. They stand up to wear wonderfully and they work well with India ink. Some brushes flop and wobble when loaded up with ink. Red sable brushes flex and spring back into shape. Buy a few different sizes and shapes and experiment to find the ones you’re comfortable with. In general, you’ll want a couple of pointed brushes for line work and a rounded brush for filling in blacks.

To prepare a brush, dip it into the ink and then pull it across a sheet of scrap paper, twirling it in your fingers as you draw the brush back. This forms the brush into a point and distributes the ink evenly inside the bristles. You can produce very thin or very thick lines depending on how hard you push the brush into the paper.

Pens and Nibs 

There are several types of pens to choose from. The trick is to find the one you like the best and practice with the ones that produce the lines you want. You’ll want to try a crow quill pen for fine lines. For lettering, select a couple of pens with rounded ends: A Hunt Globe 513 and a Speedball D5 or B6 are excellent choices.

Although you can get by with one pen holder and several nibs (a nib is the pen’s tip), it’s recommended you buy a few holders. That way, you can switch from one nib to another as you complete your work, without making a mess.

[image: 30]

Wash pen nibs and brushes with mild soap and warm water after every use. Avoid using hot water—it damages brushes by loosening the glue that holds the bristles. Dry everything on an old towel or paper towel. With even the best upkeep, your drawing instruments will need to be replaced when they become worn. Using brushes and pens past their prime will result in poor-quality images.

Select a nib, place it in the holder, and dip the pen into your bottle of ink. Start the ink flow on a scrap of paper. Once the ink is flowing freely, you may begin to draw. Your lines will be thicker or thinner depending on the pressure you put on the pen—but at a lower range than that gained by using a brush.

The trick to using pen-and-ink sets is to anticipate when the ink will run out of the nib and redip it before you run out. As your nib runs out of ink, you will probably push down harder in an attempt to make the ink flow more rapidly. Pushing down too hard causes the prongs of the nib to spread out farther and leave feathery marks where lines were intended.

For ultracrisp lines of a consistent width, learn to use Rapidograph pens. A set usually contains an ink cartridge, one holder, and several pen nibs in assorted sizes. The pen must be held at a 90° angle to the paper, and you must resist the urge to bear down on the paper to produce heavier lines. Rapidographs are somewhat hard to learn, but they produce beautiful lines for those who’ve mastered them.

Cartooning Markers 

Markers are probably the easiest and most recognizable method of creating line art. Resist the urge to use those comfortably familiar El Markos and Sharpies. They’re great markers, but they’re just not advisable for this kind of work.

Rather, you should try pens from the Pigma Micron line. Again, several sizes can be bought at your art supply store. They stand up to constant use better and the ink is archival. Pigma Micron also boasts a set of markers with brushlike nibs. Feel free to experiment with these, but not at the expense of learning to master a good brush-and-ink technique.

The problem with using markers is that people tend not to change their markers frequently enough. Many will use a marker until it runs dry or until they’ve mashed the nib into a useless nub. Of course, once they look back over the work they’ve produced with this one pen, they can see a long, steady degradation of line quality that wasn’t as evident when they were concentrating on keeping their deadlines. When you select your markers, buy two or three. It’s easier to retire an older marker if you have another ready to take its place.

Paper Options 

Bristol board is the paper most commonly used by cartoonists. It handles India ink well and stands up to wear and tear. It’s also acid-free, so it will not yellow over time. It comes in several sizes and can be bought by the sheet or by the pad. Opt for the stiffer, heavier bristol—300- to 400-pound, two-ply. Bristol comes in vellum and plate finish. Plate is ultrasmooth and by far the more favorable for ink work. The vellum finish is more textured, which can be detrimental to good line work.

Some cartoonists use tracing paper for their illustrations. This makes tracing over previously drawn characters much easier. The obvious drawback is that working on such fragile paper isn’t easy.

