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Welcome to latest issue of Exagger-
ated Features. This is the first printed 
issue since the post con issue earlier 
this year. So I am sure you have all 
been waiting patiently. I know some 
of you don’t like the digital issues. 
But it allows us to bring you more 
content and timely information 
more quickly. For example: once all 
the information has been compiled, 
proofed, laid out and the file for a 
printed issue is finalized and leaves 
my computer, it takes another three 
weeks to have it printed, assembled, 
shipped, addressed and in the mail. 
So by the time it gets to you, the 
content is over a month old. But I 
too like the smell, look and feel of 
ink on paper. It is a thrill for all the 
senses!

So let’s take a look at what you can 
find in this issue.

We get you as prepared as possi-
ble for the upcoming convention. 
Included are the tentative schedule 

and descriptions of all the seminars 
and all other info at the time of 
printing. Be sure to check the ISCA 
members Facebook page for all the 
latest information.

This year we have two guests of 
honor: Anthony Geoffroy and Ma-
ria Picassó i Piquer (and that is the 
correct spelling of her name). They 
answer lots of questions and share 
some artwork with us.

For all you newbies who are worried 
about what to expect, we have an ar-
ticle on page 14 that will answer some 
of your questions. Otherwise, it’s a 
good idea to review the Con Rules 
and Regulations printed on page 6 
and the tentative schedule and semi-
nars on page 8. If, after reading those, 
you have even MORE questions, fear 
not! Cory Lally will be offering a Con 
101 Bootcamp on the first full day 
of the convention which will get all 
new arrivals up to speed on what will 
happen over the next few days. 

Also, Bippy is kicking off a new 
feature called “What’s in Your Bag?” 
giving us a glimpse into what is in 
that magical tote. We have an article 
about up and coming YouTube 
personality and talented artist Stan 
Prokopenko. His successful art tu-
torials recently got him recognized 
by Forbes.com. And we have some 
advice from fellow caricature artist 
Kathy Rose. It’s perfect for those 
who may feel a little timid about 
putting their artwork on the walls at 
the convention for everyone’s ap-
proval. And yes, they will be judging 
you. Everyone will be judging you.

I think that covers it. If you have 
any questions, there will be tons of 
answers once you get to the hotel. 
Until then, happy planning!

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

The cover
Each year, for the PreCon issue, we ask the Guest of Honor if they have a 
piece they would like us to use for the cover. This year, the cover is by Maria 
Picassó i Piquer.   She sent me several illustrations, but this was the winner 
for me. See more of Maria’s works in Cory Lally’s interview with her and An-
thony Geoffroy on page 16. ef

From the editor
Caricature by Court Jones
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A word or two          
  from the Prez

Matt Zitman
President

Hello, I.S.C.A. Members! 
The 25th annual In-
ternational Society of 

Caricature Artists Convention is 
almost here!! And wow are we 
excited to show you what we 
have lined up for it. To start, we 
will be celebrating the amazing 
accomplishment of having 25 
conventions and this will be our 
silver anniversary! This is our 
first time in Phoenix, Arizona, 
and the San Marcos Resort 
looks stunning. There is an arti-
cle that lists some fun things to 
do in the area. I also hear there 
is a brewery next door if you’re 
into that kind of thing :).

We are pulling out all the stops 
and giving you the best guest 
lineup of speakers we could 
imagine. Our headliners, Maria 
Picassó i Piquer and Anthony 
Geoffroy, will be giving amaz-
ing seminars about their work 
and special live demonstrations 
for gold members. You get to 
hear some of their thoughts 
about caricature and influences 
in this magazine as well. And If 
those two weren’t enough, we 
added a boatload of amazing 
speakers to pack the week. We 
have 4 different Golden Nosey 
winners returning and giving 
presentations this year, and 
they are Tom Richmond, Kage 
Nakanishi, Joe Bluhm, and 
Stephen Silver! Our lineup also 

includes seminars from Mar-
cus Sakoda, A.J. Jenson, Stacy 
Pierce, and the return of Art 
Fight! Check out the attached 
schedule and prepare for a 
week packed full of memorable 
talks and interactions.

This convention will have a lot 
of amazing content and will be 
packed with incredible talent 
from all over the world. I can’t 
wait to see the art created that 
week. We have some surprises 
to unveil both in this article and 
the convention itself. We will 
be starting two new categories 
for artwork this year. First will 
be Outstanding Group Com-
position, where the best use of 
group composition will earn a 
prize. Second, will be the Out-
standing Collaboration category 
that will be shared between 2 
or more artists that work on a 
single piece. We are stoked to 
bring these to the convention. 
This will help so you can start 
game planning for your wall if 
you choose to do so.  

I must give a big THANK YOU 
to my fellow board members: 
Chris Moore, Ali Thome, Cory 
Lally, and Tom Faraci! These 
artists have been a pleasure to 
work with over the past year. 
They have put in lots of time 
and spent a lot of hours email-
ing, promoting, designing, 
and everything else that goes 

along with being on the board. 
I would also like to thank CeCe 
Holt, our business manager, for 
her tireless effort  to wrangle 
up all the members, keep them 
current and engaged, as well as 
help create and plan the con-
vention. And Debbo Burmeister 
for continuing to deliver mag-
azine after magazine of great 
content! You guys rock!

As I look back at the past few 
years’ Pre-con issues, I no-
ticed a trend that I am going 
to stop this year. As president 
of this wonderful organization 
I will NOT be stepping down. 
There are still some things I’d 
like to get done and bring to 
the group I love so much. And 
I know the board is excited to 
continue on expanding what 
we have built these previous 
years. So with that being said, 
I really hope this issue gets you 
hyped up for anther wonderful 
convention. I can’t wait to see 
you there!!!!

Matt Zitman

President of the International  
Society of Caricature Artists

Instagram@zitman
iscaprez@gmail.com 

https://www.instagram.com/zitman/


Click below  
for more info!

Click below  
for more info!
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To register for 
the convention

To book a room at the 
convention hotel

Featuring Special Guests

Anthony Geoffroy Maria Picassó i Piquer

 25th Annual ISCA Convention
November 13th-18th, 2016

Crowne Plaza Resort Phoenix - Chandler Golf Resort

http://caricature.org/annual-Convention
https://www.ihg.com/crowneplaza/hotels/us/en/reservation/book?qRef=df&qRpn=1&qChld=0&qSrt=sBR&qSHp=1&qSmP=3&qGRM=0&qSlH=phxqq&qRms=1&srb_u=1&qAdlt=1&qPSt=0&qRtP=6CBARC&qCiMy=102016&qHtlC=phxqq&qCoD=19&qCiD=13&qGrpCd=VPQ&qCoMy=102016&qRRSrt=rt&qRpp=12&qBrs=hi.ex.rs.ic.cp.in.sb.cw.cv.6c.vn.ul.ki&qWch=0&method=redirect&icdv=99801505#roomratestitle
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HOTEL INFORMATION
Crowne Plaza San Marcos Golf Resort

One N. San Marcos Place, Chandler, Arizona 85225 

Call the Group Reservations Department: 
1-480-812-0900
Be sure to mention discount code “VPQ” for 
our group rate of $119/night

Register by 10/15/16 to get the ISCA  
discounted rate!

The ISCA Convention Package includes:
• Heated outdoor pool and whirlpool
• Complementary self parking
• Complementary Internet in guest 

rooms
• USA Today
• in room coffee and tea
• in room bottle of water
• on site fitness center

• up to 2 hours per day tennis court 
access

• Complementary shuttle within 5 miles 
of the resort (scheduled drop-off or 
pickup for a specific time and location 
is subject to a $25 one-way fee and 
should be scheduled in advance.)

REGISTRATION INFORMATION 
HOW TO REGISTER ONLINE WITH A CREDIT CARD

Send payments to:
ISCA Manager 
5110 NE 45th St
Kansas City, MO 64117
USA

Early Registration- Member  
$225 (until 11:59pm on 8/31/16) 
Admission to all seminars, ice breaker reception, and awards 
banquet. Includes gallery space in the ballroom, voting rights 
and a convention T-shirt. 

Regular Registration- Member       
$270 regular registration (9/1/16- 11/1/16) 
$300 at the door  
Admission to all seminars, ice-breaker reception, and awards 
banquet. Includes gallery space in the ballroom, voting rights 
and a convention T-shirt. 

VIP Registration- Gold members option 
$285 early registration (until 11:59pm on 8/31/16)  
$330 after 8/31/16 
Allows Gold members to attend the convention and the VIP 
night. Admission to all seminars, ice-breaker reception, VIP 
night and awards banquet. Includes gallery space in the ball-
room, voting rights and a convention T-shirt.  
(Gold members can choose regular registration and still get 
extras in goody bags.) 

Guest Registration     
$160 guest registration, regardless of registration date 
Guests receive entrance to the ballroom, the ice-breaker re-
ception, and the awards banquet. Includes a convention T-shirt. 
(does not include seminar admission.)

Day Pass- Monday - Thursday $60 
Day Pass holders receive entrance to the seminars and ballroom, 
on the day that the pass is valid. Day Pass: Good for one day,  
Monday through Thursday.

Day Pass- Friday  $100 
Day Pass holders on Friday, 11/18 receive entrance to seminars 
and to the Awards Banquet.

