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1. Start with a short story or a simple scene. For now, try limiting your story to two or three
characters. And make sure you keep your characters simple. Remember, you're going to
have to draw these characters MANY, MANY times. Take it easy on yourself.

2. Whatkind of storyis it? Is it a comedy, an action story, or a thriller? Deciding
what the tone is early will help you decide how to stage your scene!

Most comedies are played “flat” with the characters on the same plane.

[ But sO0me were more challenging. |

|

...and she readlly knew horses.

Natalte was really pretty...

Can you draw me
a palomino
gdlloping through
dappled sunlight?

B

Ch, my. This 15 terrible.
Haven't you ever seen a
real horse before?

Maybe running through
d Gala apple orchard In
the late spring.

Naturally.

B. Thrillers or dramas often put the characters in different planes so that we can
see the tension between them.

Natalie was really pretty,

And she really knew horses. |

Can you
draw me on
d gdlloping
Pdlomino...?

C. Blank panels... panels where no one is talking work for both drama
and comedy. They can indicate awkward moments in a comedic scene
or tension filled moments in a drama.

Once you get a certificate, you can
show 1t to any number of people and
they must give you love and respect.

Wanna hold hands?

But I got this sweet
reading-marathon certificate
of participation.

You can hold my
hand, But no one
can see.




3. Break down your story. St°"Y set-up
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If you're going for a
comedy, consider how
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The same could be said for stories about adventure or romance. The only reason we keep
reading is because we like the characters and want to see what happens next. Take time to
introduce your characters! Give the reader a reason to care!

4. Remember, comics are a mix of words and images that work together but do not replicate
the exact sameidea. Never narrate what a character is doing. Show, don't tell. Narration is
best used as inner dialogue or scene setting.
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' Pedro put on his cleqnes’r pair of T FrOm top to bo’r’rOm, Pedro was ‘

pants and got ready for d gredt day. é ready for a great day. ’
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NOT GREAT. Better.

5. Word balloons! This is your new superpower. Use word balloons to force the reader to read the
story at the pace you want them to. Overlapping word balloons between characters means a
faster paced conversation, but when a single character uses multiple word balloons, it signals
that they are speaking slowly... filling up the air with dialogue.



Just be still...
you're from here!

1 think you should 4o 1.

Word balloons that read quickly. 26 not he'll think
you're stuck up.

Word balloons that read alittle slower.

6. Zig Zag and Punch! Most western languages read left to right and then down and back to the left
again. This should be how the flow of your dialogue and story play out on a page.

(The Page
Turner!)

—

(A Spread)

When working on a spread {two pages) you should start on the furthest, upper-left corner and
end on the lowest right corner. That corner is called “The Page Turner”. This is where your

story has gathered all it's momentum and intrigue and will hopefully compel the reader to
turn to the next page to find out what happens next!



