Character Puppet Design
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e Making layers is easy.

Many tools available.

As you draw the shapes, label
them! As you finish a body
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Skip to step 14 once you
labeled the layers.



Character Puppet Design

PISKEL

You can create layers in the
LAYERS window on the right
side. Make a layer for each body
part.

Create a new FRAME as you
finish the body. Then you can
copy the frame and adjust your
drawing.
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Character Puppet Design

e—— P ore = Scratch
e u 3 . - You can’t save layer names, but
it is very easy to draw shapes
- and make groups.

Each ‘sprite’ in scratch can be
exported and opened up in
Photopea for further editing.
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1.Log in to Scratch
Use the link in google classroom or click this
http://scratch.mit.edu/signup/h3emwppcv

2. Click on Create
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3.Click on the Cat/Sprite Button
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4. Click on the button and now press on the Upload Button
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6. You can select and Delete the default Cat, you won’t need that.

Sprite  Sprite1 — x 0 I v 0

Show | (&) Size 100 Direction 90




6. Click on your character and now click on the COSTUMES tab at the top
of the screen
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7. Click on the convert to Vector Button, you will get a different set of
tools. This will also allow you to export the file to Photopea in Layers!
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8. Use the Shape Tools (Circle and Square) to make basic shapes.
Then use the Reshape tool to edit the points of the shape.
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9. The Reshape tool lets you move the points and the ‘handle bars’ to

adjust the curves. You can hold the ALT key to manipulate one handle at a
time.
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10. The select tool will let you move, resize and change the color of your
shape. You can change the FILL (inside) and OUTLINE (edge).
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11. You can use the Select tool and click on the SHIFT key to select

multiple shapes. then you can use the GROUP button to group them
together.
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11. Back up your file!!!
if you are logged in to a scratch account you can save to scratch.

You should also choose Save to your computer just in case.

B2 File v & Edit v
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Save now

Fill : v Cutline r Save as a ﬂn'py

Load from your computer

Save fo your computer




12. You can EXPORT the drawing you have created by Right-Clicking on the
small preview of your sprite in the top left corner. It will make a SVG file,
with Layers!
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12. Go to PHOTOSHOP and open this file. It will have all the shapes you
made as Layers.
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13. The Scratch file is small, so resize it in Photopea.
Go to IMAGE> IMAGE SIZE and make the width at least 500 pixels

Image Layer Select Filter Vie

Y Mode >

Adjustments >

Canvas Size... Alt+Ctrl + C

Image Size... Alt+Ctrl + |

Image Size
Image Size: 0.21 MPx

Width: 500 Pixels

Height: 42 P 1.188:1

O

72 Pixels / Inch v

v Resample Bilinear

OK



13. Start Labeling EACH layer. You should also MERGE layers that can stay
connected. Go to LAYER> MERGE LAYERS. |IEErErEmETT

Layer Style

Mew Fill Layer )

MNew Adjustment Layer >

Raster Mask >
Vector Mask >

Clipping Mask Alt+Ctrl + G

smart Object »
Rasterize

Group Layers Ctrl + G
Arrange »
Combine Shapes >
Animation »

Merge Layers Ctrl + E



14. Once you have labeled each layer, start putting them in groups.
Select the layers, while pressing Shift and then press the NEW FOLDER
button.

You should have the following groups ARM, LEG, BODY, HEAD

E55 Layers Channels Paths
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15. Back up your work often! Go to File > Save as PSD

File Edit Image Layer Select Filte

New... Alt+Ctrl + N v« Trang
Open... Ctrl+ O
Open & Place...

Open More

Share

Save

Save as PSD




16. You should have organized folders. With
Arm, Leg, Body, Head.
You can also have a folder for additonal parts you may want to move.
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16. Once your Folders are organized, you can make them into SMART

OBJECTS. This will turn the folder into a single layer.
Right-Click on the Layer name and choose CONVERT TO SMART OBJECT.