Friends & Family Pass   $20 (until 11/18/2016) 
Allows the guest of a paid member entrance into the ballroom for 
the day of the pass only. Must be escorted by the ISCA member 
at all times. (nothing else): $20 per person per day from Monday 
through Thursday (this does not include the ice breaker or the 
Awards Banquet night.)

Gold Member- VIP Guest Pass $85 (until 11/16/2016) 
ISCA Gold Members may purchase a guest pass to the VIP Event.

ISCA CONVENTION REFUND POLICY

100% of your registration fee will be refunded if you cancel by 9/1/16
75% of your registration fee will be refunded if you cancel by 10/1/16
50% of your registration fee will be refunded if you cancel by 10/15/16

You also have the option to carry over your registration fees to the  
2016 convention by contacting the ISCA Manager. 

AIRPORT INFORMATION
Phoenix Airport (PHX) - 19 miles away

Go to http://caricature.org/annual-Convention  
and click the “Register” button.
Simply fill out the form , choose the pass you need and you’ll be 
directed to PayPal, and you can pay with MasterCard, Visa, American 
Express, or Discover! 
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ISCA 2016 ANNUAL 
COMPETITION 

RULES & PROCEDURES
Once again, each competing artist will be required to agree to the rules and 
procedures below if they wish to compete. All of the rules and procedures are printed 
here so that everyone has ample time to read through them before the convention. 
Please review and contact President Matt Zitman at iscaprez@gmail.com if you  
have any questions. 

REGISTRATION AND BADGES: All 
Convention attendees will be given a 
name badge at registration, which must 
be worn AT ALL TIMES during the week. 
Each individual’s registration fee must 
be paid in full before they can receive 
a name badge. ONLY those individuals 
with name badges will be allowed into 
the competition ballroom and seminar 
rooms during the Convention. There are 
three (3) types of Convention attendees: 
PROFESSIONALS, GUESTS, and GOLD 
MEMBERS. PROFESSIONALS who 
have registered for the full Convention are 
assigned a competition number, which 
allows them to vote on and participate in 
any (or ALL) of the various competitions. 
In addition, these individuals are entitled 
to a free T-shirt and goody bag. Due to 
space limitations within the competition 
ballroom, professional artists who have 
registered on a day-to-day basis will NOT 
be assigned competition numbers. They 
also will not receive a T-shirt and goody 
bag. GUESTS will receive unlimited 
access to the competition ballroom, and 
a convention T-shirt. Guests, along with 
professional artists who have registered 
on a day-to-day basis, are more than wel-
come to create artwork at any time during 
the Convention, but they are not allowed 
to compete, vote, or display their artwork 
in competitive spaces within the compe-
tition ballroom. GOLD MEMBERS will 
receive different perks that are unique to 
each convention that may include (but not 
guarantee) exclusive goody bag items, 

reserved seating for seminars, alternate 
or exclusive t-shirts, and more.

COMPETITION ROOM SETUP: With 
the exception of Board Members and 
certain volunteers, no competing artists or 
guests will be allowed to enter the com-
petition ballroom before the posted time 
for opening the room to attendees. Any 
members or guests who leave any items 
in the competition room or set up their 
materials prior to the posted starting time 
will have their materials removed from the 
room until all other competing artists have 
selected their space. Each competing 
artist will select an area of the competition 
ballroom to be their work area for the 
duration of the competition. Space is on a 
first-come, first-served basis. All attend-
ees are responsible for their own artwork, 
supplies and any other belongings they 
bring into the competition room. The ISCA 
Board of Directors, its working staff, hotel 
staff or volunteers are not responsible for 
any lost or stolen items during the annual 
Convention. Take caution in leaving 
anything in the convention hall unattend-
ed. The board tries its best to monitor 
the room but it is your responsibility to 
keep your items secure and safe. Please 
be conscious of your surroundings and 
other artists areas of work. All art sup-
plies, materials, and personal belongings 
MUST be removed from the competition 
ballroom by the morning of the Awards 
Banquet. Any such items left in the room 
by this time will be removed by the Board 

Members in a hurried and disorganized 
fashion.

CREATION OF ARTWORK: ONLY those 
individuals who have registered for the 
full Convention as professional artists 
will be assigned competition numbers 
and allowed to compete, vote, or display 
their artwork on the competitive wall 
space within the ballroom. This excludes 
registered guests, professional artists 
who have registered on a day-to-day 
basis, paying vendors, and the general 
public. Any artwork found on a competi-
tive display which was created by anyone 
other than a competing artist will be 
promptly removed by a Board Member. 
The awards competition takes place over 
four days, and all artwork to be consid-
ered for judging MUST be created during 
that time, and inside the designated 
competition ballroom. Any individual piece 
of art which is found to have been created 
outside these parameters will be removed 
from display and disqualified from the 
competition. The award winners will be 
determined by a straight vote via ballot, 
open to all professional attendees who 
have registered for the full Convention. 

COMPETITION NUMBERS: All compet-
ing artists will be assigned competition 
numbers (found on their name badges), 
and must clearly label all artwork dis-
played during the competition with their 
assigned number, as well as labeling 
each individual piece of artwork with its 
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own number for final competition voting 
reference. Artists are required to use 
NUMBERS, rather than LETTERS OR 
SYMBOLS, to identify each individual 
piece. Use of letters to identify an individ-
ual piece of art will result in the disqual-
ification of that piece. If the ISCA Board 
finds a certain piece of art to be improper-
ly numbered, the creator of the piece will 
be notified and given the opportunity to fix 
it before judging begins. 

COMPETITION SPACE: All compet-
ing artists are allotted a relatively equal 
amount of space on the walls of the 
competition ballroom. Artists must use 
blue painter’s tape (provided by the ISCA 
Board) to display pieces on their walls. All 
2-D art displayed during the competition 
MUST be contained within each artist’s 
allotted competition space. The edges of 
the artwork are allowed to touch, but not 
exceed, the blue tape which separates 
each space. One artist’s use of another 
artist’s competition space in addition to 
their own is NOT permitted. 3-D artwork 
will be displayed on its own designated 
table. Each piece of finished 3-D artwork 
cannot exceed 8 cubic feet (0.23 cubic 
meters) in size. If the ISCA Board finds 
a certain piece of art to be in violation of 
space requirements, the creator of the 
piece will be notified and given the oppor-
tunity to either modify or remove it before 
judging begins.  

OTHER COMPETITIONS: For the STU-
DIO COMPETITION, artwork must be no 
larger than 14 inches (35.56 centimeters) 
in width or 18 inches (45.72 centimeters) 
in height. 2-D submissions for this compe-
tition MUST be reproductions–no original 
artwork, please! If submitting a 3-D piece 
for the Studio Competition, then original 
artwork is perfectly acceptable. For the 
LIKENESS COMPETITION, the size 
should also be no larger than 14 inches 
(35 centimeters) in width or 18 inches 
(45 centimeters) in height, and should 
be rendered ONLY in black and white 
(with shades of grey, if desired). Artists 
participating in the Likeness Competition 
are prohibited from adding bodies/gags 
to their drawings. Head and shoulders 
ONLY. The focus of this particular com-
petition is getting really great LIKENESS 
while maintaining the defining qualities of 
caricature. For the Speed Competition: 

Paper should be no smaller than 5½ x 
8 inches (14 x 20 cm). Sketches in the 
Speed competition are to be rendered in 
a black & white medium ONLY and must 
include a head with neck and shoul-
ders. “Floating heads” and/or the use of 
color will disqualify a piece immediately. 
Judging in the speed competition will also 
consider the likeness of sketches, their 
use of caricature elements, and overall 
sketch quality. For the Portfolio Compe-
tition: Portfolios should be no larger than 
16 x 22 inches (40 x 55 cm). 

CONTENT OF ARTWORK: All cari-
catures on display in the competition 
ballroom must use Convention attendees 
or their guests as subjects (no celebrities, 
please). While the ISCA Board encourag-
es the creation of humorous, thought-pro-
voking, insightful, and inventive artwork, 
we ask that each competing artist refrain 
from excessive use of adult language, 
pornography, or subject matter which 
could be considered vulgar, lewd, profane 
or highly offensive to any individual ISCA 
member or to the group as a whole. In 
other words, please keep it reasonably 
clean, and please keep editorial com-
ments about your models in good taste. 
The ISCA Board Members reserve the 
right to determine whether or not any 
piece of artwork on display is inappro-
priate or in poor taste. Such caricatures 
are not to be placed on the competition 
walls, posted elsewhere, or be distributed 
for viewing by the Convention attendees 
or the public. If the ISCA Board deems 
a certain piece of art inappropriate or in 
poor taste, the creator of the piece will be 
notified and given the opportunity to either 
modify or remove it before judging begins. 

JUDGING OF ARTWORK: All art sup-
plies and materials must be moved away 
from the walls of the competition ballroom 
by no later than one hour prior to the 
judging of artwork. It is not necessary to 
put everything away completely; items 
just need to be away from the walls. This 
will make it much easier for everyone to 
walk along the perimeter and move freely 
about the room while voting. All compet-
ing artists are responsible for moving their 
own materials. Any art supplies which are 
too close to the walls at one hour prior to 
judging will be moved by the Board Mem-
bers in a hurried and disorganized fash-

ion. All competing artists must also leave 
the competition ballroom by this time, with 
the exception of ISCA Board Members 
and a select Survey Committee, who 
will then inspect the displayed artwork in 
search of any possible violations. Artists 
who are found to have artwork displayed 
which violate any of the rules stated 
above will then be notified and given the 
opportunity to either modify or remove 
their artwork before judging begins. 

