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PREFACE

Give a kid their �rst set of crayons, and generally the thing
they will want to draw is a human �gure. But as we grow
up, we may want to move on from that typical stick man
image—adding more life and personality to our drawings,
but without losing the spontaneity that can make every
drawing a moment of pleasure. The secret is in learning to
look: I love watching people—the way they stand, the kind
of moves they make. And by looking, you start learning, too:
how to position the various elements of a face, get the arms
and legs moving in the right places, make the hands look
“right,” get the hair to look like hair. It’s all essential stu�,
and it’s not magic! Soon enough, you will discover how to
bend the rules of anatomy to create really dynamic
characters that are full of personality. With just the right
pose and facial expression, we can make our characters tell a
whole story in one simple drawing. So now get set to start
drawing your own stories—and say good-bye to the stick
man!

Soizic Mouton





From 
HEAD 

to 
TOE



What are we 
MADE OF?

Whether you are drawing male or female �gures, they are
pretty much made up of all the same kinds of things: there’s
a head, a body, two arms, two legs. So far, so simple. But
there are certain aspects of the human body that we often
forget about, and which help us understand how all the
other parts move and work together. And knowing about
these will help you to draw your �gures more precisely.
What’s more, the big di�erences between male and female
bodies will add a lot of personality to your drawings,
whether you choose to follow the typical traits, or to ignore
them completely!







PROPORTIONS 
and how to use them

Whenever you start out drawing a �gure, you have to think
about the human body’s proportions right from the get-go.
Some of these are pretty universal, linked to how our
skeleton is made up. Others depend on our individual body
shape, and so can vary enormously from one person to
another. It’s these that make us all unique, and which will
give you a sure way to put a lot of personality in each
character!

A head is more or less round, and is joined to the shoulders by the neck.
In reality, the neck muscles actually start right below the ears, while the
shoulders are always wider than the head. But when you’re drawing, you
can change all that.



Next, comes the torso. Remember, you need to leave enough space for:  
a. breathing  
b. eating 
c. going to the bathroom



The bend of the elbow is halfway down the arm. But if you include the
shoulder, the upper arm is then a little longer than the forearm.



With the arms down, the ends of the �ngers will come roughly to the
middle of the thigh. And by adding just a few more details, you get a guy
ready for a swim!





Five FINGERS, 
one billion hands

Aaagh! Hands are soooo scary! Yes, even for hardened
professional artists, hands can give us all a big headache. So
to help you draw them, here are some tips that someone
once gave me: I still think about these every time I start
drawing.





Your FEET don’t look like bread
rolls

Hands are certainly hard to draw, but feet can be just as
tricky! Compared with other parts of the body, the shape of
a foot is often hard to �gure out, which does not make
things any easier. Take a look at how a foot is made up …
and if you don’t get the result you were hoping for, draw on
some shoes: they solve the problem, and are great fun to
draw!



From the side, you can “build” a foot from a triangle that roughly shows
the bone structure inside the foot.

This triangle helps us to think about a foot in di�erent positions.



Seen from the back, you’ll notice that the anklebone on the outside of
your foot is higher up than the one on the inside. And what’s in between
them? The Achilles tendon!





Get some HEAD space!

As the head is connected directly to the skeleton, its
movement is subject to some pretty strict rules that are
worth keeping in mind when drawing a �gure. But the head
is also made up of a whole bunch of parts that vary
enormously from one person to another—and that provide a
lot of the fun when you’re drawing. You can combine all
these individual traits in an in�nite number of ways to
create �gures bursting with character.

Think about a head moving in two separate parts: the rounded part of
the skull, and the jaw bone underneath.



Seen from the front, the eyes are placed horizontally on the midway
point of the whole skull + jaw combo, and the ears are also positioned
on this line.



If the �gure is looking up, the ears sit just BELOW this “eye line.”



Looking down, the ears now appear ABOVE the eye line.



In pro�le, the ears are always on the eye line, and roughly halfway along
the width of the skull.





Taking care of the HAIR



Speak with the EYES—and the
MOUTH

The various elements of a face (the eyes, mouth, and the
nose) vary enormously from one person to another. You will
still need to think about the rules of anatomy, but the real
fun comes when you start to play around and draw whatever
comes into your head!

