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From the editor

On the cover...

Hello again!  Summer is al-
ready half way over (or Win-
ter, for those in the southern 
hemisphere) and I still haven’t 
bought sunglasses. We have 
a tutorial from Tom Richmond 
on drawing hands and a tutorial 
from Aussie Nori Tominaga 
on the 3D modeling program 
ZBrush. Angie Jordan and Scott 
give us a review of the iPad 
from a caricaturist’s perspec-
tive. Our Asian ambassador, 
Kage Nakanishi, talks about 
some exciting news. Also our 
sole member from India, Vivek 
Thakkar, shares his work with 
us on pages 20 & 21. With the 
recession in full swing, Meghan 
Hemmings Kent discusses a 
few options that you have when 

a client is slow to pay or files  
for bankruptcy before settling 
the bill.

The recession has hit everyone 
hard, including ISCA. Each 
issue of Exaggerated Features 
costs about $7 per issue to pro-
duce. This includes the printing, 
layout, production and mailing, 
with over half spent on printing. 
It was this among other factors 
that forced the board to decide 
to forgo printing this issue and 
publishing it as a PDF only. 
Besides saving the organiza-
tion money, we are helping the 
environment and lowering the 
carbon footprint. For the fore-
seeable future, we plan to still 
print the Pre-con and Post con 

issue, while the other two will 
most likely be in a digital-only 
format. The deadline for the 
Pre-Con issue will be August 
15th and the Post-Con deadline 
will be November 15th...So plan 
accordingly.

Debbie “debbo” Burmeister 
Exaggerated Features Editor/ 
Art Director 
efeditor@caricature.org

This issue’s cover is by Paul Gaunt, recipient of the Golden Nosey in 2002. 
The artwork is a detail from a poster illustrating all of the past presidents of the 
United States. And it is a poster he has been working on for quite some time. 

“When I did the original pen and ink drawing, Bush was in office, and my draw-
ing of him was terrible. I shelved the whole thing to wait for the next president. 
While I was at it I patched in better drawings of Bush and Clinton.” On pages 
eight and nine of this issue, Paul takes us through a bit of his thought process 
and technique for this intricate piece. See http://www.presidentsposter.com for 
more info.

 Request for Nominations
Nominations for the Board of Directors must be submitted in writing no later than September 4, 

2010 via the forum, via email: secretary@caricature.org or via the postal service at
Lorin A. Bernsen
ISCA Secretary

1801 Old Mill Dr. #2511 
Arlington, TX 76011

See  inside back cover for more details.
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Letter from 
the Prez

Caricature by Glenn Ferguson

Greetings fellow ISCANs! And 
welcome to our Summer issue. 
Here’s hoping your summer 
season is a very busy one. So 
far, it has been that way for me. I 
had to stop working on my busi-
ness stuff today to take a few 
moments to write you this letter. 
I get the impression that it’s like 
this with most of our members 
now. I think many of you are 
posting less on our forum but 
if you are like most of us, you 
still poke your head in and read 
the posts. Summertime tends 
to promote more lurkers than 
posters. Plus many of us are 
also posting to FaceBook these 
days. I admit to spending more 
time over on FB since I am able 
to use my Mac, iPad or phone 
to stay connected. Our forum 
is fantastic but it can’t compete 
with that…all for free too! But 
that’s ok. We don’t want to make 
the forum into something it can’t 
be. Instead, I like our forum for 
what it actually is: a private, pro-
fessional forum for our members. 
I also like Facebook for what it 
provides; An inexpensive place 
to promote yourself and keep in 
touch with friends and family  
quickly and conveniently. This 
is why ISCA now has its very 
own Facebook Fanpage! It’s 
an awesome vehicle for pro-
moting our organization and a 
convenient place to chronicle 
our history and store photos. Do 
you have some old pictures from 
past conventions? Post them 
there or email them to me and I 
will create an album for that year 
if we do not already have one 
in place. Check out the official 
ISCA Facebook Fan page which 
is now up and running. 

Even though our next conven-
tion isn’t until November, now is 
the time to begin thinking about 
the ISCA Board of Directors. 
Those who are considering serv-
ing need to commit to it before 
our next issue so that they may 
be included on the ballot. One 
of the biggest changes that we 
made when we adopted our new 
bylaws was to change the voting 
procedures for our officers. We 
will no longer be electing an in-
dividual for each office. Starting 
with this election, members will 
elect four members to the board 
of directors who will then ap-
point the officers. In most cases, 
they will appoint themselves to 
each office and document this 
in written format for the official 
record. This will help us main-
tain leadership that is selected 
by you, the members, while 
allowing the board as much 
power and flexibility necessary 
to properly carry out their duties. 
If more than four volunteers step 
forward to be a board member, 
we will issue ballots to each 
member via EF or mail service 
and the 4 highest vote-getters 
will make up the board. If only 
four members or less volunteer 
to be board members, then we 
will conduct a simple vote ap-
proval at the business meeting 
to make it official. The board 
will decide whether to appoint 
someone to office or themselves. 
If they cannot agree as to whom 
will serve which office, we 
kick it upstairs to our Executive 
Committee to select who will 
hold which office.

By the time you read this, the 
South Korean Minicon will have 

concluded and from what I saw 
on their Facebook page, it was 
a smash hit! They have posted 
several photos to their Facebook 
page for everyone to check out. 
They even gave out awards that 
looked like Oscar Caricatures! 
Hats off to Yonie Woo and her 
crew for putting on an awesome 
mini-con! Up next: an ISCA 
mini-con in Spain in 2011 and 
a minicon in Osaka, Japan to be 
announced!

If all these minicons aren’t 
enough for you, don’t forget to 
register for this year’s annual 
convention at the Alexis Park 
Resort in Las Vegas this Novem-
ber! They have unbeatable room 
rates, all suite-style accommoda-
tions and no slot machines! Reg-
ister before September and save 
$75 off your registration. Just go 
to the ISCA website to register 
online. Don’t put it off!

OK folks. That’s it for this 
issue. Please stay in touch on 
our forum as well as Facebook, 
enjoy this issue of EF and please 
consider volunteering for our 
board. We need your support. 
Thanks!

ISCA President 
Robert J. Bauer
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In these economically uncertain times, you 
may be more concerned than usual that you 
need to protect yourself and your business. 
Certainly, it seems that more companies are 
experiencing economic hardship, defaulting 
on license or contractual obligations, or con-
sidering or even filing for bankruptcy. So what 
do you do to protect yourself and try to ensure 
that you receive what you are owed?