SELLING OF MERCHANDISE: Anyone 
wishing to sell merchandise during the 
Convention must pay for a vendor table, 
which may be purchased prior to the 
Convention, or at the registration table. 
The term “merchandise” refers to items 
like art materials, books, or electronic 
items (in amounts greater than 5 units). 
Individual sales transactions out of a large 
bag or suitcase within the competition 
room are NOT permitted. Any Convention 
attendees caught selling merchandise 
without having purchased a vendor table 
will be required to pay a minimum fine of 
$50.00 USD. 

GENERAL CONDUCT: All competing 
artists who attend the ISCA Annual 
Convention want to be free to work on 
their caricatures within a uniquely creative 
atmosphere. For this reason, we ask 
everyone to please be courteous of their 
fellow artists throughout the week while 
inside the competition ballroom. As this 
event grows larger and larger every year, 
excessive noise, harassment, or unruly 
conduct by one or several individuals can 
really ruin the whole experience for the 
rest of the group. If you are listening to 
music, please either use headphones or 
keep it at a reasonable volume so as not 
to disturb others who might be sharing 
your working area. Consumption of alco-
hol is not prohibited or discouraged, but 
please keep drinking discreet in consider-
ation of fellow attendees. If you have had 
too much to drink, please remain outside 
the competition room so as not to disturb 
the other artists who are working there. 
Any Convention attendee who is found to 
be in violation of these rules of conduct 
will first be given a single warning by an 
ISCA Board Member, and then escorted 
from the competition ballroom if unruly 
behavior is not corrected. ef
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Anthony Geoffroy 
Anthony will be doing a brief presentation about him, his job, 
his approach to caricature, and his hardware, all while showing 
examples of the creative process of his drawings commenting 
on the first sketches to final design! He will show a few videos on 
the background process and field questions as well.

Maria Picassó i Piquer:
“Designing a Caricature.” Maria takes us on a journey through 
her process in crafting a studio caricature. She’ll speak on how 
different fields of design (from character design to graphic, even 
house planning) influenced her and how to apply this to your 
own style.

2016 convention seminars 

Joe Bluhm
Learn exactly how caricatures and 
storyboarding collide in this wonderful 
seminar by the amazing Joe Bluhm! 
Follow his path as an artist and where it 
has taken him, and learn how to apply 
your skills as a caricaturist to the world of 
storyboarding.

AJ Jenson:
A 101 seminar centered around how to 
keep improving as an artist by taking 
risks, the problem we face with our 
own confidence, how to keep feeling 
inspired to improve yourself as an 
artist, and the rebellion towards society 
caricature creates.  A lesson on how to 
keep yourself improving, inspired, and 
having fun as a caricature artist.

Cory Lally
No longer will first-year attendees get 
left behind in the dust of veteran mem-
bers! From rules to categories, from 
traditions to contests...learn everything 
you need to know going into the con-
vention in this 101 on the con itself.



Stacy Pierce
Stacy will be talking about how she got 
started working with clay, as well as her 
process from start to finish! Get a peek 
at the new projects she’s working on, 
as well as a recap on some of the older 
sculptures she’s made. Even if you’ve 
never sculpted before or have ZERO 
interest, you should still hang out! It’ll be 
a fun laid back look at how to transform 
your 2-dimensional caricatures into a 
super rad 3-dimensional piece! So grab a 
drink, bring some snacks and get ready 
to have a blast at this year’s 3D work-
shop! Clay will be provided by Polyform.

Tom Richmond
Humorous illustrator Tom Richmond 
takes a look at how caricature and 
illustration work together, both in 
freelancing for various clients and in the 
pages of MAD Magazine. Learn how to 
translate your live caricature skills into 
freelance illustration.

Stephen Silver
This seminar covers the importance of 
practice, persistence, patience, passion, 
concentration, and much more. This is 
a great opportunity to watch and learn 
from Stephen’s experiences and tech-
niques for creating appealing, energetic 
character designs. Participants will 
learn useful techniques, how to stimu-
late creativity, solve problems, and be-
come better decision makers, to guide 
them through their artistic journey.

Marcus Sakoda
Join Marcus as he steps you through his 
digital speed painting process.  Marcus 
will show you the shortcuts he uses and 
how he has his workspace set up for 
efficient painting.  Marcus uses Photo-
shop, but the techniques he uses can be 
applied to any digital painting software.

Kage Nakanishi
Kage shares with us how ISCA changed 
his life with new friendships, skills, and 
techniques. Follow him as he tells his 
story, from his first convention in 2003 
all the way to his current success in both 
art and business!
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Walking Distance
Many of the convention attendees won’t 
have a vehicle during their stay. But not 
to worry. There are plenty of places to 
eat and hang out in the area immediately 
around the hotel. Here are just a few of 
them.

Downtown Chandler Cafe & Bakery 
40 S San Marcos Plaza 
Get breakfast and lunch here. About 1 
block from the resort. Hours 7:00am - 
3:00pm

Murphy’s Law 
58 S San Marcos Plaza 
Irish Pub with live music. Around the corner 
from the resort. Hours 11:00am - 12:30am

San Tan Brewing Company 
8 S San Marcos Plaza 
Pub food for lunch and dinner. Across the 
street from the resort. Breakfast served 
Fri.- Sun. only. Hours 11:00am - 12:30am 
Mon-Thu. and 8:00am - 1:00am Fri.- Sun.

Ice Cream Sammies 
135 W Boston St. 
Ice cream and hand made ice cream sand-
wich creations and cookies. Two blocks 
from the resort. Hours 11:00am - 9:00pm

Getting Around
The Phoenix metro area is spread out with 
suburban housing developments that 

stretch for miles and miles of single family 
homes. Public transportation in Phoenix is 
not efficient. There is a bus system that is 
rarely on time, if it shows up at all. There is 
a surface rail system that goes from down-
town Mesa to a rough area of Phoenix. 
But it does not run near the Crowne Plaza 
Resort. $3.50/day pass for either.

Uber is available in Phoenix and suburban 
areas.

The general consensus is you must have 
independent transportation as the city is 
not walking friendly and downtowns are 
small. I choose a motorcycle. If you’d like 
to do that, here’s an option to rent one 
during your stay.

AZ Funtime Rentals 1215 N Scottsdale Rd. 
Tempe, AZ 85281

Call Jerry (owner) at 480-968-2522 to 
reserve a bike or find more details. Must 
have motorcycle endorsement on your 
license or from your country. 
Prices start from $89/ day + tax & insur-
ance 
Doesn’t put a $2000 hold on your credit 
card.

EagleRider 1000 N McClintock Dr, Tempe, 
AZ 85281 
From $149/day, 3 days at $133/day 
Jason Lyman is the shop manager  
480-905-9397

Hertz Rent-a-Car office is inside the 
Crowne Plaza Resort if you prefer a vehicle 
with more than two wheels.

Below are places to eat, drink, hike and 
visit, around the Phoenix metro area. Also 
included are some popular spots farther 
away, but worth the time.

Coffee Shops
Giant coffee 
1437 N 1st St. Phoenix, AZ 85004

This coffee shop is right across the street 
from the Phoenix Art Museum, north of 
downtown Phoenix.They also serve food. I 
recommend the breakfast burrito.  
Free wi-fi.

Cartel Coffee Lab (2 locations) 
225 W University, Phoenix, AZ 85281 
Bicycle themed. I recommend the toddy. 
In Tempe by the hangouts, comic shops, 
skate shops and made-expensive second 
hand stores. Free wifi.

7124 E 5th Ave. Scottsdale 85251 
In Scottsdale’s Old Town which has a 
lovely/fancy arts district mixed in with 
souvenir shops and mass produced art 
galleries. The artists are usually in there on 
third Thursdays.

Jobot 
918 N 5th St. Phoenix, AZ 85004 
You can literally start a friendly conversa-

Things to 
do in 

Arizona 
(besides draw)

by  Dianne Nowicki
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tion with anyone in this coffee shop. I met 
my sweetheart here. The floor creaks and 
the bathroom is very close to guest seat-
ing. But the parking is superb. There are 
walkable art galleries nearby and the fa-
mous Tammie Coe cupcakes if you want to 
get “American fat” as quickly as possible 
in the most heavenly way. It is a chamber 
of the still beating heart of the Roosevelt 
arts district. The Made Art Boutique is 
there and has fun, fun, fun trinkets that 
you can fit in a pocket of your jacket and 
take with you, and a TON of art magazines. 
They have savory cupcakes that taste like 
thanksgiving stuffing. Ask the barista 
what their favorite is and you won’t be 
disappointed. I believe there is currently an 
orange mocha on the menu. Free wifi.

Food/Drink 
If you’re fully charged with caffeine and 
looking for lunch or dinner, here are some 
local spots I visit repeatedly even though 
there are new ones I could probably try 
out.

