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From the editor
Caricature by Court Jones

The cover
On the cover of this issue we have a beautiful piece by our guest of honor, David Boudreau, entitled “Jim 
Henson and Kermit: The Conversation.” According to David “It's an homage to Jim. I was a fan since I 
was a kid and dreamed of working for him one day. The dream came true in 2015 when I was hired by 
the Jim Henson's Creature Shop to caricature the 3 CEO's of Nintendo for a muppet build. This image is 
also my most popular piece.” We start our interview with him on page 20.  ef

Although we have made every effort to ensure that the information in this magazine was correct at press time, the editor and 
board do not assume and hereby disclaim any liability to any party for any loss, damage, or disruption caused by errors or omis-
sions, whether such errors or omissions result from negligence, accident, or any other cause.

Hello, fellow ISCA members!

Here is the issue that everyone has 
been waiting for, the 2018 Pre-con-
vention issue.  This year marks a 
return to California after 18 years. 
In 2000, I attended my very first 
convention in San Diego at the Han-
dlery hotel. That hotel is just steps 
away from our location this year 
at the Town & Country. The Han-
dlery hotel is no longer equipped 
to handle the number of people 
that our organization has grown to, 
unfortunately. If you had a chance 
to view my sneak peek of this year’s 
convention location in my video in 
the last issue, you know this year’s 
hotel does not disappoint. If you 
didn’t view my video, you should. If 
you haven’t registered yet, just a 
glimpse of the sun and palm trees 
should be enough to compel you 
to. And did you see the size of that 
jacuzzi??? And if you need another 
reason: tacos.

As usual, we have lots of information 
to plan your stay. Time is running out 
to book your room with the discount, 
and may have already passed by 
the time you read this. Let’s hope it 
hasn’t! San Diegan Court Jones has 
stepped in to give his take on what 
to see and do while you are in town.

This time we have two interviews 
from upcoming seminar presenters, 
who just both happen to work for 
Fox Animation. Dom Bianchi cur-
rently works on Family Guy and will 
be talking about his job. David Bou-
dreau currently works on American 
Dad and is our guest of honor this 
year. Both these artists come from a 
strong animation background. And 
for both artists, this will be their first 
convention. I wonder, do they have 
to attend Convention Boot Camp?

On page 23, I revived an article that 
ran 16 years ago, but it is also advice 
that holds true today. Ted Tucker’s 
shares how to draw caricatures 

faster and efficiently. It might be just 
what you are looking for to up your 
game. We also have a review of the 
Tom Richmond workshop by Steve Sil-
vestre. If you have been thinking about 
taking this workshop, be sure to read.

Also in this issue we introduce the 
members running the board of direc-
tors this year. All four of our current 
board members are in the running as 
well as five new candidates. I believe 
that is a record, at least since I have 
been a member. So make your vote 
count. Be sure to review all of the 
nominee speeches and put your ballot 
in the mail as soon as possible.  If you 
are coming to the convention, you can 
bring your ballot with you. 

Debbie “debbo” Burmeister
Exaggerated Features
Editor/Art Director
efeditor@caricature.org 
instagram @debbiedoesdrawings
www.socalcaricatures.com
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Letter From 
the Prez
Chris Moore
President

Greetings, ISCA!

Who’s excited for 
ISCAcon 27 in SAN 
DIEGO?! In just 

over a month we’ll be gather-
ing for the most inspirational 
week of the year! We’ve got 
a great roster of registered 
members attending and guest 
speakers. You don’t want to 
miss this con.

We also have some new mem-
bers stepping up to help with 
the board, so make sure to 
check out everyone’s bios and 

cast your vote. We’ll be an-
nouncing the new board at the 
con, and it’s shaping up to be 
a great board. Everyone who’s 
been nominated has a lot to 
offer ISCA. It excites me to see 
so many members interested 
in helping ISCA continue to 
grow into the future. 

Make sure to check out the 
Q&A with this year’s guest of 
honor, David Boudreau. We’re 
excited to have someone with 
such an extensive and diverse 
background in the animation 

industry this year. We also 
have Family Guy director Dom 
Bianchi giving a presentation, 
and there are still spots left for 
Stephen Silver’s pre-con work-
shop. If you’re looking to make 
the jump into animation, this is 
definitely the con for you!

See you all in San Diego!!

Chris Moore
President of the International  
Society of Caricature Artists

chrismoore@caricature.org

When five people you referred 
join ISCA within the same  
12-month period, let CeCe know 
and receive a discount off of  
your membership renewal! 
 
Contact CeCe Holt at  
manager@caricature.orgoff membership



Thank you to our confirmed sponsors 
 for this year's convention!