Move
Delete

Creating Smart Object
Convert to Smart Objec

Layers Channels Paths
Pass Through v Opacity: 100% ¥ Lock: Smart Object >
® YT Arm parts ysterize

® ) BB legParts 1sterize Laye A
® ) B Body Convert to Shape

® ) B Irisand Pupil Convert to Point Text

® p BB Head

Original drawing

Layer Style >



17. After converting to SMART OBJECT you will now have single layers.

pating Smart Object Duplicate Layer

2ating Smart Object Duplicate Into ...

pating Smart Object Delete

ating Smart Object

Convert to Smart Object

Channels Paths

: Smart Object >
v Opacaty: 10 J
Arm parts Rasterize
Rasterize Layer Style

Leg Parts
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18. Now you are ready to make the Puppet!
Select your layer, and go to EDIT > PUPPET WARP.

Edit Image Layer Select Filt

Undo / Redo

Step Forward Shift+Ctrl + Z

Step Backward Ctrl+2Z
Fade...

Cut

Copy Ctrl + C

Copy Merged
Paste Ctrl +V

Clear

Stroke...

Content-Aware Scale

Puppet Warp



19. When you turn on PUPPET WARP a grid appears on your layer.
Wherever you click you will make PUPPET PINS. You can move your image
based on the PINS.




20. For the Feet, you can add extra points to animate the Heel and Toes.




20. Duplicate your ARM and LEG layers. P
ut one ARM behind the body. Put one LEG behind the body.

Layers Channels
Normal v Opacity: 100% ¥

Lock: W ¢ «}+ & Fill: 100% W
@ Arm Front
L Leg Front
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@& - Arm Back

Leg Back

- Original drawing




21. Take all of these puppet layers and GROUP them into a folder and call it
POSE 1.

Lock: B ¢ <+ & Fill: 100% W
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1.
Head at Medium
Height

Bady at
Medium Height

Right Arm
Frant & Forward

Left Arm
Behind & Backward

Right Leg
Front & Knees bent,
Backward

Left Leg
Behind, Forward,
Heel Down

2.
Head at Low
Height

Body at
Lowe Heigh't

Right Arm
Frant & Forward

Left Arm
Behind & Backward

Right Leg
Frant & Backward
& Moving Forward

Left Leg

Forward, Knee Bent,
Heal and Toes
Down

3.
Head at Medium
Height

Body at
Medium Height

Right Arm
Frant & At Side

Left Arm
Behind & At Side

Right Leg
Frant & Knea
Bent at Side

Left Leg
Behind, &t Side,
Straght, Heel
and Toes Down

4.
Head at High
Height

Body at
High Height

Right Arm
Front & Halfway
Backward

Left Arm
Behind & Forward

Right Leg

Front & Forward
& Knee Bent &
Foot off ground

Left Leg
Backward, Straight

5.
Head at Mediurm
Height

Body at
Medium Height

Right Arm
Front &
Backward

Left Arm
Behind &
Foarward

Right Leg
Front & Forward

Left Leg
Behind,
Backward and

Leg and Toes Down  Knees Bent

6.
Head at Low
Height

Bady at
Lo Heigh'l;

Right Arm
Front & Fully
Backward

Left &rm
Behind & Forward

Right Leg

Front & Forward

& Knee Bent & Foot
on Ground

Left Leg
Behind, Backward,

22. With a total of 8 poses you can create a ‘walk’. Use this sheet to help
you place the body parts in the correct locations.

PASSING HIGH-POINT

I
Head at Medium
Height

Body at
Medium Height

Right Arm
Frant &
At Sicle

Left frm
Behind & At Side

Right Leg

Front & Straight
& Foot an
Ground

Left Leg
Beahind, At Side

Knee Bent, Foot off and Knees Bent

ground

6.
Head at High
Height

Body at
High Height

Right Arm
Front & Forward

Left Arm
Behind & Backward

Right Leg

Front & Backward
& Straight & Toe on
Ground

Left Leg

Behind, Forward,
Knee Bent, Foot off
ground



23. Eventually you will have a folder for each pose, you did it!




24. Export it as a GIF to see your animation!

ile  Edit Image Layer Select Filter Vie

New... isiGEINE-- ~  Transformc

Open... Ctri+ O VeI,

Open & Place...
Open More >
Share >
Save Ctrl + S
Save as PSD
Save More >
Export as > PNG .png
Print... Ctrl + P PG Jjpg
Export Layers... WEBP  .webp
Export Color Lookup... PDF pdf
SVG svg
File Info...
GIF gif
Automate > VP4 mpa
Script... Vore X




25. In the GIF menu you can change the speed of the anmation.
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25. Add a background and animate its movement in CANVA too!
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