Filibertos 
1050 W Chandler Blvd, Chandler, AZ 85224 
Fast Mexican food chain with locations all 
over the valley.

Thai Rama Chandler 
2040 W Chandler Blvd, Chandler, AZ 85224 
They close at 10:00pm. Good size portions.  

India Oven 
5204 1315 S Gilbert Rd. Mesa, AZ 85204 
I recommend this place because they offer 
an all you can eat buffet that is partially 
vegetarian and low fat. It’s about $13, nice 
and dark. And the food is spicy. Although 
it’s kind of far from Chandler.

Los Reyes de la Torta (a Mexican sand-
wich shop) 
1528 East Southern Avenue, Tempe, AZ 
85282 
Recommended by a friend

Via De Los Santos 
9120 N Central Ave, Phoenix, AZ 85020 

My favorite restaurant in the world! 
Famous for margaritas. About a 35 minute 
drive from the resort. There are velvet 
paintings on the wall, bright, caked-on 
paint, great staff, spicy salsa, loads of 
beans, 8000 kinds of yum. On Sundays 
there is a live mariachi band playing for 
tips! The sopapillas are okay, but the din-
ner won’t leave room for them anyway.

Here are some fancy places:

The Vig Uptown  
6015 N 16th St, Phoenix, AZ 85014 
Tavern with food, drinks, live music, and 
games. Also open for breakfast and lunch.

The Vig Downtown  
606 N 4th Ave, Phoenix, AZ 85003 
Tavern with food, drinks, live music, and 
games. Also open for breakfast and lunch.

Southern Rail  
300 W Camelback Rd, Phoenix, AZ 85013 
American classics with a Southern twist.

Postino  
302 N Gilbert Rd #102, Gilbert, AZ 85234 
Italian bistro with large wine selection.

Culinary Dropout  
5632 N 7th St, Phoenix, AZ 85014 
Gastro pub.

Old Town Scottsdale area  
4101 N Scottsdale Rd, Scottsdale, AZ 
85251

Kierland Commons 
15205 N Kierland Blvd #150, Scottsdale, 
AZ 85254 
Upscale outdoor shopping and chain 
restaurants.

Bars (all open until 2:00am)
Casey Moore’s Oyster House 
850 S Ash Ave, Tempe, AZ 85281 
College kid hangout. Beer, beer, beer. 
Fried, fried, fried. Loud music, fun, tons of 
seating, fabulous parking.

T&T Roadhouse Bar 
2915 N 68th St, Scottsdale, AZ 85251 

Excellent biker bar.

Bikini Lounge 
1502 Grand Ave, Phoenix, AZ 85007 
The bar that sometimes has DJs, nice 
cocktails. CASH-ONLY! 
On Grand Avenue, in the arts district. 
Art friends are here a lot. Great people 
watching.

Sip Garage 
3620 E Indian School Rd, Phoenix, AZ 
85018 
They took a Jiffy Lube and turned it into 
a bar. My friend Adam recruits local mu-
sicians to get up and sing and play guitar 
on the last Monday of the month. Highly 
recommended. Lots of beer choices, local 
brews, excellent food menu. Parking is 
extraordinarily limited here.

Breakfast
Hangar Café Chandler 
1725 E Ryan Rd 85286 
Breakfast on the tarmac of a small airport 
(my favorite). 10 minute drive from resort.

Joe’s Farm Grill 
3000 E Ray Rd, Gilbert, AZ 85296 
They grow what they serve. 15 minute 
drive from resort.

Art/Museums
On the first and third Fridays and all week-
ends, galleries are open on a walk-in basis. 
Museums have regular hours.

Phoenix Art Museum (Free on Wednes-
days) 
1625 N Central Ave, Phoenix, AZ 85004 
Our city’s art museum has a great collec-
tion of contemporary works, a fashion 
section, Asian art, and a good selection of 
European works.

Scottsdale Museum of Contemporary Art 
(Free on Thursdays) 
7374 E 2nd St, Scottsdale, AZ 85251

Gallery {9} - Phoenix

Eye Lounge - Phoenix
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R Pela Gallery - Phoenix

Calvin Charles gallery - Scottsdale

Willo North Gallery - Phoenix

Heard Museum – Native American cultur-
al museum

Deer Valley Petroglyph Preserve – AZ 
Wildlife and rock drawings 
3711 W Deer Valley Rd 
Phoenix, AZ 85073

Musical Instrument Museum 
4725 E Mayo Blvd, Phoenix, AZ 85050

Museum of Natural History 
53 N Macdonald, Mesa, AZ 85201

Rawhide 
5700 W N Loop Rd, Chandler, AZ 85226 
Western town and steakhouse with 
cowboy actors and gift shops. Entrance is 
free, but you can purchase tickets to fake 
gun battles.

Martin Auto Museum 
7641 N Black Canyon Hwy. Phoenix, AZ 
85023 
Classic American cars.

Arcosanti 
13555 S. Cross L Rd. Mayer, AZ 86333 
A sculptor popular in the 70’s that makes 
metal bells made an ecologically conscious 
compound which you can tour.

Outdoors/Hiking
Tempe Town Lake 
Here you can visit the Tempe Center for 
the Arts, take a paddleboard or kayak 
on the water or just enjoy the nice 2 mile 
walk around the lake’s edge. There is a 
boathouse to rent out a scull if you enjoy 
rowing. Nearby is “A Mountain” (for Arizo-
na State), which is a short and steep hike 
with great views.

Echo Canyon Trailhead 
N Echo Canyon Dr, Phoenix, AZ 85018 
This trailhead at Camelback Mountain has 
very little parking, is a steep and crowded 
hike.

Piestewa Peak Trailhead 
7232 N Squaw Peak Dr. Phoenix AZ 85016 
South Mountain/ Pima Canyon 
9904 S 48 St 85044

Be sure to go to the Hidden Valley. It’s 
a neat canyon, but there are bees that 
swarm there.

Papago Park 
625 N Galvin Pkwy, Phoenix, AZ 85008 
Hiking, biking, golf in a rocky area right in 
the middle of the Phoenix metro area. The 
Phoenix Zoo is here as well.

Day Trips
Jerome, AZ 
Very small biker town. 2 hour 15 minute 
drive north of Chandler.

Tombstone, AZ 
Old West town that was the site of the 
famous shootout at the O.K. Corral with 
Wyatt Earp. 2 hour 30 minute drive south 
of Chandler.

Flagstaff, AZ 
Town at a high elevation with skiing and 
lots of pine trees. 2 hour 45 minute drive 
north of Chandler.

Sedona, AZ 
Town and artist community with striking 
red rock formations and power vortex 
centers for spiritual exploration. 2 hour 30 
minute drive north of Chandler.

Tortilla Flat, AZ (nearest day trip to the 
resort) 
Small outpost in the hills east of Phoenix. 
It’s the last surviving stagecoach stop along 
the old Apache Trail. On the way there, it’s 
a beautiful scenic drive amongst hills, can-
yons, cliffs and Arizona’s famous saguaro 
cactus. 1 hour drive east of Chandler.

Along the way to Tortilla Flat on SR-88, 
stop by Goldfield Ghost Town, a touristy 
but fun re-creation of an Old West Town.

The Grand Canyon 
If you’re going to hike it, the Bright Angel 
Trail is hot and sunny with few plants, no 

shade and sweeping canyon views. The 
trails are busy and you have to keep 
moving. No sitting. The Kaibab Trail has 
lots of shady trees, places to sit, friendly 
squirrels and is usually crowded. But plants 
can block the views sometimes. If you plan 
make it all the way down, be sure to have 
saved a bed or camp spot at Phantom 
Ranch where they serve a bean chili at 
night, and a simple breakfast. Spots fill 
months in advance. 3 hour 45 minute drive 
north of Chandler.

Grand Canyon National Park (North Rim) 
N Kaibab Trail, North Rim, AZ 86052 
Don’t go rim to rim in a single day. It’s 
dangerous and people die every year 
trying it. There’s no water available except 
at Phantom Ranch, the CO river, and other 
hikers. Be prepared. (You cannot drive 
easily to the North Rim from Phoenix. You 
must hike there from the South Rim).

Havasu Falls 
A beautiful and remote water feature that 
is a 10 mile hike from the nearest parking. 
West of Grand Canyon Village. Over 4 hour 
drive from Chandler.

Art Supplies!
As of press time, there isn’t anyone selling 
art supplies at the convention. But there 
are three big art stores within close driving 
distance. They are all in the area surround-
ing Arizona State University in Tempe.

Jerry’s Artarama 
4421 S Rural Rd #1-3, Tempe, AZ 85282 
17 minute drive from resort.  
Hours: 10:00am - 7:00pm

Blick Art Materials 
930 E University Dr, Tempe, AZ 85281 
19 minute drive from resort.  
Hours: 9:00am - 7:00pm

Arizona Art Supply 
Southern Palms Shopping Center, E 
Southern Ave #13, Tempe, AZ 85282  
17 minute drive from resort.  
Hours:9:00am - 6:00pm  ef 

Panorama by Hngrang through Creative Commons license
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So You Wanna Be 
a Con Artist

This is written for all you wannabe con artists (you 
know, as in CONvention artists) out there who 
have no idea what to expect at the convention and 

are too afraid to ask. And it’s also for all of those re-
turning artists who are too scared to admit they can’t 
remember what to bring. Whether this is your first or 
fifth convention - yeah, you know who you are - this 
is written for you. Think of it as an advice column. I’ve 
been to enough cons to be considered an expert on 
the subject, if I don’t mind saying so. It didn’t hurt that 
I, like all members, have access to the old Pre-con EFs 
online either. But let’s cut to the chase.