First and foremost, as you may have detected 
in my articles as a running theme, any con-
tract you enter should be in writing. Many 
disputes and issues arise when verbal agree-
ments are breached. In addition, many types 
of agreements are required to be in writing. 
Remember that assignments of copyright 
must be in writing, exclusive licenses must be 
in writing and work for hire agreements must 
be in writing. Nonexclusive licenses and some 
contracts can be created verbally, but if the 
deal goes south, you will have a harder time 
protecting yourself if you have to prove what 
someone agreed to and it becomes your word 
against theirs. A written agreement will go a 
long way in demonstrating what was agreed 
upon and helping you collect what is due.

Next, you need to be vigilant in collecting and 
enforcing your rights. From a practical point of 
view, the squeaky wheel gets the grease and 
the sooner you push to collect, the more likely 
you will actually collect. From a legal perspec-
tive, if you sleep on your rights for an exces-
sive amount of time, it becomes more difficult 
to enforce them and/or collect damages 
because of certain legal doctrines, including 
laches, estoppel and implied license.

If a licensee begins defaulting on their 
obligations by failing to pay you your fee or 
required royalties, or fails to provide required 
royalty statements, this will likely constitute 
a breach of your agreement. Certainly, you 
should not allow a breach to go unnoticed; 
you should follow up and send written notice 
that they have failed to meet an obligation. 
Your contract may lay out the specific format 
(often written, mailed to certain individuals, 

within a certain timeframe) that you must 
follow. In addition, many agreements allow for 
a period in which they can correct or remedy 
this default. your agreement may provide a 
particular procedure for notification, which you 
should follow precisely to ensure that if they 
then fail to remedy the breach, they cannot 
point to some minor technical deficiency 
in your notice as an excuse. If they do not 
remedy or correct the situation, you may then 
need to send a separate notice of breach. In 
that notice of breach, you should let them 
know that you are terminating their license for 
failure to pay or that you are rescinding the 
contract for failure to satisfy a term and they 
are breaching the agreement, and include any 
other language that may be required by the 
agreement itself. you will then have met your 
obligations for formally terminating, and if they 
continue to use your work, you will more eas-
ily be able to enforce the unlawful use of your 
work without payment. 

In enforcing your rights, in addition to collect-
ing money damages for the breach, your con-
tract may allow for interest or other remedies, 
like an ability to audit their records should you 
choose, or resolution through a special arbitra-
tion. Check the terms of the contract for these 
types of terms. 

You might also find yourself in a situation 
where the commissioning entity wants to 
assign your work to a third party. you may not 
want that party to use your work, but exclusive 
licenses and assignments are typically trans-
ferable, so long as the obligations have been 
met to you. A non-exclusive license, however, 
is not transferable without your consent, and 
you may be able to use that as a bargaining 
chip before you consent to any transfer. Be 
aware, though, that a non-exclusive licensee 
might be acquired by another company 
without your consent if it is acquired as part of 
the assets of the company in an acquisition 
or merger, rather than a transfer or sale. This 
may occur in a situation where all the assets 
of a company are absorbed into or acquired 
by another company. If that occurs, you will 

need to enforce any prior unmet obligations 
against that new entity, which makes it even 
more important that you have all your ducks  
in a row, including a written contract and  
documents proving that you notified them  
of the beach and/or termination.

If someone who commissioned you to create 
a work or licensed a work from you goes into 
bankruptcy, you may be wondering how you 
can ensure that you get paid for your work. 
Unless you were an employee, it is likely that 
you created the work and provided some type 
of license to the commissioning party. If they 
are on the verge of bankruptcy, they may try 
to assume the license without paying, which 
leaves you as a low-priority unsecured credi-
tor in bankruptcy for an unpaid amount. If you 
do have the contract in writing, that will make 
it easier to enforce. To the extent it is feasible 
under the contract, you probably will want to 
try to collect flat payment prior to any possible 
bankruptcy. If you are unable to do that, you 
should do what you can to at least go through 
the steps above to ensure that you have 
complied with all of the notice and termination 
proceedings and can cleanly show a breach 
and entitlement to payment. Bankruptcy is a 
complicated area of law and the convergence 
of intellectual property and bankruptcy is even 
more convoluted. If you do find yourself trying 
to collect in that situation, it is best to contact 
a specialist who can give you advice specific 
to your situation.  

Meaghan Hemmings Kent is an intellectual 
property attorney in the Washington, D.C. office 
of Venable LLP. She advises clients on all areas 
of intellectual property law, including copyright, 
trademark, right of publicity, patent, trade secret, 
and domain name law. She can be reached at 
202-344-4481 and mhkent@venable.com.  
The views expressed in this article are those  
of the author, do not constitute legal advice,  
and should not be attributed to Venable LLP  
or its clients. 
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Breaking Down Hand Structure
As with drawing anything, it all starts with an under-
standing of the basic form and structure of your sub-
ject matter. Hands are certainly no different. In fact, 
many of the most common problems with drawing 
hands stems from incorrect notions of the form of the 
hand. I’m not a big stickler for memorizing the names 
of muscles and bones because it seems to zone 
people out when you start tossing around “Carpal this” 
and “Metatarsal that”… however labels are something 
that some people need to be able to apply, so some 
general surface anatomy with layman’s terms seems 
to be the best approach. To the right is a breakdown 
of a hand with the important surface elements labeled.

Drawing                                           Hands

These are the principal areas 
of the underside of hand

Drawing good hands is important in almost any genre 
when the human figure comes into play... hands are 
tremendously expressive and help convey emo-
tion, action, mood and other important elements of a 
scene in anything from a caricature to a comic page 
to a full blown illustration.

Next to faces, hands are probably the most expres-
sive and intricate part of the human form. In fact, 
humans probably spend more time looking at their 
hands than they do looking at anything else over their 
entire lives. Being that we are all so familiar with the 
way hands look, a poorly drawn hand sticks out like 
a sore thumb (sorry about the pun). Oddly enough, 
hands are something that most artists struggle to 

draw well. So, with that in mind I thought I’d do a tuto-
rial on my approach to drawing hands.

I’m a cartoonist at heart, so the hands I draw are not 
realistic hands by most definitions. However my style 
of cartooning lends itself more to realistic representa-
tion than, say, a certain four fingered gloved mouse or 
other much more cartoony characters do. Therefore a 
lot of the information in this tutorial will apply to draw-
ing hands realistically as well as in more cartoon form. 
I’ll attempt to explain the basic anatomy of a hand, 
things to keep in mind at all times when drawing them 
and common mistakes and issues that plague many 
artists when drawing hands.