Thank you to our confirmed sponsors 
 for this year's convention!
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NOVEMBER 4TH - 9TH, 2018
TOWN & COUNTRY RESORT  |  SAN DIEGO, CALIFORNIA

With special guest artist 
David Boudreau

4
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REGISTRATION

To register go to  
http://caricature.org/annual-Convention 

Then click the “Register” button.

Simply fill out the form and choose the pass  
you need. You will then be directed to PayPal  

and can pay with  MasterCard, Visa,  
American Express or Discover! 

If you prefer to pay by check,  
please send payments to: 

ISCA Manager
710 NE 100 Terrace

Kansas City, MO 64155 
USA

 

CONVENTION INFORMATION  
Regular  

(8/1/18- 10/27/18)

Member - $275 
Gold- $290 

Guest - $175 

At the Door 
(10/28/18- 11/4/18) 

Member - $300 
Gold- $315 

Guest - $195

Member Price includes admission to all seminars, 
ice-breaker reception and awards banquet. Includes  
gallery space in the ballroom, voting rights and a  
convention T-shirt. 

Gold Price allows Gold members to attend the con-
vention and the VIP night. Includes preferred seating 
and early admission for all seminars! Also includes 
ice-breaker reception, VIP night, awards banquet, gal-
lery space in the ballroom, voting rights and a conven-
tion T-shirt. 

Guest Registration | Guests receive entrance to the  
ballroom, the ice-breaker reception, and the awards 
banquet. Includes a convention T-shirt. (Does not 
include seminar admission.)

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

Day Pass: Friday | $120 
Day Pass holders on Friday, 11/9 receive entrance to 
seminars and to the Awards Banquet.

Guest Day Pass | $20 per person per day 
Allows the guest of a paid member entrance into the 
ballroom for the day of the pass only. Must be escort-
ed by the paid ISCA member at all times. (nothing 
else): $20 per person per day from Monday through 
Thursday only. (This does not include the ice breaker 
or the awards banquet.)

ISCA Convention Refund Policy

100% of your 
registration fee will 
be refunded if you 

cancel by 9/1/18

75% of your  
registration fee will 
be refunded if you 
cancel by 10/1/18

50% of your  
registration fee will 
be refunded if you 
cancel by 10/15/18

You also have the option to carry over your registration fees  
to the 2019 convention by contacting the ISCA Manager.
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HOTEL INFORMATION
Town & Country Resort

500 Hotel Circle North
San Diego, CA 92108   

619.291.7131  

Book your room at 
https://book.passkey.com/e/49581967

or call central reservations at
 

800.772.8527 

Reserve by 10/5/18 to get the ISCA discounted rate!

AMENITIES FOR ISCA GUESTS STAYING AT THE HOTEL:
• Discounted parking, now $10/day
• Hotel service fee waived
• Wi-Fi in guest rooms
• Fitness Center
• Free hotel shuttle to Riverwalk Golf Club, Fashion Valley 

Center, Old Town Mission Valley Center and Hazard Center. 
• Coffee in guest rooms and also available in Hotel Lobby 

from 5am - 9am!
• USA Today in Hotel Lobby and dining outlets
• Computer access in Hotel Lobby for printing airline board-

ing passes
• Discount available for three days before and after the  

convention dates.
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ISCA 2018 ANNUAL 
COMPETITION 

RULES & PROCEDURES
Once again, each competing artist will be required to agree to the rules 
and procedures if they wish to compete. 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 Chris Moore at 
chrismoore@caricature.org if you have any questions. Rules subject to 
change. Any updates will be posted at the convention.

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: PROFESSION-
ALS, 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 compe-
tition numbers. They also will not receive 
a T-shirt and goody bag. GUESTS will 
receive unlimited access to the compe-
tition ballroom, and a convention T-shirt. 
Guests, along with professional artists who 
have registered on a day-to-day basis, 
are more than welcome 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 competition ballroom. GOLD 
MEMBERS will receive different perks that 
are unique to each convention that may in-
clude (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 
competition 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 can 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 attendees are responsible for 
their own artwork, supplies and any other 
belongings they bring into the competi-
tion room. The ISCA Board of Directors, 
its working staff, hotel staff or volunteers 
are in no way responsible for any lost or 
stolen items during the annual Conven-
tion. Take caution in leaving anything 
in the convention hall unattended. The 
board tries its best to monitor the room, 
but it is your responsibility to keep your 
items (such as laptops, supplies, mate-
rials and personal belongings) secure 
and safe. Please be conscious of your 
surroundings and other artists’ areas 
of work. All art supplies, 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 or Gold 
Members will be assigned competition 
numbers and allowed to compete, vote, 
or display their artwork on the competi-
tive 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 
competitive 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 considered 
for judging MUST be created during that 
time, and inside the designated compe-
tition 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 de-
termined by a straight vote via ballot, open 
to all professional or Gold 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 displayed 
during the competition with their assigned 
number, as well as labeling each individual 
piece of artwork with its 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 individual piece of art will result 
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in the disqualification of that piece. If the 
ISCA Board finds a certain piece of art 
to be improperly numbered, the creator 
of the piece will be notified and given the 
opportunity to fix it before judging begins. 