Stay at the same hotel  
as the con!
Book early and use the code to save 
some dough. Save even more dough 
by sharing a room. Don’t know 
anyone? What a way to change that 

- share a room with a stranger! See 
the ISCA Members Facebook page 
for others who are in the same boat. 
The ballroom is open 24 hours. So if 
you don’t like your roommate, you 
can always just draw in the ballroom 
until the sun comes up. And it seems 
someone ALWAYS falls asleep in the 
ballroom. But that’s when people 
suddenly revert back to slumber party 
prankster mentality - especially the 
guys. Don’t be surprised if you wake 
up with artwork on your face and the 
whole process documented on social 
media when all you were trying to do 
is get some shuteye. 

Plus, if you stay at the same hotel as 
the convention, you won’t miss out 
on anything. I stayed at an offsite 
hotel one time. Worst thing I ever did. 

I saved some cash but really hated 
leaving the convention room to drive 
the 10 minutes back to my hotel. And 
some, if not all, of your room fees 
could be tax-deductible. But you bet-
ter check with your tax guy about that. 
You do have a tax guy, I hope!

How it Starts
Check-in and pick-up your badge, 
swag bag and t-shirt starting Sunday 
afternoon. Where? Oh, you’ll know. As 
soon as you walk in the hotel lobby, 
your Spidey senses will start tingling 
and you will quickly be drawn (haha, 
get it?) to your own kind, your artistic 
brethren, your tribe. 

Make sure you check in early if you 
can so you don’t miss the evening 
icebreaker reception with finger foods 
and cash bar and, if you are lucky, 
tater tots! That’s right, tater tots. You 
are welcome to bring sketchbooks. 
And you will want to stick around for 

“Art Fight.” This energetic and friendly 
competition gets everything into full 
swing. And what is the first rule of 

Art Fight? Don’t talk about Art Fight. 
You’ll just have to go and find out for 
yourself what it’s all about.

What to Pack
It’s just like packing for any other 
week long trip, except you got to plan 
to be drawing for a week.

Art Supplies. What should you bring? 
Whatever you want to draw with. 
You wanna draw with crayons, bring 
crayons. You wanna paint with coffee, 
have at it. But whatever you bring be 
VERY careful when you make a mess. 
If you are going to paint, bring a 
freakin’ drop cloth or something! And 
clean up after yourselves. I ain’t your 
momma. If you are bringing a tablet 
or laptop, bring an extension cord, 
power strip and printer. Or else how 
you gonna get those pretty pictures 
out of that contraption to put on your 
wall? Wait—what? Oh, ISCA is provid-
ing a printer too, but I would still bring 
my own, just to play it safe.

Don’t forget about restrictions on the 
airlines. Don’t bring flammable paints 
or supplies like craft knives or razor 
blades in your carry-on luggage. Find 
out your airline’s rules soon.

Basically, bring everything you think you 
might need. The nearest art store will 
require a drive. Don’t bring promotional 
signs, banners or displays or try to sell 
merchandise. If you want to do that, 
read the rules and get a vendor table.

Easel /drawing board. The ballroom 
will be full of tables and chairs. But 
that’s about it. So bring an easel or 
drawing board unless you like craning 

Advice on how to get the most out of the convention
by  Connie R. Tistic
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your neck to draw on a surface that is 
perpendicular to your body.

Layered clothing. Just because it’s 
Phoenix, and just because it’s the 
middle of the desert, doesn’t mean you 
won’t be freezing your butt off in the 
ballroom with 200 of your new buddies, 
or old ones.

Swimsuit. It’s a must if you plan to 
swim or hot tub it.

Party attire. The final night of the 
convention is capped off by the Awards 
Ceremony and banquet. Some dress 
like it’s prom all over again. It’s your 
chance to dress to impress or make 
a statement. Or not. Up to you, my 
friend.

Install Google Translate on your 
smartphone. With the worldwide 
membership in ISCA, you are gonna 
need it. How else will you be able to 
ask that guy from France if you can 
borrow his box of crayons de couleur???

What you can expect
You’ll be creating caricatures of other 
people at the convention. You will be 
given a section of wall space with your 
competition number on it about 2 feet 
wide. You can draw any size you want, 
but you are only allowed to post inside 
your allotted wall space. Don’t be a 
Putin and encroach on your neighbor’s 
territory. That just ain’t right. See the 
convention rules on pages 6-7 in this is-
sue to read all of the space regulations.

You should put up your caricature work 
as soon as you can. Don’t wait until 
the last day. It’s fun to see the compe-
tition room slowly get plastered with 
artwork as the week progresses. By the 
way, all work that you put on the wall 
must be created in the competition 
room during the convention. Not your 
private room. Not your studio at home, 
before the convention. Remember, 
the competition room will be open 24 
hours a day all week long.

Don’t be shy about approaching peo-
ple. If you see someone doing work 
that you like, go ahead and bug them 
about it. Find out what they’re doing, 
where they’re from, how they got so 
good. Go ahead, be annoying. That’s 
one of the main benefits of this con — 
rubbing elbows with other artists and 
learning from each other. But if you 
can see that they’re trying to focus or 
laboring to get a piece done quickly 

before the deadline, maybe give them 
some space. Usually a good way to tell 
if someone doesn’t want to be both-
ered is if they’re wearing headphones 
and listening to music. Likewise, if you 
wear your headphones, you will be 
putting out an anti-social vibe and may 
miss out on some camaraderie.

There are organized competitions 
throughout the week, like the speed 
competition and the likeness competi-
tion. The general competition drawing 
ends on Thursday afternoon. And 
all the members then vote for their 
favorite pieces in multiple categories: 
�bstract, retail/party style, realistic 
style, most exaggerated, best black 
and white, best color, most humorous 
and so on. A lot of people come intent 
on competing and winning. But do 
not feel pressured to impress or win 
anything. If you focus too much on 
the competition aspect, you will be 
stressing yourself out and not enjoying 
your time as much. Just do the type of 
work you really want to do, and pick 
up what valuable nuggets that you can 
from others.

All the awards are given out during the 
banquet on Friday night. Don’t be a 
schlub. Dress up! The banquet is open 
seating and the dinner is included in 
your convention fee. But again, it’s a 
cash bar. And tip the bartender! After 
the ceremony, whether you’re crying 
or celebrating, we all give our artwork 
to the people who we drew during the 
week. So be sure you take photos of 
your work and other artists’ work be-
fore the banquet starts. You won’t get a 
chance later.

If you are odd-looking, you probably 

got drawn a lot and will be going home 
with tons of artwork from others, so 
plan a way to get these home without 
destroying them in your luggage. If all 
else, have them shipped home, and be 
sure to get them insured!

On the flip side, try not to burden 
someone with a giant, two ton carica-
ture that they have to figure out how 
to get home. If it doesn’t fit in some-
one’s luggage, it’ll be hard for them to 
get home.

Hanging your art
Put the art that you make up on your 
wall with the nice blue painter’s tape 
that is distributed by ISCA. ONLY USE 
THIS TAPE!!! Do not use anything else 
to put up your artwork. Not scotch 
tape, not super glue, not rubber ce-
ment and definitely not push pins. 

If this is your first time, and even if it’s 
not, the amount of amazingly awe-
some, jaw-dropping art you will see 
will Blow. Your. Mind.

Draw from life
With the advent of new technology, 
many artists are using these tools 
to make life easier. It is so easy now 
to take a picture of someone in the 
ballroom, run back to your secluded 
drawing corner and begin work on your 
masterpiece. But by doing that you 
miss out on something very import-
ant: FREE live MODELS!! Sometimes 
people will set up drawing circles to 
do just that: draw from life. Don’t miss 
out. If you see a circle, join in. If you 
don’t see one, start your own. If a circle 
spontaneously forms around you, don’t 
be frightened. Just go with it.ef

Circle drawing
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by Cory Lally

Two of the most important guests this year are without a doubt 
our Guests of Honor: Anthony Geoffroy and Maria Picassó i 
Piquer! So naturally, we had to get pre-con interviews with each 

of them! I was able to interview Maria over Skype, and I’ve transcribed 
as best I can. Unfortunately I couldn’t find a translator to help with 
Anthony, BUT he was more than helpful answering the questions over 
email, in English nonetheless!
So a huge thanks is due to both of these amazing artists for going out 
of their way to provide these great pre-con interviews, and I hope they 
give a nice sneak peak into what’s to come for the convention this year! 

Checking-in
with Anthony Geoffroy  

and Maria Picassó i Piquer
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When did you start drawing caricatures, and what 
got you into the art form?

Anthony: I started drawing caricatures when I was 12 
or 13 years old. That is when I  discovered the incred-
ible work of French caricaturist Jean Mulatier. I spent 
hours admiring his work and tried to understand how 
he could dare to go so far in the deformation, while 
respecting the likeness and being funny.