Other Useful Items 

You now have the basic tools needed to start producing professional-quality cartoons. As you start drawing you will notice that you need to make a few other purchases. These aren’t crucial items, but they’re worth a trip to the art supply store:

• Ruler: For measuring panel dimensions (in points as well as inches) 

• Ink compass: Useful for drawing circles 

• Circle/oval templates: For drawing circles and ovals 

• Kneaded eraser: For cleaning up final art 

• Masking tape: To hold the illustration board to the drawing table 

• Wooden body model: For envisioning posture/stances 

• Mirror: For self-modeling expressions 

• Tracing paper: Useful both on the light box for reworking images and under your drawing hand for preventing smudges 

• Graphic tablet: Used for drawing images directly into your computer 

[image: 30]

Tape or glue pennies to the underside of your triangle to raise it off the surface so it won’t smear your ink. You can buy a special triangle with a raised edge, but this homemade technique results in a much better gap between triangle and paper.

These are all items of secondary importance. But they will each come in handy as your skills (and therefore, expectations of yourself) improve.



[image: 200]

Chapter 2 
The Computer 
Workstation

A cartoonist in today’s market is expected to scan and process his own work and submit it for publication in digital form. It’s important that your computer is user-friendly and reliable. You need enough storage space for all your files (and you’re going to accumulate plenty) and enough memory to run all of your software and peripherals. A computer that crashes often, causing you to have to reload software and lose works in progress, is unacceptable.



Choosing a Computer 

This is another juncture at which opting for the less expensive choice may end up costing you more money down the road. Don’t be misled by the fact that PC-based computers have dominance in the home-user market. In the commercial art and publication worlds, Apple computers lay claim to being the dominant platform.

[image: 30]

Keep expandability and connectivity in mind when purchasing a new computer. You should be able to easily update the computer’s memory to keep the computer up to date as long as possible. You also need to be able to connect several peripherals such as a scanner, a printer, secondary drives, and so forth.

Purchasing a computer is one of the largest expenditures a working cartoonist will make, so it’s important to think it through. After the drawing is complete, you will be spending plenty of time at your computer workstation—scanning and processing your work, communicating with clients through e-mail, keeping track of records and billing, and researching reference images. Make room in your studio for the hard drive, a monitor, a scanner, and a printer. This will become your personal production facility.

Scanning In Your Work 

The key peripheral for a cartoonist is the scanner. True, some cartoonists use graphic tablets to draw digital images that reside primarily on their hard drives, but assuming you’re producing art by hand, you’re going to need a little help getting digital.

Here’s the good news: Technology has progressed to the point that you can buy a very good scanner at a very reasonable price. Here’s the bad news: Most cartoonists draw their original images about twice as big as they will appear in publication. Therefore, a newspaper comic strip artist who sees his work reduced to a 6" × 2" space creates original art that is 12" × 4".

Be sure you keep your original art in mind when purchasing a scanner. If you’re planning on working larger than 8½" × 11", you’ll want a scanner with a larger scanning bed. Scanners with 8½" × 14" scanning beds are available, but they are slightly more expensive and a little harder to find.

You need not worry about scanner resolution—measured in pixels per inch (ppi)—if you’re buying a new scanner. If you’re purchasing a used unit or using an existing scanner, you should make sure the scanner is capable of scanning at 600 ppi and higher.

Printing It Out 

If you prefer to see your completed work on paper rather than on the screen, you should invest in a good printer. The best option is a laser printer. This will give you a very good indication of how your image will look in print. Of course, it’s only good for black-and-white art.

When you print images with color or gray tones, you’ll notice that a laser printer prints these values with a dot pattern. Actually, virtually all printing is done with dots, measured in dots per square inch (dpi). The higher the dpi, the harder it is to discern the dots. Look closely at a newspaper (about 200 dpi) to see dots in action.