COMPETITION SPACE: All competing 
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. We recommend submitting 
prints or reproductions for 2-D artwork, 
however if you wish to submit an original 
piece, you do so at your own risk and 
ISCA cannot be held responsible for any 
theft or damage. If submitting a 3-D piece 
for the Studio Competition, then original 
artwork is perfectly acceptable, though 
like 2-D artwork, you do so at your 
own risk. For the Portfolio Competition: 
Portfolios should be no larger than 16 x 
22 inches (40 x 55 cm). For the LIKE-
NESS and LIVE STYLE/PARTY com-
petitions, specific rules will be explained 
on site, however general guidelines are 
as follows: For the LIKENESS COM-
PETITION, the paper size should 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 competition is getting really 
great LIKENESS while maintaining the 
defining qualities of caricature. For the 
LIVE STYLE/PARTY Competition: Artists 
can compete using any medium they 
wish, though it’s suggested they work in 
whatever style/setup best reflects their 
own live drawing setup. The only size 
restriction is that it must fit on your allot-
ted wall space like any other competition 
piece. Pieces submitted during the Live 
Style/Party Competition will also qualify 
for the SPEED competition, and will be 
judged separately. Judging in the speed 
competition will also consider the like-
ness of sketches, their use of caricature 
elements, and overall sketch quality.

CONTENT OF ARTWORK: All caricatures 
on display in the competition ballroom 
must use Convention attendees or their 
guests as subjects (no celebrities, please). 
While the ISCA Board encourages the 
creation of humorous, thought-provoking, 
insightful, and inventive artwork, we ask 
that each competing artist refrain from 
excessive use of adult language, por-
nography, 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 comments 
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 inappropriate 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 cre-
ator of the piece will be notified and given 
the opportunity to either modify or remove 
it before judging begins. 

JUDGING OF ARTWORK: All art supplies 
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 every-
thing 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 competing 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 Members in a hurried 
and disorganized fashion. 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 dis-
played 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 re-
move 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 Con-
vention, 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 compet-
ing 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 alcohol 
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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Meet Your Nominees
Now is the time to VOTE!! This year we have nine nominees. Their nomination speeches 
are shown in alphabetical order and cover three pages, so make sure to review them all 
before making your decision.

Manny Avetisyan 
Hey, ISCA community! Manny Avetisyan here. 
I’ve been eating, drinking, and sleeping with 
caricatures for the past 6 years since I dedicated 
myself to this beautiful artform. My beautiful 
wife, Natalia, and I started our own operation 
and have been traveling the states, leaving a 
trail of caricatures, happy customers and memo-
rable experiences since. My first ISCA conven-
tion in 2013 changed my life. I know firsthand 
how special this organization is. It not only gives 
caricature artists a platform and an opportunity 
to draw, compete, and meet our heroes and be 
forever inspired, but also provides validation for 
us as caricature artists. In my five years of con-
vention attendance I have been honored with 
many awards, including a Silver Nosey in 2015, 
and the coveted Golden Nosey in 2017.

I love caricatures. It’s my passion. If I were 
elected to the board, I vow to promote, defend, 
and bleed for the organization which has done 
so much for me and its members. I will use my 
background in marketing, graphic design, video 
editing, and art to benefit the organization to 
whatever extent I can. Based on my organi-
zational background, I have ideas on how to 
improve the ISCA organization and the conven-
tions, including ways to have more attendees 
get drawings by fellow artists, improve the 
artwork presentation system, and streamline 
the reference photo system at check-in. Either 
way, I am going to continue pushing caricature 
art as far and as long as I breathe. Go ISCA!

Ben Bloss 
Profile:  Ben Bloss is an artist based out of Den-
ver, Colorado. Ben is an illustrator with a focus 
on caricature and has been practicing the art 
of funny faces for 15 years. Ben enjoys board 
games, frequenting karaoke bars, and is an old-
school video game enthusiast. 