I found this incredible art form. And the idea to create 
fun or laughter by drawing attracted me; I wanted to 
try and do the same. But it’s a challenge that took me 
years.

Maria: It was back when I was a teen. I did a comic first, 
and there was this assignment, which was to create a 
comic story, but when designing the characters, we 
had to look for actual celebrities so we could have more 
variety and not always the same kind of characters. I 
really enjoyed that exercise; looking for people, trying 
to get their features right, and I think that’s where it all 
began. Then, just like anything, I started drawing the 
people I liked, the films I enjoyed, (just) like today more 
or less. So that was the story! 

I think this was in ‘97 or so till ‘99, and then I did some 
kind of caricatures, more like gigs and commissions in a 
cartoon style. I started to develop this vector style you 
can see now in the ISCA magazine or my Facebook 
page, and I’ve been doing this since 2011, more or less.

Who are some of your major caricature influences?

Anthony: Mainly, I have been influenced by Jean 
Mulatier. Then came the incredible work of Sebastian 
Krüger. Both are masters in the field of caricature. I 
later discovered many talented caricaturists on the 
Internet, many more than what I could have imagined. 
And I know that these two artists did not influence 
only me.

Maria: Wow, I love browsing the Internet, watching … 
not especially influenced by...but enjoying what people 
can do that I cannot do. For my caricatures, I like them 
well thought out-- the ones in which I get a likeness 
with a single stroke. I don’t know if you know, I can’t 
remember the name now (Shinichi Kokawa) there is a 
Japanese guy who makes, who cuts them (caricatures) 
impressions,  which are like paintings, like impression-
istic paintings of characters which I love. 

Scott Campbell, the guy who has design-y cartoons, 
who also did the design for the “Brutal Legend” video 
game. Pablo Lovato, who also has a vector style. 
Kirsten Ulve, a girl who also does vector stylization. 
And there is, I think he’s from Israel, a guy (Hanoch 
Piven) who makes collages from cold cuts, who 
made a Boris Yeltsin out of meatloaf! Or salami 
or pastrami or I don’t know what, but it was really 

Top: Brent Spiner as Lor and Data from Star Trek by 
Maria Picassó i Piquer. Bottom: Sigourney Weaver as 
Ripley from Aliens. 
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Top Row: Steve Carell from “The Office” and Maggie Smith from 
“Downton Abbey” by Maria Picassó i Piquer. Bottom Row: Michael 
Keaton as Batman, Elijah Wood as Frodo by Anthony Geoffroy.
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strong! He does really crazy caricatures 
using really impressive mediums which are 
also related to the subject. Please check it 
out! If you don’t know him, it’s so funny! 
There is a Woody Allen, which is only 
one banana and glasses. It’s incredible! I 
think he was also one of the causes for me 
starting to make caricatures. I discovered 
him in Rolling Stone Magazine when I was 
a child.…He’s amazing. It’s nothing like my 
caricatures, but it really influences me as a 
person.

What do you do for work, and how 
do caricatures fit into that?

Anthony: There is sometimes a differ-
ent process for each model. In general, I 
choose a model that I like, and that inspires 
me. Then I spend a lot of time doing 
sketches, repeating and always exagger-
ating a little more, but trying to find the 
right compromise between likeness and 
distortion, and possibly try to create some-
thing funny.

Maria: I’m an architect, (but) I retired after 
two years because it wasn’t my thing. I 
always was drawing and finally went into 
illustration, and now I define my work 
as illustration in general. I also do some 
graphic design and more classical illustra-
tion. I’m currently working on “Star Trek: 
Timelines,” which is an iPad game. I draw 
all the phasers, pistols and uniforms, which 
is not very caricature related but I really 
enjoy it. Then there’s the caricature part, 
which is mainly private commissions or 
some work for magazines or newspapers. 
So I try to do them all to make living.

Can you explain your thought process 
that goes into creating a caricature?

Anthony: I spend a lot of time looking at 
pictures of references, sometimes movie 
screenshots for the actors that I draw. I try 
to get inspired by looking at several pic-
tures to bring out very specific character-
istic traits of my models. I can spend half 
a day searching for the right photographs 
of a model. Then I mix it all together and I 
try to create a unique and original portrait 
that is not drawn from only one reference 
photo.

Maria: I begin with a traditional caricature 
that I want to make, which includes doing 
the classic sketch with the classic shapes, 
and instead of doing the shapes more 
organic, I just go backwards, and make 
them more basic. Then I lose likeness. So, 
the trick is how to get a likeness with the 

shapes. And it’s sometimes just twenty 
minutes that are magic, and sometimes 
it’s five hours of struggling just to make a 
square look like Michael Scott from The 
Office.

It just came to that because I was fed up 
with painting realistically with the Cintiq 
and thought, okay, now I’ll sit back and 
play with the mouse and moving cir-
cles and things like that. It seemed like 
something relaxing,  but then I became 
obsessed making the eye align with the 
nose. If my target is getting a likeness with 
everything rotated at 45 degrees, then 
I get upset and it’s not as laid back as I 
thought! 

It’s like a math problem. Especially when I 
work for myself and there are no outside 
requirements. I don’t know why I want to 
draw Michael Scott from The Office, Steve 
Carell, as a diamond shape, and I set this as 
a goal, and I didn’t stop until I got that! So 
it’s just trying to make all the things work 
for that goal, and there’s one solution only 
in my brain.

What mediums do you prefer to use?

Anthony: I tried everything: drawing, 
watercolor, painting, but the medium I’m 
most comfortable with now is Photoshop.

Maria: I really love to relax and sketch on a 
notebook, but the real fun is what I can add 
onto that. I use mainly Illustrator, so I have 
the shapes. If I want to make everything 60 
degrees, it’s much easier than a notebook. 
I remember I was commissioned for an 
exhibition, one piece, in my vector style, 
but they didn’t want something out of a 
computer. So I had to reproduce it with 
rulers and compass…and it took many, 
many days! I might sound lazy, but it’s so 
easy with Illustrator. I can focus on lines 
and color with the shapes already drawn. 

How do caricatures fit into your daily 
life, and where else do you see the art of 
caricature in your day-to-day life?

Anthony: The caricatures I did and that 
made me known on the Internet are 
primarily a hobby for me. I did them for 
myself, for my own pleasure, and when I 
had time. I am sometimes less productive 
during certain periods because I have 
less time for me to be able to create new 
works. In times like this when it’s too long, I 
do miss caricatures.

Maria: I don’t know about you guys, but 
I always make an instant caricature in my 

Top: Pink Floyd by Maria Picassó i Piquer. 
Bottom Row: Sean Connery as James Bond 
by Anthony Geoffroy 



20

head  when I meet someone. I think it’s a 
good exercise because when you have to 
put it on paper it’s like you have trained 
the brain, not just the hands. I think design 
is very related to caricatures, at least 
minimal caricatures. It’s limited to only 
the essentials to make it recognizable, and 
in design it’s leaving only the things that 
make something work. At the end of the 
day, I see a very parallel process. I don’t 
know, even I think the more general sense 
of caricature can be like a joke! You can 
see it on the buildings you have in the U.S. 
that have huge McDonald’s arches just to 
sell McDonald’s. I think it’s a caricature of 
a shop, and I really enjoy this kind of stuff! 
For me, it’s the same as when I see a good 
caricature. 

What are you most excited about, in 
coming to this year’s convention?

Anthony: First, to meet people, share, 
exchange and even learn from others. It is 
always very rewarding to personally meet 
people from all around the world. It is a 
very different thing than staying in the stu-
dio the rest of the year, and it feels good.

Maria: I am really, really excited because 
I’ve never been to one! I’ve watched some 
videos, and it seems like a huge party, and 

I see people who don’t even sleep because 
they want to make caricatures! Also, 
meeting people with the same thought 
process. Last year, I was at the Eurocature, 
and I met Nolan Harris there. There was 
about 40 people there, and I talked with all 
of them, and you could see that you had at 
least one thing in common with everyone 
and many things in common with many 
people! I think it’s because we share one 
passion. Even if our caricatures look totally 
different. The thing about observing peo-
ple, finding the fun, the observation, the 
shading methods…it was so cool to talk to 
everyone, and I don’t really enjoy talking! 
So, I discovered myself talking to people, 
which was surprising!

Can you tell us what to expect from your 
presentation at the convention?

Anthony: I will essentially show my way 
of working, which I seldom do, and the 
difficulties I may sometimes encounter 
on a caricature with all my drawings of 
research and development. I have a very 
personal approach to my creative process, 
which I will share with all of you during the 
convention.

Maria: I don’t know if I can say it, but…I 
will do both a guest speech and a work-
shop! I don’t know if it was announced yet. 
In the speech I guess I’ll talk more about 
how I build a caricature, and some design 
tools. Not software, but concepts and 
how I apply that to my caricatures, which I 
think may be useful to people, because at 
the end of the day, they’re universal con-

cepts that help me a lot with my style but I 
think they can be applied everywhere. 

In the workshop, I’d like to pick one 
subject and work with everyone on that 
subject. I would like to improvise a little bit 
also, so if any of you have any suggestions, 
I would love to include them! Or if you 
think what I choose is very boring, I can 
change the subject! I’m very open to help 
everyone. 