Ink-jet printers have become extremely good—and have the added capability of printing in color. If buying a laser printer is not an option, consider a good ink-jet printer to be a very close approximation of what you will see in publication. Be careful, though—printing a PostScript file (such as an EPS file) on an ink-jet printer can be tricky.

[image: 30]

An added benefit of a good ink-jet printer is that it allows you to produce high-quality color prints. Selling glossy prints of your cartoons is a great way to make your work pay double. Your color printer can also use specialty paper to print out magnets, temporary tattoos, decals, key chains, and other items. These will come in handy in promoting your work.

Digital Storage 

In the same way that you have to take special care in storing your physical artwork once it is completed, you must also take pains to archive your digital images once they have been printed. You will be amassing several hundreds of megabytes of data in a very short time, so taking them off the hard drive and storing them on reliable media is very important. The best method of archiving old data is on CDs. Most new computers come equipped with a CD burner. If your unit is older, you can buy one separately.

Blank CDs are very inexpensive (about a dollar each, if you buy in large quantities), and each CD holds upward of 700 megabytes. That’s a lot of storage for a dollar. That’s also a lot of data lost if something goes wrong. Follow these important safety tips and your CD will outlive you.

• Never write on a CD with a pencil or a ballpoint pen—or a marker with a solvent-based ink. Instead, use a CD labeling pen (found at most office supply stores) with water-soluble ink to write on the CD surface—and then only on the area of the CD where the manufacturer indicates it is safe to write.

• Avoid sticking labels or other adhesives on the surface of a CD.

• Handle a CD with your fingertips and only around the outer edge.

• Never place a CD on any surface. It should go from the case to the CD-ROM and back to the case.

• Store CDs in a cool, dark place. Direct sunlight and high temperatures can damage and warp a CD.

• Use a clean, soft lint-free cloth and only approved CD-cleaning solvent to clean a dirty CD. Wipe in a straight line from the inner hole to the outer edge.

Even the most careful handling will never be able to prevent disasters such as fires or storms, so burn two CDs at a time. One CD is for normal use and the other is a master CD to replace the first in an emergency. If possible, store the master CD in a different location—even a different house. In the event of a fire, it may not make a difference that one set of CDs were on the first floor and the other set was in the basement—they would both be ruined.
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Some cartoonists burn samples onto CDs and send them to prospective editors, but this isn’t a good idea. Print editors want to know what your work looks like in print. The low-resolution image they would see on the screen is a poor substitute. And if you forget to make the CDs readable on both Mac and PC, an editor may not be able to view your work at all.

Pixel-Editing Software 

You need software to help you prepare your scanned-in work for submission. First and foremost, consider your options for image-editing software. Once an image is scanned, it is comprised of pixels. Think of pixels as little dots that are the smallest divisible element of your illustration. Pixel-editing software should be able to do the following:

• Work in high resolutions (such as 600 ppi) without slowing down the hard drive 

• Create bitmaps 

• Convert color to grayscale, RGB, CMYK, and indexed color modes 

• Save in TIFF, JPEG, PNG, and GIF formats 

• Adjust the sharpness and contrast of an image 

• Work in layers 

• Add and edit type 

• Apply bicubic resampling to allow you to enlarge an image while maintaining smooth edges 

There are several software packages that do some of these very well, but you need to be able to do all in order to get the most out of both your print-and Internet-based opportunities. The free software that shipped with your scanner may not be up to the challenge.

Adobe Photoshop and Photoshop Elements 

Adobe Photoshop is the standard in the professional printing industry and comes with an industry-standard price tag. However, it’s one of the few software packages powerful enough to be worth the expense. It does all of the required actions well and does them quickly. You will never be faced with an image-correction problem that cannot be solved in Photoshop.

If the cost of buying Adobe Photoshop is daunting, consider the scaled-down Photoshop Elements. It doesn’t have all the features of Photoshop, but it covers all of the necessities mentioned earlier. It’s a fine tool for the working cartoonist, at a fraction of the cost of Photoshop.
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All of the tips for processing art for publication will be described in terms of Photoshop commands. Both Photoshop and Photoshop Elements are available on Windows and Mac platforms.