Not really much to it, is there? Everybody knows what knuckles and finger-
nails are. Where an artist gets tripped up is not understanding how they relate 
to one another, and how they move in relationship to one another when the 
hand starts doing it’s thing. Things like how the knuckles line up, where the 
pad creases fall, how the fingers bend and interact… these are all important 
elements to drawing convincing hand gestures.

relationships of Hand Structure 
I can sum up the biggest problem most beginners have with drawing hands in 
one word: CURVES. For some reason people seem to insist that hands are 

by Tom Richmond



made up of straight lines.. fingers are parallel to each other (they are not), knuckles line up in a row (no) the edges 
of the hand are straight and parallel (nope!), Once an artist starts seeing the curves in the hands and thinking of 
them as flexible objects made of multiple parts, they quickly improve their hand drawings.

fingers- Everybody knows (or should) that the fingers are not all the same length. Our naughty middle finger is 
the longest, and the pointer and ring fingers along side are almost the same length (ring is a little shorter). The 
pinky is the odd man out, being much shorter. That of course forms a curve along the top of the hand. What is of-
ten missed is that arc of that curve is not just a function of the length of the fingers, because the knuckles are also 
curved. Pinky therefore is not only shorter it’s set farther down into the hand, giving it the double whammy. Ring 
finger is actually the same length as pointer, but it appears shorter because it’s knuckle is lower on the hand than 
pointer’s.

Likewise the pads of fingers are not the same size, and the creases that 
define the separation between the pads are very staggered. Pinky’s first 
crease (down from the tip) lines up with ring finger’s SECOND crease. The 
tip of pinky lines up with ring’s FIRST crease.

Knuckles- Each finger has three knuckles on the back of the hand. The 
main knuckle is located at the base of each finger. The two minor knuckles 
are farther up toward the tip. The main knuckle is knobby and has tendons 
that cross it creating a corded look running up into the finger. The second 
knuckle is covered with a very circular wrinkled surface, and the smallest 
final knuckle is indicated with some horizontal creases. You would think 
the knuckles would line up with the corresponding separations between 
the pads on the underside of each finger, but you’d be wrong. Curl your 
pointer finger and look from the side… the second knuckle and the pad 
crease under it exactly line up. However the smaller upper knuckle is more 
forward on the finger than the crease below it. That’s nothing compared to the main knuckle. Here is where a lot of 
people get confused with hands. Open your hand and look at it palm toward you. Look at the base of each finger. 
Many people think the knuckle of the finger rests directly behind the crease that represents the base of the finger 
right under the bottom finger pad. Now turn your hand around. That main knuckle is SIGNIFICANTLY lower on the 
hand. In fact it’s below the upper pad of the palm that curve below all the fingers. A lot more of your finger resides 
inside the palm/body than you might think. Understanding that is a big part of figuring out hands.

�

The Thumb- The thumb is a 
shorter, meatier version of the 
fingers. It has only two knuckles, 
one of which is hidden when 
extended. Compared to the fin-
gers the thumb is much more di-
verse in it’s movements. It has a 
base that I think of as the meaty 
part of a chicken drumstick, and 
that drumstick can rotate inward, 
across and in circles from the 
palm. The “drumstick” of the 
thumb sort of coexists with the 
thinner drumstick of the outer 
part of the hand, which is a little 
like the bottom extension of the 
pinky. These two larger ele-
ments frame the hand and the 
palm. When drawing the thumb 
the curved vs. straight lines that 
define it’s form is important.
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The Palm- This is the area between the fingers and the wrist, 
and the thumb and the outside “heel” of the hand. This is an of-
ten misunderstood area. Roughly square/rectangular in shape, 
it’s got asymmetrical curved sides, and is made up of three 
major elements: Thumb pad, outer pad and upper pad. Many 
drawing books want you to think of the hand as a rectangular 
block from which the fingers and thumb protrude, but that is 
where many people get into trouble. you must think of the 
hand as more flexible and curved than that. Think of the pads 
as three separate elements that combine to make that curves 

“shovel” shape. They can roll in on one another, and create a 
hollow pocket or spread out and be almost flat.

fingernails- often glossed over, the fingernails have a curved, 
narrow base, straight sides that fan out as they approach the 
tip of the finger, then have a very curved top. Women’s nails 
are often grown out past the end of the fingertip. They are 
slightly recessed as they grow out from under the skin.

What to Look for When Drawing Hands
Trying to describe how to draw a hand in every imaginable position would be an impossible task. There are 
too many and hands themselves have different shapes and sizes. Fortunately you are never far away from a 
perfect source of reference for any hand position… the end of your arms, in fact. I have a small mirror near 
my drawing table and often pose my hands when I am struggling with a certain hand position. Still there are a 
number of tips and common issues that I would suggest an artist look out for when drawing hands in general:

Curves- I cannot emphasize that enough. Knuckles curve when the 
hand is open or when it’s in a fist. Looking at a fist from the knuckles 
you see that the act of making the fist curve the back of the hand 
from thumb to pinky. Hands that are reaching or gesturing also have 
a thumb to pinky curve to them. Curves, curves, curves. Hands with 
more than just a few straight lines are stiff and unnatural.

fingers- Remember that the length of the fingers are 
different, but the action of the hand also changes the 
way fingers relate. Fingers are rarely ever side by 
side. They tend to overlap and stagger their posi-
tions between each other. When you hold a curved 
object like a bottle, for example, your fingers overlap 
and your pointer tends to be back farther than the 
other three fingers, which crowd together. Look for 
that when you pose your hands. Nothing looks less 
natural than four perfectly parallel fingers. Even in 
repose, your fingers will not be parallel. In a relaxed 
state, they naturally separate and crowd each other at 
random. your pinky tends to separate from the other 
most often but not always.



In Conclusion
People hate it when I say this, but learning to draw 
hands is all about practicing. If you want to be able 
to draw something convincingly without relying on 
perfect reference, you need to develop an instinct 
for drawing that something… and that means draw-
ing a lot of it. As I said before, you have the perfect 
reference source with you at all times. Spend some 
time observing your hands. Place your fingers and 
thumb on your dominant hand and move that hand 
around while you feel the muscles and bones beneath. 
Observe how the basic elements of the hand we have 
discussed move, rotate, flex and relax amid different 
movements. It’s funny, but the hands that people draw 
end up looking like their own hands… probably be-
cause they not only use their own hands for reference, 
but they have been staring at they hands for their 
entire lives and that’s what hands look like to them. 
If you ever meet Mort Drucker (a master of draw-
ing hands) and look at his hands, they are the same 
hands he draws on his MAD men characters! Wide 
hands with thick, short fingers. The hands I draw have 
long fingers with knobby knuckles… just like my own 
hands. One exercise I do is to try and draw a hand in 
some position just out of your head, then pose your 
own hand and observe where you went wrong.

One piece of advice… don’t knock yourself out in 
your work trying to do some impossible hand gesture. 
Some hand positions are simple awkward by nature, 
and even drawing them correctly looks weird. If a 
hand position just isn’t working, come up with a differ-
ent solution rather than banging your head against the 
wall. Most people have a “repertoire” of hand posi-
tions and gestures they will use a lot, and stick with 
them. As long as your repertoire is sufficiently large 
and varied, you can easily get away with this.