Where can people find more of your 
work?

Anthony: At www.anthonygeoffroy.com 
and on my Facebook page, where I put 
more drawings.

Maria: Over the Internet, if you Google 
Maria Picassó Piquer, you’ll find death 
certificates of Pablo Picasso’s mother, 
but then you’ll find my stuff! I think most 
pictures are on my Instagram and Face-
book, or you can go to mariapicasso.com, 
and then there are all the links. You can 
drop me a line, like my stuff, you can even 
dislike it, but you can’t press any button to 
express that.

Is there anything else you’d like to add?

Anthony: I look forward to sharing my 
love of caricature art with all those who 
are passionate like me.

Maria: I’m really serious about if anyone 
has any ideas, or what they would like to 
see or hear in the seminar or the work-
shop, besides a question round. I would be 
happy to accommodate that! ef

Left: Hand drawn “Cat People” by Maria Picassó i Piquer. Right: Psy by Anthony Geoffroy.
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Note from the editor—One thing I pride myself 
on is traveling light when working events. But 
it seems I may in be the minority! Dave Bippy 
Boyer must have been a Boy Scout because he 
goes to gigs über prepared. This engineer turned 
caricature artist is prepared for any situation that 
may arise in the art world when drawing on site. 
Are you?

What’s in 
your bag?

All of the items that are usually in Bippy’s gig bag. He is prepared for anything!

Generally speaking, the above photo shows the overall 
contents I bring to my caricature gigs in the USA. In 
Japan, where I sometimes also draw caricatures, it 
would have very different contents. 

 
Everything fits in this reinforced carry bag. 
The weight is about 20 pounds (9 Kg).

by Dave Bippy Boyer
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From my published EF “Health-a-Chure” series years ago, 
artist comfort and confidence at a gig is essential.  Insect 
repellant, sunblock, tissues, medicine, hearing protectors for 
loud music to avoid tinnitus, and fresh water to stay hydrated. 
The tip money is to give to valet parking, or a server who 
brings a beverage to the hard working gig artist.

Can I have your attention? I use toys and a simple finger 
puppet to attract kids’ attention. (This works with pets 
too!) Wearing a name tag solves the problem of a guest not 
knowing or forgetting the artist’s name and the mark of a 
professional.

I offer two sizes of card stock: 11x14 inch and 8½ x 11 inch, 
because the smaller size helps me get more caricatures drawn at 
a special event. I don’t roll up my art. I put it in crystal clear self-
seal bags.

My fave drawing medium in the USA is Prismacolor Art Stix and 
various waterproof marker pens. In Japan I might use watercolor 
paints on illustration board.

I always bring samples of previous art to show guests what my 
drawing style is like. The more samples the better, especially in 
Japan.
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I will sometimes do a digital caricature gig. Guests rave at seeing 
art done electronically and sent directly to their smart phones. 
So there’s no paper or markers to carry. This brings instant 
gratification for the guests. And social media bragging rights to 
their Facebook pages or Instagram. Shown is the latest Apple 
iPad Pro 9.7 inch, the Apple Pencil, and some spare styluses.

I travel everywhere with my trademark solar powered 
beanie hat. A unique accessory like this really makes 
a different personal connection between the guest 
and the gig artist. I first invented it in Tokyo in the year 
2000, using my electrical engineering experience from 
components I bought in Akihabara, Tokyo. This is the 
third revision. (Patent pending).

It is my hope that by seeing my “bag of tricks,” 
we realize how much work we put into being 
our best at parties and special event gigs. And 
it is hoped this will elevate the art of caricature 
to the general public. That was one of the 
original mission points of the early NCN, later to 
become ISCA. ef

Small laminated signs help guests know what I can or need to do. I found that a 
list of suggestions to give to younger guests helps them decide how to be drawn if 
they want to be drawn doing their favorite hobby.
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A Smart 
Course of 
Action

Now, Stan’s website Proko.com 
has grown into a force to be reck-
oned with in the world of online art 
instruction. With more than half a 
million YouTube subscribers and 
more than 150 instructional videos 
on head drawing, figure drawing and 
anatomy, Stan has transitioned from 
a full-time fine artist into a full-time 
instructor, entrepreneur and You-
Tube personality. He employs two 
in-house video production assistants 
and a marketing manager as well as 
another dozen outside contractors 
to help with things like 3D animation, 
editing and other tasks.

Unlike most other individual tutorial 

videos you’ll find on YouTube, Stan’s 
videos are part of a carefully out-
lined course structure. The lessons 
are individually scripted, and his 
drawing demos are properly lit and 
filmed with ultra-high definition 
4K cameras. The lessons teach 
actual principles and techniques for 
drawing, using a consistent meth-
odology. They’re not simply impres-
sive demos set to music. And, as 
mentioned, they are professionally 
produced with graphics, 3D anima-
tions and, of course, a bit of humor. 
The Ukrainian-born Stan is a serious 
instructor cleverly hidden, like a 
nesting doll, inside a goofball exte-
rior. Stan tries to make each video 

entertaining as well as informative 
to help encourage students to watch 
them again and again. In art training, 
repetition of the information is a key 
factor to growth.

I first met Stan when he began 
taking courses at the Watts Atelier 
of the Arts when he was 16 years old. 
The Watts Atelier teaches traditional 
methods of realistic drawing and 
painting here in San Diego, Cali-
fornia. At age 22, Stan became an 
instructor there, teaching courses 
in portrait and figure drawing, oil 
painting, anatomy, gesture quick-
sketch drawing and other subjects. 
In high school, he also studied 3D 
animation and video production, 
which laid the foundation skills that 
have ended up serving him well in 
his current work. Stan is a propo-
nent of pursuing other fun interests 
and hobbies, whatever they may 
be, alongside your primary art form. 
Aside from helping you be more 
well-rounded, you never know when 
a random skill like music, woodwork-

It all started with a personal blog on his website. A 
few years ago, San Diego fine artist Stan Proko-
penko posted some written tutorials and found 

that they were getting a lot of attention. So he be-
gan filming and publishing short instructional videos 
on YouTube.  

Giving away high quality art 
lesssons for free turns out to 

be a great business model.
Article and Illustration by Court Jones



25

ing, 3D rendering or video produc-
tion may end up helping you in your 
art career.

YouTube is generally the portal for 
entry for most students into his 
Proko.com website. Forbes.com 
recently wrote about Stan and 
featured him as one of the top artist 
YouTubers. Like other YouTube stars, 
Stan has built a brand and public 
persona with his videos that allow 
viewers to feel more connected and 
invested in him as a colleague and 
teacher. Artists can watch most of 
the lessons for free on his “Proko” 
YouTube channel, and if they want 
to expand their knowledge, they can 
buy a full course on www.Proko.com 

and get access to that entire course’s 
content. The premium course 
content includes longer versions of 
the free videos, along with many 
additional demonstration videos that 
go along with each lesson. And most 
of those have instructive narration as 
well. The one-time fee for a premium 
course also includes several high-res-
olution photo sets of art models to 
practice from and supplemental 
e-books with course material.

The interaction continues in his 
Proko groups on Facebook, where 
students can share work, get cri-
tiques and connect with other peo-
ple going through the same strug-
gles. Stan also selects a few works 

submitted by viewers of each lesson 
to do in-depth video critiques on a 
regular basis. The critiques are great 
for everybody, not just the artists in 
question, because the advice given 
in a particular analysis of a student’s 
work is probably going to apply to 
most students following along with 
the lessons at home.

Those who follow along with the 
weekly videos and assignments are 
taking advantage of a tremendous 
resource. The full courses are very 
modestly priced (each less than $90), 
which is amazing, considering how 
much content is included as well as 
how much work and man-hours go 
into producing each lesson.

Above, Stan posing with “Skelly,” a 3D animated 
character he created that helps keep his anatomy 
lessons entertaining while he teaches.

“Skelly” is also a poseable artist model app avail-
able on iOS and Android devices.

Access the free tutorials on 
the “Proko” YouTube chan-
nel or visit Proko.com for 
even more content
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Stan’s videos are helping to fill 
a great need in the world. Most 
artists, unfortunately, aren’t near a 
good school to help take their art 
to a higher level. After high school 
or college, many reach a point of 
stagnation and fall into a comfort-
able niche where they stay for the 
rest of their lives. Or worse, they get 
frustrated at their lack of progress, 
can’t seem to make a living and 
just give up art altogether because 
they don’t know what they need to 
do to get better. Stan believes that, 
no matter what your specialty is in 
art, a good foundation in traditional 

drawing and human anatomy will 
help everyone. The core skills you 
learn when drawing the human 
figure are the same skills you need to 
draw just about anything else. And 
the same goes for caricaturing. With 
these classic skills and knowledge, 
caricaturists can broaden their abili-
ties and improve the quality of their 
caricatures.

Currently, Stan is in the middle 
of producing his human anatomy 
course. But the lessons won’t end 
with the human face and figure. 
The offerings will continue to grow. 