For consideration: Thank you all for considering 
me for a seat on the board. I’ve been a member 
of this wonderful organization for 11 years. 
Coming up as a young artist, I have seen many 

changes and sincere efforts for growth in our 
little society and with it. I hope this organiza-
tion has seen some of that growth in me as well. 
It has already been a pleasure seeing all of your 
work, shaking your hands, sharing a drink, a 
laugh, and even shedding  a tear with you guys. 
I am truly humbled by your nomination. Thank 
you all.

Tom Faraci 
Hello ISCA friends and family. It’s been an 
honor to serve this organization as a member of 
the Board for the last three years. The work is 
challenging, sometimes frustrating, but always 
rewarding. As your Secretary/Treasurer, I’ve 
worked not only to make sure the gears keep 
turning smoothly, but to improve the organi-
zation as a whole as well as the experience of 
attending the convention. Over the years, I’ve 
been responsible for designing graphics such 
as convention logos and web banners, securing 
sponsors that provide us with cool freebies at 
the con, working closely with Debbo on the 
production of this very magazine (and launch-

ing the Exaggerated Features Facebook page!), 
as well as streamlining the functionality of our 
website. I also was responsible for authoring 
the ISCA harassment policy, which I hope to see 
expand in the coming years - my number one 
mission is to make sure the convention, and 
ISCA as an organization, is as welcoming and 
inclusive as possible to anyone who would con-
sider joining. As much as I would like to again 
one day bring my A-game as competitor, I still 
need to focus my A-game on the needs of the 
organization. There’s always work to be done, 
and I hope I have your faith and support to see it 
through. Onward!
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Jon Guerzon 
Dear ISCA Members,

I greatly appreciate the nomination for the 
position of board member with our organiza-
tion. I would like to use the skills gained during 
my time in education and the nonprofit sector 
to help our artist community and its projects 
reach its objectives.

Prior to my foray into caricature, I was a public 
school educator for over 15 years, working pri-
marily with underserved and at-risk popula-
tions. I served on many site committees, while 
performing advisory tasks at the district level 
assisting state-mandated programs. I am the 
founder of the JLI Academy, a tax-exempt 
nonprofit that developed an art studio and 
all-ages educational programs at various lo-
cations in Stockton, California . Having served 
as the executive director and supporting the 
board in many capacities, JLI accomplished 
a primary part of its mission by establishing 
a public art studio where young artists can 
learn and practice art skills under the leader-
ship of professional artists. During my tenure, 
I received training in both public and private 
organizational leadership. I have experience 
in chairing meetings and strategic solutions. 
My administrative experience and proven 
leadership skills will prove useful to ISCA. 

Enhancing staff performance and resource-
fulness are some of my key strengths.  I get 
along well with others and thrive on finding 
resolutions to problems. I am confident that 
these qualities together with my commitment 
to work will be an asset to the organization.

Some of my personal achievements in my 
professional capacity I can bring to ISCA are 
as follows: Goal-setting and strategic plan-
ning skills, proven value as a strategic adviser, 
proven ability to work collaboratively within 
a multidisciplinary group, industry expertise, 
financial acumen, demonstrated prob-
lem-solving abilities, fundraising abilities,pub-
lic/community relations and experience as a 
spokesperson.

It is my interest to learn more about the dy-
namics of the caricature industry and assist in 
any capacity to grow this organization’s valu-
able assets for the artists and the community 
it serves. I know that I can bring much benefit 
with my experience, educational qualifica-
tions and skills, and I look forward to putting 
these toward a good cause. 

I look forward to our conversations.

Ryan Foerster 
Ryan began drawing on the walls at the age 
of three, and his condition progressed from 
there. He was “discovered” in high school 
while caricaturing his history teacher, which 
led to a job drawing caricatures profession-
ally at the age of 15. Ryan worked his way 
through college by sketching each summer 
at local theme parks, and several of his car-
icatures in those years were perfectly fine. 
Today, Ryan spends weekends providing live 
art entertainment for events throughout 
South Texas at his company “Party Pros,” 
and his weekdays are spent binge-watching 

“Ozark“ on Netflix. Ryan’s hobby is writing 
tidy little bios for himself to appear on event 

company websites and reading them aloud 
for the enjoyment of his cat, Hobbes, who 
just vomited on Ryan’s foot.

It would be an honor to serve on the board 
of ISCA to give back to an organization that 
has served to push the art and business of 
caricatures forward. As a social organiza-
tion, ISCA serves to bring a normalcy to our 
peculiar work, and make the world a smaller 
place by bringing us together. It’s hard 
work to be an inviting, easy place for people 
from across the globe to gather, and it’s 
worthwhile. We are at our best when we are 
drawing together. With big noses.