We saw earlier that the eyes are roughly in the middle of the face, and
line up with the top of the ears.



The eyeball does not grow during the course of our lives—it stays the
same size from birth. This is why babies appear to have such big eyes.
There is an eyelid above and below the eyeball to protect it—though only
the top one moves, allowing us to shut our eyes.



From the side, we can see the fold of the eyelid. The eyelashes are like
two small brushes that protect the eye from dust.

The mouth is made up of soft tissue, and varies in width and thickness
from one person to another. So you can draw it however you want!



From the side, the mouth looks a bit like a little heart on its side.

Remember not to forget the chin. The jawbone is pretty big, and you need
to leave it some space.







Where the NOSE goes

The nose is usually the most prominent part of the face. But
you don’t get to see all of it at once.



HAPPY … or not HAPPY?

When you draw a character, you’re right away telling a
story. But to make that story come alive, your character
needs personality. The human face is very mobile, and can
show an in�nite number of subtle expressions that can be
fascinating to watch. To get these into your drawing, you
need to be ready to exaggerate, big time. Animated cartoons,
comic books, manga, and even emojis all use a kind of
graphic shorthand of faces, gestures, and expressions, which
our brains know immediately how to interpret. Use them for
inspiration. And when it comes to expressing an emotion,
remember that the eyes are absolutely crucial. So are the
eyebrows, even though we often forget to use them: they can
really emphasize the look on a face. And �nally, don’t forget
that the whole body can also take part in expressing our
emotions.







HAPPY … or (still) not HAPPY?







Bring your 
CHARACTER 

to 
LIFE!



In the BATHROOM

We start with a totally round head.



Then, draw on the eye line to show the position of the head and where
the character is looking. You can now draw a very simple version of the
torso, almost like a pillow. The small fold on the stomach helps to show
the body position.

Now add the arms and legs, thinking about how they all articulate at the
joints: the shoulders, elbows, wrists, hips, knees, and ankles.



By adding some neat details, we get this little guy washing his hair. Even
in this really simpli�ed drawing, the little line by the armpit shows where
the arm muscles and the pectoral muscles connect—and it provides a real
sense of movement.





Getting DRESSED

You start with the head, more or less round.



Add the eye line, and then the torso and the neck to join it to the head.

As well as the eye line, the position of the ears and nose help to show
which way the character is looking. Add the arms and legs, thinking
about the joints and how they articulate. If you want to keep this simple
and make the drawing easy to understand, you can leave out the
(hidden) left arm completely.



Put in a few more details, you can get your character to put on whatever
you like!





Going PLACES

Start with the head, remembering to include both the skull and the
jawbone.



Then, draw in the eye line, with the eyes looking straight ahead (safer
for cycling …). What comes next is the upper body and the neck.
Remember that on a bike, your back is not vertical, but is leaning
forward. From this point, you can now draw a bike for the person to sit
on—and you may want to use a compass and ruler to make the bike
really neat.

Now you can draw in the limbs. As the rider is leaning forward, the arms
are rigid as they carry the weight of the upper body. The wrists point to
the ground. It doesn’t matter if you draw the foot or the pedal �rst—as
one automatically follows the other.



With a few extra details, we now have a young guy who is
environmentally friendly, likes to keep �t, and takes good care of his pet.





MESSING about!

We start with a round head.



Next, the eye line, and a really small body. There’s no neck: The head
here is so out of proportion that we don’t even see the neck.



Now we add the arms and legs. We tend to forget this, but the arms play
a big role when we get our bodies to jump. Here, the shoulders are up,
and the right shoulder is actually in front of the face.



Add in a few �nal details, and you’ll remember what fun it is to jump up
in the air!





Going to WORK

Start with the head—remembering the jawbone.



After putting in the eye line, draw the body in the style of a snowman: a
ball for the head, one for the upper body, a bigger one for the middle of
the torso, and add a kind of skirt area for the lower part.

Now add the limbs and the various objects she will hold. Remember: The
legs, even though tiny, must line up with the middle of the body. They
can’t just stick out under the skirt any old where!