CorelDraw Essentials 

PhotoPaint, which also meets all of the criteria, ships as part of CorelDraw. It offers a wide array of image-correction functions and is fairly intuitive. Many of the Photoshop commands discussed in this book have a parallel function available in PhotoPaint. If you already have PhotoPaint, or are unwilling to buy Photoshop, it’s the next best thing. CorelDraw Essentials is quite affordable and available for both Windows and Mac.

Vector-Based Software 

Some cartoonists are skipping the drawing board completely and designing their work in vector-based software. Vector software is based on math rather than pixels. You can draw lines, create shapes, apply colors to the lines and the areas inside those lines, and complete a host of other visual effects presented to you as part of a toolbox. An advantage of vector-based software is that it is infinitely scalable—you can enlarge or reduce the art indefinitely without harming the image. There are two dominant software packages to consider: Adobe Illustrator and Macromedia FreeHand.

Macromedia FreeHand and Adobe Illustrator 

These two are identical in terms of ability and ease of use. Files from either can be imported into Photoshop. FreeHand is also very compatible with Macromedia Flash, which is used in animation. Illustrator, on the other hand, has a virtually seamless interface with other Adobe products, such as Photoshop and Acrobat.
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Some artists who use a pressure-sensitive graphics tablet to draw on their computer choose to draw in a vector-based software rather than a pixel-based one. In addition to producing sharp lines, vector software renders images that are easily resized and can be pasted into different backgrounds, allowing the artist to reuse the same drawing in several panels.

CorelDraw 

CorelDraw is another vector-based image software package to consider. Files created in this software have enormous cross-compatibility with software such as FreeHand, Illustrator, and Photoshop, and excellent compatibility with Corel Painter. It’s not one of the “name” software packages, but that doesn’t mean that it’s not worth your time to explore.

Design Software 

Some cartoonists use design software—such as QuarkXPress or Adobe InDesign—to lay out comic book pages or to compose comic strips. Both feature remarkable font manipulation and are great choices for adding text to cartoons digitally.

If your cartooning plans include self-publishing—either comic books or collections of comic strips/panels—then you’re going to be investing in one of these software packages. Quark is the industry standard in printing, but Adobe’s InDesign is a fast-rising challenger with some impressive font-handling features.

Access to the Internet 

The cartoonist’s computer workstation should have a connection to the Internet. This is an indispensable resource for finding photo references when drawing unfamiliar objects. It’s also helpful in facilitating the brainstorming process. Finally, many artists find that the Internet is a wonderful place to try out new material and get feedback.

[image: 30]

Some search engines, such as Google, have a special search function for images. For example, if you’re looking for a photo of a tractor to use as reference for a drawing, do a search for “tractor.” When the results appear, click on the “Images” tab. You will be presented with thousands of photos you can choose from.

Furthermore, there is an incredible community of cartoonists who communicate online. They range from polished pros to green neophytes, but they all have something in common: They love cartooning. And, in almost every case, they’re more than happy to discuss their obsession with like-minded individuals. It’s a wonderful place to get technical advice, a tough critique of your work, or some much-needed emotional support.

Your computer is going to have a much bigger role in cartooning than you may have guessed. It’s important to take this into consideration when purchasing a new hard drive or a replacement. Good software and peripherals, although expensive, can often pay for themselves in terms of comfortably meeting deadlines with professional, hassle-free art.
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Chapter 3 
The ABCs 
of Lettering

While most novice cartoonists put hours of time into perfecting their drawing skills, they hardly put any time into practicing writing the words that accompany their illustrations. Lettering, as it’s called, is more important than you might think. It can work seamlessly to facilitate the cartoon-reading process, or it can be a deadly obstruction.
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