 

Please see attached ballot in the middle of this issue. Be sure to choose four (4) mem-
bers who you would like to be on the Board of Directors by placing an “X” in the box 
before their name. Be sure to sign and print your name at the bottom of the ballot. 
Affix the correct amount of postage and mail to CeCe Holt, ISCA Manager, 710 NE 100 
Terrace, Kansas City, MO 64155. Good luck to all of the nominees!
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Chris Moore  
It’s been my honor to serve isca over the 
last 4 years, first as secretary, then vice 
president, and now as president of our or-
ganization. We’ve brought some new ideas 
along the way, such as developing the Face-
book contest, redesigning the website and 
the EF Podcast (which has been on hiatus 
but has some BIG news in the works). We’ve 
been working on developing the ISCA You-
Tube Channel, as well as republishing old 
EF articles on the blog to make them easier 
to search. We’ve also added a monthly pay-

ment option for membership this year and 
will be announcing some new things at the 
con this year that should be some fun new 
ways to engage our members.

I would love to continue serving on the 
board as we head into 2019 and continue to 
build upon the foundation that we’ve built!

Cory Lally 
I’ve experienced multiple levels of involve-
ment with the board over the past few years, 
as my life continues to try and distract me 
from caricatures. Having experienced the 
highs and lows of commitment, the added 
stresses of the position, and the joys of the 
con, I’m happy to say I’m ready for another 
year and eager to make positive changes 
that will truly affect the organization for 

years to come. Mostly, streamlining a num-
ber of features, from voting to registering, 
that continue to frustrate members year 
after year. I am happy to continue serving 
our community as best able, and thank you 
all for the opportunity.

Erik Roadfeldt  
I learned the basics of caricature in 2000 
from my grandmother, who learned from 
the Fasens in the ́ 80s at a small theme park 
just south of Minneapolis. I only did a few 
gigs a year for the next fifteen years. It was 
just a fun way to earn extra cash. Then I 
realized there were more agents out there, 
got a few more gigs, met other artists who 
were members of ISCA, and three years 
ago, Robin Schwartzman convinced me to 

go to the convention in Sandusky. I found 
my HOME. I’d been mostly on my own for 
17 years, and suddenly I found my people. 
I’m STILL playing catch-up, learning all the 
history and culture of caricature and ISCA, 
so I’d love the chance to serve on the board 
and learn more! I’m a great problem solver, 
I have a deep passion for caricature and a 
strong commitment to this organization 
and its members.

A.J. Jensen 
Greetings, ISCA Members. Wow! This year 
has been such an exciting experience. Not 
only that, but just an absolute pleasure and 
honor of the opportunity to be a part of the 
ISCA board. 

Watching the great minds of Chris, Cory, 
Tom and Cece formulate new ideas for ISCA 
has been astonishing. They're awesome and 
they all have my utmost respect for all their 
contributions to this wonderful society. It's 
been such an adventure and I would still love 
to continue the journey! I know there are so 
many more opportunities and ideas to be 
brought to the table. Some of my ideas are 

to help connect our members more often, 
even before the convention. The inspiration 
that the convention allows has the possibility 
to stretch out longer than just one time a 
year. Another idea is to create more video 
content on YouTube to reach out to more 
possible members. ISCA is already growing, 
but it has the potential to go to the moon 
with members....well not the actual moon, 
more of a metaphorical point...but you get 
what I'm saying! I’m super excited about 
what the future holds for ISCA, and I would 
still be as determined now, if not more, to 
contribute to this great society.



1111



2018 Convention Seminars 

Beau Hufford - Branding U
Beau presents Branding U, an easy guide to identity, 
logo and communicating your brand to the world.  
When it comes to your brand, having a good under-
standing of what works and what usually doesn’t might 
be the difference between return customers and being 
forgotten. Beau will show his career-spanning work on 
logo and branding, including his process working with 
redesigning the ISCA brand.  This seminar will cover 
some effective branding tips, some do’s and don’ts of 
any good identity along with examples of ways to com-
municate your brand in the market for longevity.

David Boudreau: Keynote Speech 
David is a professional animator, character designer and story 
artist with over 27 years of experience working for such big names 
as Warner Brothers, Dreamworks, Jim Henson’s Creature Shop and 
currently Fox Animation. In his presentation, he’ll share samples of 
his work both in caricatures and his many years in the animation 
field. He’ll also talk about his experiences working as a professional 
artist and have a open Q & A session throughout his talk as well as 
demo his skills using Photoshop. Be sure to read the interview with 
him in this issue starting on page 20. 