The other thing to do is look at hands as drawn by oth-
ers. you can see how they solved certain problems or 
positions and learn from it. There are a few books on 
the subject, but for sheer volume of example George 
Bridgman’s “The Book of a Hundred Hands” is a great 
one. Lot’s of impossible hand positions in that one.

Specializing in caricature, Tom first started working for MAD
Magazine in 2000. Currently, he illustrates many of MAD’s trade-
mark movie and TV parodies. In addition, he continues to do free-
lance illustration for a variety of publications and advertising clients.
Tom has been honored with several awards, including the Golden 
Nosey, in 1998 and 1999 and with a divisional Reuben award for  
Advertising Art in 2003, 2006 and 2007 from the National Cartoon-
ists Society. Visit his website at http://tomrichmond.com. 
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.
remember the Meat!- That sounds graphic but 
your hands are made up of a lot of meaty muscle 
and padding. When they squeeze or clench or 
cup they pinch and gather all that meat in ways 
that make for a lot of creases, wrinkles and 
lumps. Remember the three important pads of 
the palm. The thumb and outer pads stay rough-
ly that “drumstick” shape, but the upper pad does 
a lot more curving and bending, and it bulges up 
a lot as the fingers move toward the thumb. Your 
hand is thickest across the lower palm

Men’s vs. Women’s Hands- Men’s hands are thicker, with 
bigger fingers and a meatier palm whereas women’s hands 
are slimmer, with thinner fingers and palm. They are also 
typically smaller than men’s hands. Women’s nails when long 
create difficulties drawing fingertips. I just give women pointy 
fingertips and suggest the nail rather than trying to articulate 
the end of the finger… unless it’s a close up of the hand and 
then I have to draw the whole thing.
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When I was a kid I remember asking my Mom if George 
Washington and Abraham Lincoln knew each other. Her 
response was a revelation to my young mind that history 
is spread out over many generations. Later, in the third 
grade the American History timeline began to sink in. I 
sat next to a wall calendar featuring oval portraits of all 
the U.S. Presidents in order. Then one Christmas I got 
the calendar for my bedroom wall! I discovered that the 
visual memory of those oval portraits helped give my 
little brain a framework upon which to hang other bits of 
history that came along.

Over the years I sketched a few presidents here and 
there, filed them away and nursed a notion to put them 
together in my own timeline. Anyone who has drawn 
historical figures from portrait reference knows it can be 
tricky. Many times the reference is someone else’s im-
pression to begin with and the quality of likeness can be 
suspect. My own practice, like working from photos, is to 
review as many portraits or sculptures as can be found, 
and look for common denominators.

More challenging was to lay out a narrative for my 
timeline that most historians would agree is accurate 
and politically unbiased. This was practically impos-
sible because there is no accuracy in politics, only a 
point of view. Balance is the best one can hope for, so 
I referred to a consensus of historians to assign visual 
significance. Here is where narrative and composition 
are linked. To make the image visually interesting and 
enhance historical value, I scaled up or otherwise high-
lighted the presidents who tend to rank well.

Polk is highly regarded for expanding the nation to the 
Pacific Ocean as represented in the lamp of Manifest 
Destiny, therefore he is scaled large in his immediate 
circle. Franklin Pearce, is ranked low for his support of 
the Kansas-Nebraska Act, considered by many to be a 
concession to slavery. Both these issues are more com-
plicated than good or bad, but addressing the complexity 
of history is beyond the scope of this image.  

Washington, Lincoln, and FDR consistently rank in the 
top three of historian polls and are conveniently dis- 

A  
Presidential  
Portrait
Poster—
Process & 
Planning



persed enough in position for their emphasis to make a 
decent overall composition. They are also of the largest 
physical stature, so scaling them up makes practical 
sense. With Lincoln upper center right, I jockeyed the 
arrangement to make FDR lower center left as a counter 
focal point. To balance liberal giant FDR in the lower por-
tion, I highlighted the strongly ranked Reagan in his row 
as the hero for conservatism.

Also highly ranked are Jefferson and Jackson. Jefferson 
doubled the size of the nation and Jackson solidified 
presidential power to keep the nation intact. It might do 
to point out that of the tallest eleven presidents, seven 
are generally ranked in the top ten, and one of them is 
Obama who is too new to rank. Whatever the case, as 
a device to highlight importance, the physical stature of 
the presidents aligns nicely. The highest average rank-
ing president is Abraham Lincoln, who is also the tallest 
at 6’4”.

Nixon, Ford and Carter tend to rank poorly and are 
positioned low in their row. Nixon is the only president 
to resign, so is the lowest and the only one portrayed 
in rear three-quarter. To mitigate this negative, at least 
one due accomplishment is included, the Environmental 
Protection Agency.

The content is not all politics. Grover Cleveland was the 
only president to get married in the White House. He 

was forty-nine, his bride was twenty-one, and the na-
tion thought that was just fine. He is the only president 
to serve two nonconsecutive terms, before and after 
Benjamin Harrison. To accommodate this Cleveland was 
scaled large enough to flank Harrison. Again physical 
stature and ranking dovetailed as Harrison was one of 
the smaller presidents and consistently ranks well below 
Cleveland.

I composed it in Photoshop by scanning in pencil draw-
ings. Then printed out the rough composition in pieces, 
and redrew it on tracing paper. Then I traced that onto 
26x40 heavy watercolor paper, and drew it in pen, brush 
and ink. I scanned that unwieldy thing on a large bed 
scanner and worked the rest digitally, scanning and 
patching in smaller pen and ink drawings for revisions. I 
used Corel Painter on a Cintiq tablet to add detail and 
touch up mistakes.

It is an offset print, black and white, 25”x38.5”. I’m selling 
it from my website and retail location, and am currently 
working on placing them in stores where there is historic 
interest. How it sells is yet to be determined. My hope is 
that at least one captures the fancy of some school kid, 
and impels him or her to dig a little deeper.

Rutherford B. Hayes lost the popular vote to a Southern can-
didate with the electoral votes in dispute. In a backroom deal 
known as the Compromise of 1877 he was awarded the presi-
dency in exchange for withdrawing Union troops from the South. 
This effectively ended Reconstruction and ushered in the era 
of Jim Crow laws. Hayes and his wife didn’t allow booze in the 
White House and famously offered lemonade to their guests.

Paul grew up in Rushville, Indiana, and got a B.A. in fine arts from 
Indiana University in 1987. Paul won the prestigious Golden Nosey 
Award in 2002. He lives in Fishers, Indiana with his wife, DeMaris, 
who is also an artist and their 3 kids. He owns and operates a carica-
ture concession on the Casino Boardwalk of Hampton Beach, New 
Hampshire and can be found there most days between Memorial 
Day and Labor Day. The rest of the year he works out of his home 
studio and provides live caricature entertainment in the greater 
Indianapolis area. 
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When Apple announced their new tablet computer, the 
iPad, we immediately knew this had a massive possibly to 
become a new tool in the artist’s arsenal. The allure to use 
it at live events to draw caricatures was obvious. Could it 
be the inexpensive version of the Cintiq for which many 
had been hoping? There was only one way to determine 
the feasibility of using an iPad for live events. And that 
meant performing an event with an iPad. 

