










18	  You could use this technique to add shadows and detail to the tentacles. In this instance, however, draw the 
additional shapes in – simply copying each of the tentacles across won’t look right because the shadow could have a 
square edge. This would hinder the natural lines, so be sure to round them off to complement the creature’s organic feel.  

19	  Next, add detail to the panel on the monster’s belt. In this illustration, the 
monster is pressing a button that controls his extended arms, as he only has limited reach 
with his smaller arms and tentacles. You could add detail to your character here, such as 
nuts and bolts on the arms.

20	  Think about adding accessories and additional elements that will further develop 
your character’s story and express its personality. We created a robot-inspired helmet here, 
which might work in conjunction with his control panel to help the monster catch its prey – 
it’s quite a sneaky one. 

21	  The final illustration is complete. As with any character, though, it’s unlikely to be the last time you’ll 
interact with it. Character design is a great discipline for allowing you to take your creations and place them in unique 
situations, seeing how they would act. The right characters will take on lives of their own.

	 Give your creature context
	 Adding texture to a monster can quickly help give it a context: here, the scaly skin 
implies that it is a reptile. With tentacles, you think of water creatures, so perhaps this character is 
amphibious. Had we added hair, it might have been a little confusing. The texture should match the 
features of your monster.
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