Stephen Silver- Caricature 101
Stephen will take you through this seminar that 
has been a staple at the annual convention for 
years. In it, he will discuss his interpretation of 
the basics of caricature that will appeal to new 
artists and professionals alike. He won the Golden 
Nosey in 2001 and has been a character designer 
for many animated television shows such as Kim 
Possible, Danny Phantom and Clerks: The Animat-
ed Series. Be sure not to miss this kickoff seminar 
for 2018!

Art Fight
This is the traditional kickoff to the ISCA Con 7 years running: 
a tournament-style quick draw contest where artists compete 
head-to-head-to-head, until only one remains. But this time there 
will be some exciting changes to the way things work. 
 What changes? Well, you will just have to wait and see! REVISITED
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November 03, 2018  
10:00 am - 5:00 pm

Town & Country Hotel 
 San Diego

Cost:  $150.00

Pre-Con Level Up Workshop 
Mindset Caricature - Character Design

7 hours, learning from the magnificent, Stephen Silver!   
Attendees must also be registered for the convention.  

Go to http://caricature.org/annual-Convention to register 
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Stephen Fishwick- 

Building the Business You Want
With a diverse career in art that spans 
more than 30 years, Stephen has hired, 
trained and managed many ISCA 
members in their artistic pursuits over 
the years, helping them build a pro-
fessional art career. Giving insight into 
setting goals, pursuing opportunities, 
building clientele and dealing with fail-
ures. Stephen brings a unique view of 
the business of art to those who need 
to hear it the most, “the artists.”

Court Jones-  
Caricature 201
What is the next level in caricature for 
you? How do you move from where 
you are to where you want to be? What 
does it take to create caricature art that 
you’re truly passionate about? These 
are some of the questions Court will 
discuss in this seminar. The answers 
aren’t simple, and they’re not the same 
for everybody. This presentation will 
give you strategies for taking the next 
steps on your own individual road. 

Dom Bianchi- 
The Art of Making Family Guy
It takes a lot of artists and a mountain 
of artwork to get an episode of Family 
Guy from script to your TV.  Well, let’s 
face it, probably not your TV.  Prob-
ably a computer.  Or phone.  Some-
thing that you can watch while you’re 
supposed to be working.  Either way, 
we’ll go behind the scenes of Family 
Guy and show you how animation 
offers artists plenty of opportunities 
to turn their skills into a career.



Q: Hi, Dom! Can I call you Dom, or 
do you prefer Dominic? Domi-

nique? Thanks for coming to our annual 
convention this year to give a seminar. 

A: Dom is fine. But I’ll also answer  
to Dominic. And if you happen to be 

my brother, I’ll usually answer 
 to “Hey, dummy.” 

Q: Where are you originally from and 
where do you live now?

A: I’m originally from the mystical land 
of Boise, Idaho. I currently live in 

Los Angeles with my wife and dog.

Q: When did you first know you were 
interested in art? 

A: I first knew I was interested in art 
when I was about 8 years old. My 

dad would sit down with my brother and 
I and draw various scenes from Jaws. 
Usually a giant shark eating a boat or 
a person. Right now if you’re thinking 
“eight seems too young to watch Jaws,” 
you’re absolutely right. To this day, I still 
won’t go into the ocean. Basically, I want 
this whole questionnaire to be a lesson 
about not letting your kids watch Jaws at 
a young age.

Q: Good to know! A life lesson, for 
sure. Speaking of life lessons, are 

you self-taught? If not, where did you 
study/train? And what were your areas 
of study?

A: I was lucky enough to study anima-
tion at Loyola Marymount Univer-

sity. The program was still pretty new at 
that point, with a few wrinkles to iron out, 
so it was a mix of getting taught materials 
and going out and learning on our own. 
But I think any art form is mostly self-
taught. You can be shown techniques, 
but you have to put in the time on your 
own to practice and truly learn. Malcolm 
Gladwell’s 10,000 hours rule, I guess.  As 
for caricature, I guess I’m mostly self-
taught from trial and error. Tons and tons 
of error. And also studying other people’s 
work. If you look at my work, I’m sure it’s 
glaringly obvious that I’m self-taught.

Check in with 
Dom Bianchi

by Debbie Burmeister

“Boss and Van Zandt - Kings of Sweat” digital art in procreate on iPad Pro.
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Q: I know you work for Fox Anima-
tion. What do you do there?

A: I am currently a Supervising Di-
rector on Family Guy. I’ve had that 

specific title for about 8 years now. But 
I’ve been a part of the show for about 
14 years. Basically a supervising director 
sits around the office with a ponytail, 
sunglasses, and bullhorn, sips Hollywood 
lattes, and yells “DRAW BETTER!” all day. 