The iPad Launch 
On April 3, 2010, we drove to the Apple store in Lancaster, 
PA, to pick up our iPad at the world launch. What is unique 
about the iPad is that it has a screen the size of a small 
laptop and the familiar multi-touch features that made the 
iPhone a success. Many artists have created phenomenal 
artwork on the iPhone over the past year. In fact, some of 
that remarkable art has been featured on the cover of The 
New yorker and on the International Society of Caricature 
Artists’ online forum. It would be exciting to see what could 
be accomplished on a screen with double the surface. 
Since no one had ever touched or seen an iPad before that 
Saturday morning, we took Angie’s Macbook Pro with us, 
loaded with a few drawing apps, like Brushes. After open-
ing up the iPad in the store and syncing the drawing apps 
to the tablet, it was time to see exactly how this device 
would work in the field. We had previously purchased the 
Pogo stylus, a stylus pen designed to work with the iPhone 
and iPad. It makes life much easier than finger painting on 
a touch screen device. 
The first app Angie tried was Sketchbook Pro, a version 
of the desktop sketching application created by Autodesk 
specifically for the iPad. She began sketching the first 
person, an Apple store employee, who ended up becoming 
the world’s first iPad caricature subject. He absolutely loved 
it and we emailed it to him as the growing crowd watched. 
Later that day, we uploaded those pictures to her blog to 

share our experiences. For the next few days we spent 
more time with the iPad, learning it’s strengths and limita-
tions. Many emails also found their way to our inbox as 
artists asked us about how it compared to the Cintiq. After  
several emails, we decided to create a video and post it on 
youTube to give a better explanation to our thoughts on this 
new device. [http://www.youtube.com/digitalblacksmiths]

Sketchbook Pro
Using Sketchbook Pro on the iPad is very similar to using 
it on the iPhone and desktop, but also has several limi-
tations. The most obvious limitation is lack of pressure 
sensitivity on the iPad. Sketchbook Pro tries to overcome 
this by creating a simulated brush pressure. It’s basically 
just a tapered line that can be customized in the settings 
for the brush. And like Sketchbook Pro on the desktop, you 
have access to the radius/opacity puck. When you tap on 
the configuration button on the bottom of the screen, the 
puck appears. By dragging either up and down or side to 
side, you can change the brush radius and opacity. The 
line quality is very good, especially when you consider that 
there is no pressure sensitivity. And just recently, Sketch-
book Pro added the ability to mirror the screen live on a 
digital projector or HD screen. The video covering Sketch-
book Pro that we posted created a flood of new emails with 
even more questions and hints. One suggestion was about 
a new drawing app for the iPad sent to us from Michael 
Phelps on Facebook. 

ArtStudio for iPad 
We immediately downloaded the app he suggested, 
ArtStudio for iPad and instantly fell in love with it. Time for 
another video! Our second video focused on the features in 
ArtStudio. At the time of this writing, ArtStudio cost a whop-
ping $0.99 (80% off for a limited time). There are several 
features we like in ArtStudio. One of the most convenient 

by Scott R. Sullivan &  Angie Jordan
iPad Review
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features is having the layers/brush/color tabs persistently 
on screen as you draw. While only saving an instant, over 
the course of a few hours, those “instants” add up quickly. 
This became a large time saving addition over Sketchbook 
Pro, which requires you to either tap the access gear on the 
bottom of the screen or use the three finger swipe to bring 
up the brush menu. Another example is file sharing. Both 
apps allow you to email the file from within the app, saving 
you the hassle and wasted time of leaving the app, firing 
up the email app, and sending. But ArtStudio allows you 
to email the file while you still have the file open. In other 
words, you can go from painting to emailing a version or 
finished piece with one tap. In Sketchbook Pro, you are re-
quired to save the image to it’s internal gallery, then select 
it in the apps gallery to send. It’s only a few extra steps, but 
again, when performing live, every tap is added time that 
could be spent drawing instead of file managing. 

Caricature Delivery 
Once the drawing is finished and shown to your subject, 
there comes the point where you normally would hand 
them the drawing. Handing them your iPad to take home, 
upon a little reflection, poses a few small problems. Two 
main solutions come to mind; the artwork can be printed, 
as Angie does at a live digital caricature event or it can 
be emailed. Both are possible but we have been leaning 
towards the latter. The advantages are numerous. First, 
many will end up scanning in their artwork to share with 
family, friends, or coworkers anyway. This saves them a 
step. Second, with estimates of 50 million iPhones already 
sold, and millions more other smart phones, it is increas-
ingly likely the person you just drew will be able to receive 
that emailed file instantly and even post it to Facebook 
before the next person sits in your chair! Talk about viral 
marketing! However, some clients will feel like they want 
to have something physical handed to their guests and 

emailed files just won’t cut it for them. So we’ll still offer it 
as an option for a small additional fee. 

A New Trend 
For years, all caricatures were created with our good old 
pencil, markers, or airbrushes. Then a few individuals start-
ed lugging their Cintiqs out to live events. After just 28 days 
of its release, Apple announced they had sold their one 
millionth iPad. It took the iPhone over 70 days to hit the one 
million mark. These devices are becoming more and more 
popular. I will echo the PR tagline from Steve Jobs himself; 
this little device is magical, indeed. It is small enough to be 
easily carried into any event. It is cheap enough to allow a 
low cost to entry for artists looking to get started with Live 
Digital Caricatures. This device will be big and many, I think, 
are underestimating it’s significance. I can see digital artists 
filling a new niche with this device. Many clients want Live 
Digital and either don’t have the budget for it or don’t have 
the right venue. Many artists wanted to perform Live Digital 
but either didn’t have the budget for the setup or don’t have 
the computer comfort level to feel at ease with the setup in 
a live environment. Now there is a way to offer a lower cost 
live digital. It can’t currently project on a large screen. It 
can’t easily print quickly in the background. It doesn’t have 
pressure sensitivity. But it IS small, portable, cheap, and 
significantly easier to learn than a full Cintiq setup. I now 
see three distinct categories of live event artists emerging. 
Traditional live event (party) caricatures, live digital carica-
tures, and iPad caricature artist. I can’t wait to see artists 
innovating in this new media. Its very exciting!