With a few extra details, I now have a portrait of the check-out lady at
my local supermarket.





Too much WORK

Now let’s try a drawing that’s more spontaneous, without
the building blocks. The key thing is to keep in mind the
character’s own attitude or mood as you draw. Here, he is
really angry and shouting, and leaning forward to make his
voice even louder. The general direction of the body shape is
forward, and upward.

Start with a couple of oblique lines. The distance between them will be
the width of the head, and the whole body.



Put in the main elements of the face. This guy is screaming, so his mouth
is huge.



The limbs follow the same dynamic line as the body, except for one arm,
which is jutting out strongly to add some variation to the silhouette.



Put in a few extra details, and we have a waiter who looks like he
probably needs a night o� from work.





Get COOKING

Start with a completely round head.

Draw the eye line toward the top of the head, so she is ready to catch the
pancake. Then comes the upper body and the neck. The back is slightly



rounded, and the character is bent over a little for extra stability.

To draw in the limbs, start with the feet, placed equidistant from a center
line that drops down from between the shoulders.



A few details more, and here is someone ready for breakfast (just need
to perfect catching that pancake)!





Time for a WORKOUT

Start with the head—including the lower jaw.



Next, comes the torso and the neck. As with walking, running actually
involves being in a constant state of toppling forward. So the torso is
pitched forward to give the impression of movement.



Then draw in the limbs, which move a bit like the parts of a puppet: The
forward arm and the forward leg are on opposite sides. It looks even
more dynamic with a really straight front leg.



You can add in whatever details you like. If it looks good, run with it!





Going to SLEEP

Get started with a really round head.

Draw in the eye line, and a line for the center of the nose to show which
way the head is looking.



Next, we draw the body, and then the neck, which has almost
disappeared underneath the head, and �nally the limbs. Disconnecting
the movement of the arms and legs makes the body look supple and
relaxed, which is also why the head is o� to one side.

Finally, put on some pajamas, and time for a snooze!





LEISURE pleasure

Start by drawing the head, including the lower jaw. This time, our
character will have a longish head rather than a round one.



Next, draw in the eye line, the body, and the neck. Once you have drawn
in the length of the upper body, you can draw in the armchair behind.
Even only partially drawn, the �gure needs to look seated in the chair.



Now come the limbs, arms, and legs, positioned to adapt to the design of
the chair you have chosen. But start o� drawing the book: the distance
between the reader and the book is going to determine the sitting position
and the general posture of your character. The feet don’t necessarily
need to touch the ground. The more the character looks small in relation
to the chair, the more they will look young, or will have a kind of Alice
in Wonderland vibe.



Now just add a few more details, and settle in for a good read!





House WORK

Start with the head, including the lower jaw.



Draw in the eye line, with the eyes pointing in the same direction as the
rest of the body.



Next, the limbs: the whole body is extended in the same direction, from
the toes to the end of the feather duster.



And with a few �nal details, we have Man versus Spider, locked in
mortal combat.





Making MUSIC

Start with a head, including the lower jaw.



Then the neck and body, which is really small compared with the head,
to maximize cuteness.



Now the limbs. Not easy! Watch out for the foreshortening. It may help
to think about the limbs as cylinders, but be ready to cheat to get the
kind of drawing you want.



Finally, complete the look: this one’s a mini-accordionist.





FIGHTING Fit

Start with the head, not forgetting the lower jaw.



Next, the body and the neck. The back is a little rounded, to help keep
the boxer’s face protected by her hands.



Now add the limbs. One strong line runs all the way from the foot, right
through to the �st, to give more force to the knockout punch! Watch for
the foreshortening around the joints—especially the foot at the end of the
straight leg, and the bent elbow.



With a few extra details, you can design your own boxer—ready for
Round One!





Drawing with LOVE

Start with a head, remembering to include the lower jaw.



With the eye line in place, draw the body—a bit like a bag of sand,
sagging slightly at the bottom.



Before drawing in the limbs, start by drawing the soft toy. A lot of the
emotion in this drawing comes from the distance between the boy and the
bear, and the closer they are, the more a�ection comes across. Thinking
about this kind of detail can really start to tell the story… .



A few extra details, and here it is: a warm and tender hug.
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