Q: So is that a typical workday for 
you or do you have a main level 

of focus?  

A: My job is basically to make sure 
that everything you see on screen 

is funny, clear, and is true to the style that 
show creator Seth MacFarlane put into 
place. I have to make sure that the story 
is visually clear, and most importantly, 
the jokes are presented in the funniest 
way they can be. It may look flat and 
simple, but it takes a lot of work to get 
it to look that way. On the animation 
production side, we usually have at least 
15 episodes going on at the same time, 
all at different stages of production. 
Some are close to airing, some are just 
getting storyboarded, some are currently 
being animated in Korea. With all that 
going on at once, it’s a lot of plates to 

keep spinning. So we have to wear a lot 
of hats and focus on a lot of things at 
once. Right now I’m helping on timing an 
episode, looking at designs on another, 
working with our retakes department on 
a few others to fix animation problems, 
meeting with directors to figure out how 
to stage scenes and jokes from another 
episode, and meeting with the writers to 
go over a script that’s about to start the 
storyboarding process. I’m also currently 
working on a few grey hairs and probably 
an ulcer.

Q: What is your favorite animation 
piece you worked on and why?

A: Over the years I’ve gotten the 
opportunity to work on a lot of 

great things, but one that stands out 
was a carwash sequence involving Peter 
Griffin and Homer Simpson that I got to 
take the lead on. It was a parody of “sexy” 
carwash scenes, but with two overweight 
dudes in cutoff shorts (gross), all set to 
Def Leppard’s “Pour Some Sugar On Me”. 
It was a beautiful mix of disgusting and 
funny. I think people tend to either love it 
or absolutely hate it. But I had fun.

Q: Ok, I just Googled that scene you 
mentioned and that cannot be 

unseen. But you are living the dream 

that lots of kids have of being anima-
tors. I have heard the hours are long 
and with little pay, especially in the 
beginning. Was it a long road to get to 
where you are today?

A: Getting your foot in the door can 
be hard, and, yes, the hours can be 

long. But that’s usually the case for any 
career you’re passionate about, right? We 
all have to pay our dues when we start 
out. After college, I had a lot of strange 
jobs before I finally got into animation. I 
worked at a Hollywood Video for a while 
(kids, that’s like if Netflix was a real store 
where you would physically go and “rent” 
movies and loiter), and I was also the 
assistant to a curator of a museum of a 
small, strange college. It took a few years 
for me to get into animation, but I think 
that if you are really passionate about 
something, you have to chase it. If you 
have the opportunity to chase down your 
dream job, paying a few dues up front 
seems to be worth it.

Q: When did you start drawing car-
icatures, and what got you into 

the art form?

A: I just started doing caricatures 
within the past 2 years. I’ve always 

been fascinated with the art form, and it 
seemed to always be a real weakness of 
mine (probably still is). We do a lot of cari-
catures on Family Guy, and I always loved 
when they came out looking great. Our 
show’s style can be extremely limiting to 
get a good caricature — the proportions 
have to be within a certain boundary and 
so do the eye sizes, linework, etc. So I 
saw the beauty in being able to capture 
someone’s likeness with only a few sim-
ple lines. At the same time, after being 
on the show for over 14 years, I needed 
another creative outlet. So I started 
attempting caricatures. The goal was to 
draw really loose and weird, trying to get 
away from the Family Guy style as much 
as I could and trying to remember what 
it was like to draw for fun. Often times 
when artists work on one show for a very 
long time, they lose any sense of person-
al drawing style and everything they do 
tends to look a bit like the show they’re 
working on. I wanted to try to avoid that. 
In some cases it works, in others I’m 
sure people think my stuff still looks like 
Family Guy.

Q:Which came first, caricature or 
animation, and does your carica-

ture work factor into how you make a 
living or do you consider it a hobby.

A: Because animation was my first 
love, (and it’s my full time job) I 

consider drawing caricatures more of 

“Dudes of the Thrones 1” digital art in procreate on iPad Pro.



a hobby. I don’t have the chops for it to 
be my career like some of these other 
amazing artists out there. Let’s just say 
that if I had to rely on my caricature skills 
to make a living, I’d be starving. 

Q: Can you explain your thought 
process that goes into creating a 

caricature? 

A: First off, I feel like me telling a 
bunch of seasoned caricaturists my 

process is like a caveman talking to NASA 
about rockets. When I create a caricature, 
I usually try to find something odd about 
a person that I haven’t seen pushed yet 
- an angle, a mouth shape, the way they 
hold their head, whatever catches my 
eye. Then the main goal is to capture that 
and create a drawing that makes people 
laugh. I’m slowly trying to discover my 
own style I guess. 