Recently, Stan joined up with ISCA 
member Steve Silver to film sketch-
ing sessions at a coffee shop.That 
video was recently released on his 
YouTube channel. Also, Stan is col-
laborating with other instructors to 
create more video courses on other 
specialty subjects. And because 
of the success he’s had so far, he’ll 
soon be moving the operation out 
of his home studio and into a large 
commercial space to film and pro-
duce the videos. Stan Prokopenko 
provides not only a great example 
of how to grow as an artist, but as a 
businessman and entrepreneur. ef

From left to right: A portrait. a 
figure drawing and a zom-
bie study . All were drawn 
as course demos by Stan in 
charcoal.

For an upcoming video, Stan 
does some coffee shop sketch-
ing with Steve Silver. Stan 
set up a GoPro on a drawing 
board to capture all of the 
sketching in HD.
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Thanks to our sponsors of 
this year’s convention!

If there is some-

thing you would like 

to see in the next 

issue, let us know!
 

efeditor@caricature.org
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A new artist who works for me told me he was discouraged 
by something that another artist said, and consequently 
his morale (and his sales) plummeted. Here’s my reply:

I’m sorry that happened with the other 
artist. When that happens (and it will, 
often totally without malice, you just see 
the work of others who are farther along 
on their journey than you are and get 
discouraged) keep these things in mind:

1You are in good company.
Let me tell you a secret about 
artists: Most of us secretly think 

we suck.  Let me tell you another secret: 
This can be a good thing.

I have met artists who don’t think they 
suck, who have been stuck with the 
same “formula” for years, and who 
actually DO suck. I was one of them 
for a long time. The reason they suck is 
that once you think you’re an expert at 
something, you stop growing. 

Never stop growing. Never stop pushing 
yourself to do better. If you do stop, you 
get stuck, and ensure that you never will 
get better. 

We all want to get better. We all need to 
get better. The only way TO get better is 
to draw and push the limits. Even if you 
fail, you will have learned something. 

Van Gogh was constantly despairing that 
he couldn’t put down accurately what he 
saw. But he kept painting anyway. 

You’re in good company. All good artists 
think they suck. 

2 Everyone was a beginner 
once. 
Even C.F. Payne. Even Jason 

Seiler. Even Sebastian Kruger. Other 
artists are usually very gracious to 
remember that about themselves and to 
help you get better. 

Ask for help. All of the above-mentioned 
people help others. That is part of the 
journey. 

Veteran artists need your enthusiasm. 
It’s like a breath of fresh air. We need 
to help you. After a while of doing this, 
doing anything, it can become stale. 
Giving you advice and watching you 
take it seriously and blossom and grow 
is extremely satisfying. It’s a big part 
of what makes our job worthwhile. So 
thank you. Thank you for allowing us 
to share with you. That is a gift you 
unknowingly give to us, to me. 

And when you get to the place where 
you can help others, do so, patiently, 
encouragingly, remembering that you, 
too, were once a beginner. 

3Keep yourself positive.
Making art for a living is a lot like 
playing a sport — a lot of it is psych 

games that you play on yourself. 

Once you realize that, you’ll be far ahead 
in the game.

I refuse to replay conversations again 
and again in my head, and I have learned 
through discipline to banish negative 
self-talk. 

I also stay as positive as I can, I wake 
up each morning and thank God for all 
of my blessings, take frequent walks in 
nature to clear my head, pray a lot, and 
try to find the good in every situation, no 
matter how bad. 

It works. 

4Learn to take criticism 
constructively.
One of the most valuable things I 

learned in art school had nothing to do 
with art. 

I had a fabulous professor, a little old 
lady with a Brooklyn accent, with a 
twinkle in her eye and unlimited patience 
for new artists. She taught me that 
taking criticism and using it to make 
yourself better rather than using it to 
beat yourself up is one of the secrets 
to becoming good at being an artist (or 
anything else for that matter.) 

I recently had to apply this to another 
area of my life. I am learning to sing. 
And I’m singing in church. In front of 
people. 

I never knew there was so much to learn 
about singing. I have natural talent, but 
that isn’t enough. There’s so much to 
learn it’s making my head spin. 

And I’m getting a lot of “constructive 
criticism” that sometimes feels like it’s 

To a  
discouraged 

artist 
by Kathryn Rose
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not so constructive, even though it’s 
meant to make me better. 

It got my head in a bad place for a minute 
there. I got paranoid that I’m not good 
enough, that I’m going to be “let go.” 

Writing this article has actually helped 
me with that. I’ve been reminded not 
to be so hard on myself and to just keep 
practicing. 

Just remember that any criticism at all 
is actually a blessing. USE it to make 
yourself better. Look at what the other 
person said, determine if it is true, 
(there’s a chance they don’t know jack, 
or that they’re jealous, but it’s a slim 
chance. Even people who know nothing 
about art have a reason for disliking 
something even if they can’t put it into 
words), and figure out how to make it 
better next time. And refer to #3, above. 

5Don’t let a lack of formal 
education get you down. 
My husband went to art school 

for a full four years and didn’t learn 
much that was helpful. His instructors 
just put him in front of a canvas and 
told him to paint. He learned very little 
about anatomy. He didn’t learn anything 
about color theory at all. He had to learn 
it all for himself. He did, and he drew 
caricatures for a living for 43 years AND 
managed to start the NCN (now the 
ISCA) before he passed away. 

Anything that you can learn in art school 
you can learn on your own if you’re 
motivated. 

There’s this thing called the library. 
It’s amazing. There are tons of books 
on every subject imaginable, the 
information in them is usually a lot more 
informative than the Internet, and it’s 
FREE! Use it. 

6 PRACTICE
How did you learn to tie your 
shoes? Ride a bike? To read? To 

beat Super Mario 3D World?

Practice. 
My son is 5. He draws constantly. 
My house is littered with pages and 
pages of his drawings. I am constantly 
picking them up after him. I kid you 
not, the boy is obsessed with learning 
to draw. I never thought I’d have to tell 
a kid to stop drawing NOW because 

it’s time to eat, get dressed, go to 
school, or anything else that needs to 
be done. 

Remember that passion and that fire 
to learn to put on paper what you saw, 
whether it was comic book characters, 
animation, or real-life people? Hold onto 
that passion and don’t let it go. 

Draw wherever you go. Bring a notebook 
with you. Instead of playing on your 
phone, whip out your sketchbook and do 
quick drawings of passers-by. 

Read about how to get better. Study 
other people’s work. Find and join groups 
on Facebook that have to do with your 
kind of art (you WILL find one, I promise). 

Copy other people’s work to see, first 
hand, how they did it. (Don’t take credit 
for it, however.) 

Try new materials and new techniques. 
Go to live drawing classes -- most 
cities have them, and they’re usually 
inexpensive. 

Stretch yourself. 

Another artist encouraged me when I 
was at my lowest point. 

I was at my first caricaturists’ 
convention, and I was seeing art like 
nothing I’d ever seen. It was amazing. 
It was mind-blowing. It was completely 
discouraging. I was so upset at my own 
work I couldn’t draw at all the whole 
week. 

He said:

“You’ll get better. I promise.”

He was right. And so will you. 

7SHOW THEM! 
When I was in high school, an 
obnoxious kid named Seth found 

out I wanted to be an artist. He snorted 
and said, “YOU? Pfft. You’ll never be an 
artist!”To this day, I have no idea why 
he said that, but instead of letting it 
get me down, I decided I was going to 
SHOW HIM! 

Here I am, a professional for 17 years. I 
may not be the best out there, but I am 
making a living at making art— and at 
giving others a venue to make art. 

I love what I do, I love making people 
happy with my drawings, and though 
I don’t know what Seth is up to these 

days, I sincerely doubt that he can say 
the same thing. 

8Don’t Quit
Abraham Lincoln. Wilma Rudolph. 
John Lennon. Albert Einstein. 

Frida Kahlo. Muhammad Ali.  Winston 
Churchill. Bruce Lee. Eleanor Roosevelt. 
Martin Luther King Jr.  Even Kim 
Kardashian. What do they all have in 
common? They never quit. 

Every famous person you can think 
of could be on this list. Success is not 
something that simply happens to 
the lucky. It is a process. It takes lots 
of repetition, lots of practice, lots of 
knocking on doors until the right one 
opens. 

In his book Outliers: The Story of 
Success, author Malcolm Gladwell 
asserts that it takes about 10,000 
hours of work to become a master at 
anything. This equates to about 10 
years of working, 9-5, every single day. 
It’s a great book. Pick up a copy. 

The point is, it is only through the 
mundane repetition of practice (see #6, 
above) that you can become good at 
anything, including art. And you can’t 
rack up the necessary hours if you quit. 
Everyone gets discouraged. That’s 
normal. Expect it. But don’t you dare 
quit. You only fail if you quit. 

In conclusion, most people don’t follow 
their dreams. Most people are scared to 
follow their passion for fear they’ll fail, 
so they take an office job to pay the bills 
and quietly let their dreams die. 

Don’t be that person. 

Be the person who has the passion to 
follow your dreams. Be the person who 
has the persistence to never quit. Be the 
person you were meant to be, endowed 
by God with a gift to SEE and to put it 
down on paper. 

Your gift is rare. There are more brain 
surgeons out there than working 
artists. Hone it. Use it. Don’t let people 
who want free or cheap art undervalue 
it. And above all else, be grateful for it. 

The artists’ way is a difficult way. But 
you can do it. 

It’s SO worth it. ef



The convention starts with the ice breaker and registration on  
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