Angie Jordan is a professional digital caricature artist in the beautiful 
foothills of the Appalachian Mountains, near Philadelphia. She has 
published her first book last year entitled, “Byting into Live Digital Cari-
catures,” a technical treatise on live event digital caricatures. She blogs 
daily at http://blog.angiejordan.com.  
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Sick of the Soccer World Cup  
already? Well, remain sick for 
the next few pages as I take you 
through my process of creating 
Argentinian superstar Lionel Messi. 
At least you may learn something 
about Zbrush along the way. I re-
ceived some interest from members 
about how to use a 3D sculpting 
package like Zbrush and I thought 
writing this tutorial is the best way to 
get my message across. There are 
many books and Internet resources 
like ZBrushcentral.com that can 
teach you the basics far better than 
I can. However, my goal is to dem-
onstrate the potential of this soft-
ware and provide you with a quick 
overview so you too, can get your 
feet wet with this seemingly foreign 
piece of software. 

Sculpting Messi  
with Zbrush

Research, Research, Research

Finding reference for this popular sport celebrity  
wasn’t hard. I made my design choices on his likeness 
and ensured they aligned from orthographic and three-
quarter views.

It also helped me to sketch out what I  
envisioned the final sculpt to look like. 
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Sculpting Messi  
with Zbrush

Laying virtual slabs of clay

First I set up my orthographic images in preparation 
for sculpting. An elaborate tutorial can be found at 
http://tinyurl.com/2678frf

To give myself an easier start, I downloaded a 
free humanoid basemesh from http://tinyurl.com/
ye7zcft. The alternative is to use “ZSpheres” which 
is reminiscent of setting up armatures in traditional 
sculpture (this is explained here http://tinyurl.com/
39hywsm). The generic basemesh I downloaded is 
known as an .obj file type. In Zbrush I went to the 
tool Menu and hit “Import” and appended it with my 
Image Planes.

 
If you’re stuck even getting around this software, 
don’t worry! you’re not alone. Here is a naviga-
tion sheet provided by Pixologic to get you started. 
Hopefully after some practice this will become 
second nature to you.

Now to introduce you to what does the brunt of 
your sculpting - The Brushes Palette located on the 
upper left of the Zbrush Interface. Have a play with 
these, but I usually stick to a few tried and trusted 
ones that I’ll point throughout this tutorial. I pressed 
‘T’ on the keyboard to ensure “Edit mode” is entered 
(the Edit button should light up orange) . As well as 
this, I pressed ‘X’ on my keyboard to turn on sym-
metry. In other words all changes I made to one side 
of the sculpt are mirrored automatically to the other!

 

At this early stage it was important to only block in 
major shapes and not go into detail. Therefore to 
achieve the shape to the right, I merely used the 
Move Brush. This brush yanks major masses of 
the sculpt so I could easily mold it into the shapes 
specified on my image planes. 
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With this ability I’m able to use more sculpt-
ing brushes to greater effect. My favorites are 
Clay Tubes, Standard, Pinch, Inflate and of 
course, if you hold down the shift key, smooth. 
These brushes do exactly as they describe 
they do, but experiment yourself to see which 
ones suit you!

To make the hair mass I used the existing head 
geometry as a base. I held down the “Ctrl” key 
to start to mask where the hairline exists on the 
scalp. I then go into Tools>Subtool>Extract to 
create a new piece of virtual clay. Like the previ-
ous step, I used the Move Brush to shape the 
hair into place.

 
 
 
 

Now the basic form was in place it was time to 
start adding details to my relatively blocky sculpt. 
These ‘blocks’ are known as polygons. By going 
to Tools>Geometry>Divide I add more polygons 
thus giving me more ability to carve out finer 
detail.

In addition to these brush 
variants, I experimented 
with brush tips, brush 
size, intensity and “Al-
phas” to get interesting 
textures on the model. 
For example, under 
Brush>Surface>Noise 
I can quickly create a 
rough texture to be used 
for stubble. 
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To add the Eyeballs I selected simple Poly-
spheres from the tools menu and appended 
them to my sculpt. I moved them into place by 
getting out of Draw mode and into Move Mode. 
I’ll explain more about this mode in the Posing 
section where I’ll be moving a lot of mass in my 
sculpt.

Don’t forget to save your sculpt (also known in 
Zbrush as a Tool) through Tool > Save As. As 
apposed to other software, saving the document 
will NOT save your sculpt. This is very confusing 
and catches a lot of new Zbrush users out. 

As for Messi’s clothes and accessories, these 
were all done in the same method as the hair 

- by extracting existing geometry and shaping 
them to fit. Logos were done using ‘Alphas’ but 
boy, I need another section just to explain these! 
Or you can read up on them yourself at http://ti-
nyurl.com/35nynj6
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Adding some Colour

Again, there are many ways to paint a sculpt 
in Zbrush, here I elected to paint directly onto 
the polygons using Polypainting. I ensured the 
above areas are checked/unchecked and used 
a ‘Flat color’ white Material on my sculpt as 
shown. I did this so I could get a more accurate 
representation of my painted colours without 
lighting influence.  

 
Again while painting I experimented with differ-
ent brush nozzles. For pores for example, I used 
a spackle Spray to obtain added richness to the 
skin texture. 
 

Striking a pose

Now we move to what’s known as the Trans-
pose Tools which are highlighted in the above 
image. With these tools we can make wholesale 
changes to the limbs to make the sculpt more 
dynamic. Using my initial sketch as reference,  
I carefully posed the sculpt to capture his es-
sence. The transpose tools themselves are ter-
ribly complex so to find more information please 
refer here http://tinyurl.com/2dq2gg5 .
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At this point I was able to have a sigh of relief. 
yay! The model, at least, was completed and 
in ‘living’ 3D. Now for some finishing touches in 
presentation.

Rendering the Final  
and Compositing

So far I’ve only talked about a few materials for 
use in sculpting and texturing. There are plenty 
more materials to choose from to give you a dif-
ferent read on your sculpt. I experimented with 
different Zbrush presets to give me different light-
ing scenarios and shadows. For example, this is 
a Wet clay look that certainly can be useful when 
compositing in Photoshop. When I was happy 
with a particular look I went to Texture>GrabDoc 
and saved the Render. More information about 
ZBrush materials and lighting can be found here 
http://tinyurl.com/2dv2t2y and here http://tinyurl.
com/26xv9ze.

Now in Photoshop, I used several layer filters 
such as multiply, screen and colour to achieve the 
final composition! Phew. So there you have it. For 
a turnaround you can visit my blog noritominaga.
blogspot.com. Hope this inspired you to look into 
Zbrush so can incorporate it in your future work!

Nori has had the privilege in working in high-end video games 
for 4 years and is currently pursuing his dreams of being a free-
lancer. He aspires to be as brilliant and funny as his fellow artists 
of the ISCA!  
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Most of the artists have stories that say “I started 
drawing the moment I was born.” Mine is no different. I 
always doodled in school, drew my teachers, spaced 
out in class and of course filled my books with cartoons, 
caricatures and drawings. 

In college I drew more doodles and my folks made me 
join architecture since I could draw, but it turned out to 
be a nightmare. I quit in three months. I was lost, didn’t 
know where I was going and joined the infamous call 
center job that promised good money. It was a job with 
a credit card company. The grave yard shifts made me 
sick. The only part I enjoyed was to listen to the voice 
on the other end and use my imagination to draw the 
people just by hearing their voices. My notebooks filled 
up quickly.

After a long struggle I joined an animation company 
and did some Cel Animation. My luck finally changed 
when a girl told me I should be a cartoonist and carica-
turist when she saw my doodles. I listened to her and 
there was no looking back, she became the woman 
behind my success. We ended up getting married.

I started cartooning for a daily newspaper and did cari-
catures and illustrations for magazines. I Googled for 
artists online to get inspiration and one of the first art-
ists whose work inspired me was Court Jones. When I 
saw his work I got the shock of my life. I instantly knew 
how much I sucked at my caricatures and I had a long 
way to go. I sent Court some of my work and asked 
him to review it. He was so kind to reply to every mail 
of mine and gave me honest criticism. My work started 
improving with every piece of advice he gave me.

My daily cartoon column went on for five years and I 
started getting more and more work. I broke my record 
when I bagged 15 publications while freelancing. I 
strongly felt that I should freelance as that gave me 
time also to grow as an artist and spend time on im-
proving my work, as I have always been self taught.

My day starts of with reading five newspapers and jot-
ting down the most interesting news items. I currently 
have four regular columns with magazines. I have the 
last page in a business magazine called “Outlook Busi-
ness”. Here I do caricatures of the businessmen in the 
news and have jokes around them. My second space 
is called “Deep Pocket” which runs in the front pages of 
the same magazine. Here I do jokes on the most talked 
about news item for that week.

The third regular space I have is with a magazine 
called “Open.” This is a magazine that covers politics, 

Indian
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entertainment, and sports so I have a wide range of ce-
lebrities to choose from. My space is called “Illustrated 
Weekly.” And the fourth is another business column 
called “Street Smart” for a business magazine called 

“Outlook Profit”.

Once I’m done picking the news items, I send them to 
the respective magazine editors. They reply back with 
their choice. I then go ahead and do what I’m best at... 
Brainstorm ideas! I come up with 8-10 ideas for each 
magazine and send them to my editors. They pick the 
ones which they think are the wittiest. The rest of the 
ideas always find a place in the bin!

In the meanwhile I work on illustrations for other maga-
zines and gift caricature orders.

In a nutshell, I get one day to think of ideas and one 
day to finish my final piece and showing them the rough 
sketch. I consider myself very lucky if I get more than 
one day to finish 3-4 digital caricatures.

My job involves a lot of thinking, then a lot of drawing 
and painting. I read artists blogs and they mention they 
get a week to finish a job. That’s something I can only 
dream of.

My current profile is that of a cartoonist, caricaturist and 
an illustrator. In my free time I try to study things in art 
that are not in my comfort zone. In the future I plan to try 
my hands at concept art, comics, traditional painting and 
graphic novels.

Working in India as an artist is really a struggle. Full-time 
Artists definitely have their jobs secure and end up be-
ing noticed in leading newspapers. As for me I need to 
knock on the doors of my clients, or else I end up getting 
less money for that month. But working full time under 
a contract, doing the same style of illustrations really 
crushes my creativity, so that’s the risk I’m willing to take. 

And lastly I would like to say that ISCA has been a great 
portal of inspiration for me. Thank you to all the artists 
who have been so kind and helpful. I can’t wait for that 
day to meet everyone at the convention. 

Vivek is a freelance cartoonist, caricaturist and illustrator based 
in Mumbai, India. He was awarded the “Best Cartoonist Award” in 
2004, and has won three honorable mentions in international cartoon 
contests held in China, Iran and India. He currently is the only ISCA 
member who lives in India. Visit his blog at http://vivekthakkarart.
blogspot.com.  
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In August of 2009, Caricature Japan, Inc opened its 10th 
location. The new shop is in the Asakusa part of Tokyo, where 
the minicon was held in 2007 and 2009. We have designated 
this 10th shop as the Asakusa flagship shop, and it is very 
different than our other existing booths. That is, it is more than 
just a simple booth but actually a “Shop”. Though the open-
ing and the running cost are much higher compared to that 
of a simple booth, there are many merits as well. Since there 
are no limitations like the ones we have when operating as 
a booth, we now can freely familiarize the city of Asakusa to 
caricature culture.
I have constantly felt the difficulties of doing business only at 
booths throughout my 12 year career. Especially in Japan, 
there are a strict rules to follow when opening a booth inside 
a commercial facility, such as a shopping area or theme park. 
There are limitations on where to set up the equipment, the 
size of the sets, on the light balance, and so on.
Though the cost of opening a booth is much less, the commis-
sion system used at the most commercial facilities reduces 
our gross margin. In addition, at the booth, we can focus only 
on the business process: 1. Draw 2. Sell 3. Earn. 
Opening a flagship store to share caricatures with the com-
munity at the best possible location was my long cherished 
dream. The current economic environment around Japan is 
not good. Our stores are also facing many economic difficul-
ties due to several reasons.
However, since it is now a difficult time, we would rather 
express the world of caricature at the place with no limitation 
and make the customers know and enjoy the value of it.

It was for these reasons, that I made up my mind to open the 
store here in Asakusa.
This store is located in the middle of Asakusa, the most fa-
mous tourist city in Japan. Our store functions as a place not 
only for drawing the customers, but also as a gallery to dis-
play the caricatures of people living and working in Asakusa.
Asakusa is the city where a number of artisans and mer-
chants live. Some of them manage well-established stores 
that have been open for over 100 years while others are 
managing the hidden famous stores which began and end at 
a owner’s life.
I visited these stores myself and got their permission to take 
a picture and draw them as a caricature. We are displaying 
these original drawings at the Asakusa store and also ask the 
owners to display a copy of the drawing at their stores as well.
By introducing each other’s stores, there will be a synergis-
tic effect and everyone will benefit. People will attract other 
people and the store will always be filled with everyone’s 
laughter. It is so wonderful that the whole city will be filled up 
with caricatures!
We are promoting our caricature business by collaborating 
with other nearby stores. For example, in Asakusa, there is 
a tour company that uses “Jinrikishas (rickshaws)”. In the old 
days, a “Jinrikisha” was a vehicle pulled by a human on foot 
to carry one or two passengers and was a common means of 
transportation. Today, they are used by guides giving tours of 
the city of Asakusa to the tourists. We have arranged a cross-
promotion with the “Jinrikisha” company. We have asked the 
driver of the “Jinrikisha” to advertise our store every time 

Opening of the 
 10th Shop  
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they pass in front of it and every passenger who visits us 
after using the “Jinrikisha” will receive a discount at our 
store. We will draw the customer on the “Jinrikisha” at the 
discounted price. At the same time, if one of our custom-
ers uses the “Jinrikisha” , they will be able to get on the 

“Jinrikisha” for  a discounted price. In addition, we are also 
planning to produce original products through a collabora-
tion with the nearby famous tempura restaurants.
At our store the artists sit by the window so that people 
who walk by the store can watch us draw, stop to see our 
techniques and get interested in caricature. At the Asakusa 
municipal hall located in front of our store, we are also hold-
ing caricature classes. Therefore, if one of our customers 
wants to join the school, he/she immediately can register 
for the school at our store. One of  the student benefits is a 
discount at our store, so they always come by the store to 
be drawn before the class. 

If our business focused just on tourists, our overall business 
would be a very small. But by adding value to our service 
and aiming to make the Asakusa store loved by the com-
munity, we believe that we can discover new possibilities for 
caricature. We want to make this flagship store our source 
to educate the public about caricature.
Followed by this, we want to activate this region and aim for 
making this a comfortable and happy city through caricature. 
This is our new shop’s concept and dream.

Kage Nakanishi was the 2007 Golden Nosey winner. He lives in Tokyo 
where he owns and operates Caricature Japan, a retail caricature and il-
lustration company. He was recently featured in a documentary for Tokyo 
TV, which included a look at his work in Cambodia. Please check out his 
website at www.caricature-japan.com  
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SHOWCASE

Jack Palance 
by Sundini (Robert Sundin, III)

Schwartzenator 
by Miguel Aguilar
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American Idol finalist, 
Siobhan Magnus
by Kent Roberts

Tom Hanks 
by Lars-Erik Robinson
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Woody Allen 
by Dan Springer

Granny & Grandpa
by Adam Pate



President: The chief executive of-
ficer of the association. He/She holds 
the responsibility of the general 
and active management of the af-
fairs of the association. Sees that all 
orders and resolutions of the Board 
of Directors are carried into effect.  

Vice President: Assists the Presi-
dent in the management of ISCA, 
heading up membership drive and 
assisting in the planning and opera-
tion of the annual convention. Ad-
ditional duties may include assisting 
with the quarterly publication, Exag-
gerated Features. The Vice Presi-
dent is also next in line to ascend to 
the office of President in case the sit-
ting President is unable to complete 
his or her term.  

Secretary: Attend all meetings of the 
Board of Directors and the members, 
record all votes and actions there 
taken, maintain the minutes or re-
cords of all proceedings, and perform 
like duties when requested by the 
Board of Directors or the President. 
The Secretary shall give, or cause 
to be given, notice of all meetings of 
the members and special meetings 
of the Board of Directors.  

Treasurer: The chief financial and 
accounting officer of the ISCA and 
shall have custody of all funds and 
securities, shall deposit all monies 
and other valuable effects in the 
name and to the credit of the Asso-

ciation, and shall keep full and accu-
rate records and books of account of 
the Association. The Treasurer shall 
perform these duties when requested 
by the board of directors or the Presi-
dent, including preparation of any 
accounting of financial transactions 
or proposed budget for ISCA.  

As mentioned in the current issue  
of EF, members are now choosing  
4 people to serve as the board of 
directors. The board of directors 
chooses who will serve the board as 
officers. In most cases, the board will 
select themselves for each office. It’s 
a little different than how we have 
done it in the past and it was strongly 
recommended by our attorneys who 
are following common law practices 
from most major non-profit trade 
organizations. This election will con-
clude at the annual business meeting 
during this year’s annual convention 
in Las Vegas. The new term will 
begin November 12th, 2010 and last 
until the next annual convention in 
November, 2011.  

Other than the Presidency and 
Treasurer, most of these positions 
are a minimal investment of your 
time, roughly a total of 5-15 hours 
a month. Most of the responsibility 
of the board members comes into 
play at the annual convention. These 
responsibilities include helping at 
registration and overall assistance at 
the event. Throughout the year, the 

President will call on the board mem-
bers for assistance in certain projects 
and overall decisions of the organi-
zation. So, if you think you can help 
ISCA grow, and have a few hours a 
month to spare, nominate yourself for 
a position! All new board members 
are guided through the operations of 
the organization and trained in their 
position. Show your support, join the 
board!  

Now that you’re interested in the 
prospect of supporting this tremen-
dous organization of ours, here’s 
what you do to submit your nomina-
tion:  

Submit your nominations on the fo-
rum in the nominations thread. Make 
sure your nomination is seconded. 
(Another member must post their 
support of your nomination) Then 
contact ISCA Secretary, Lorin Ber-
nsen, at secretary@caricature.org. 
Nominations must be made no later 
than September 1st, 2010 to qualify 
for the 2010-11 election.  

A ballot will be printed in the pre-con-
vention EF for all members to vote 
on and mail back to the Secretary 
by the voting deadline. The top 4 
members receiving the most votes 
will become board members. Those 
members who do not make the vot-
ing deadline may still cast their ballot 
in person at the annual convention 
during the annual business meeting. 

Paraphrased from the new iSCA Bylaws:

The Board of Directors shall be comprised of no fewer 
than four (4) Directors. The Directors shall be elected 
annually at the Annual Member Meeting, by the affirma-
tive vote of a majority of the Voting Members, provided 
that a quorum is present. Directors shall be at least 
twenty one (21) years of age but need not be residents 
of the State of Texas. Each Director must be a Voting 
Member of the Corporation. No person may serve as a 
Director if such person has been convicted of a felony 
in their country of citizenship unless otherwise ap-
proved by the Board of Directors.

The Officers of the Corporation shall be chosen by the 
Board of Directors and shall consist of a President, a 

Vice President, a Secretary, and a Treasurer. No two (2) 
or more offices may be held by the same person. Each 
Officer must be a Voting Member of the Corporation. No 
person may serve as an Officer if such person has been 
convicted of a felony in their country of citizenship, 
unless otherwise approved by the Board of Directors. 
Any existing member of the Corporation who has a 
membership in good standing for a minimum of 1 year 
is eligible to serve as an Officer except for the office of 
President. The President must be an existing member 
of the Corporation with a membership in good standing 
for a minimum of 2 years.

Below is a description of each officer position made up 
of or chosen by the board of directors:

Call for Nominations 
for the iSCA Board of Directors



922 W. Drayton Street
Ferndale, MI 48220 USA

Alexis Park Resort

Las Vegas, Nevada
www.alexispark.com

Before Sep. 01, 2010: 
Members $175, Guests $99

November 7th-12th

2010
Convention

guest of honor

Bill Plympton
www.plymptoons.com

Registration fees

Rooms at this all-suite, non-
gaming resort start at only 
$89/night. Call 800-582-2228 
and mention iSCA for the 
group rate discount.

On or after Sep. 01, 2010: 
Members $250, Guests $99