Q: What mediums do you prefer  
to use?

A: I have been using theiPad Pro a LOT 
lately. The Procreate app on there 

is pretty awesome. The reason I have 
chosen this medium you ask? Laziness. 
And it’s insanely convenient. I tend to do 
a lot of my drawing on the couch, next 
to my wife, while we have a movie or TV 
show on. Preferably something that I 
don’t really want to watch, but I get credit 
for the “watch” because I’m there on the 
couch, but in reality I’m completely tuned 
out and focused on my drawing. “Sure 
honey, let’s watch ‘The Crown.’ ” (Please 
don’t let her read this!) It’s actually a nice 
way to draw and still spend time with my 
wife after long days at work. 
My goal is to work with more tactile 
medium in the future, like Copic markers 
and inks. I figure that since my job has me 
staring at a screen all day, I should proba-
bly not stare at a screen when I get home. 
My eyeballs are becoming raisins.

Q: Which artists have influenced you 
the most? 

A: I’m always bad at these type of 
questions because I always leave 

the most obvious one out. But here goes: 
Ronald Searle, Erich Sokol, Bill Wat-
terson, Al Hirschfeld, Gary Larson, and 
Chuck Jones. But also I’d have to say that 
a lot of my friends and co-workers are big 
time influences on me as well.

Q: Whose art are you following on 
social media these days?

A: Oh boy, I am following a LOT of 
incredible artists. I’m guaranteed 

to accidentally leave some great ones off 
of here, but I’ll see if I can name a few: 
Pete Oswald, Joe Vaux, Lindsey Olivares, 
Jack Perkins, Farias, Timothy Lamb, Mick 

Cassidy, Eric Goodwin, Nate Kapnicky, 
Brian Oakes, Tyler Fontes, Manny Aveti-
syan, Ulisses Araujo, André Carrilho, 
Tom Faraci, Bao Nguyen, John Bahn, 
Adam Ballinger, Maria Picassó i Piquer, 
Dan McMahan, Jorge Arévalo, Felipe 

Elgueta, Derek Brennan, Jason McLean, 
Avner Geller, Marie Thorhauge, Juaquín 
Aldeguer, Lindsay McMinn to name just 
a few...These artists are the reason my 
wife yells at me for spending too much 
time on instagram.

Q: Are you looking forward to any-
thing in particular at the annual 

convention?

A: As you can see from the previous 
question, I follow a LOT of artists 

on Instagram, but I’ve never met most 
of them. So I can’t wait to meet them at 
the convention and underwhelm them in 
person. 

Q: What do you hope people take 
away from your presentation this 

year?

A: Well, I hope they leave having 
learned about the animation 

process and the idea that artistic talents 
can take you into several career paths 
nowadays. And if I’m really boring and 
they fall asleep, I hope they leave feeling 
well rested.

Q: Where can people find more of 
your work?

A: People can find my work on Insta-
gram. My handle is very creative. 

It’s @dombianchi. ef
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“The Greatest” digital art in Procreate on 
iPad Pro.
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The 27th annual ISCA Convention will 
be held at the Town and Country San 
Diego. It’s centrally located in an area 
called Mission Valley. And the property 
conveniently sits right next to a stop on 
the San Diego Trolley line and a large 
mall called Fashion Valley.

The Terrace Cafe at the hotel serves pas-
tries and coffee in the morning, but they 
do not serve full hot breakfasts. If you 
would like more choices, here is a short 
list of some restaurants and stores with-
in reasonable walking distance to the 
hotel. I’ve indicated when something’s 
near a Trolley stop with a red dot. •
Fashion Valley Mall
Departments Stores, Restaurants and a 
Food Court 
- Distance: Next to the Hotel 
- Hours: 10:00 am to 9:00 pm

True Food Kitchen
Restaurant in Fashion Valley Mall 
Healthy and Vegetarian Fare
- Distance: Next to the Hotel
- Hours: 11:00 am to 9:00 pm

Bunz (in the Days Inn Hotel)
Breakfast, Lunch, Dinner 
- Distance: 0.5 mile walk 
- Hours:  6:30 am to 9:00 pm

Shake Shack
Gourmet Burgers, Hot Dogs 
and Frozen Custard 
- Distance: 0.7 mile walk 
- Hours:  11:00 am to 11:00 pm

FedEx Office/Print & Ship •
Get prints of any size and ship  
(one Trolley stop away)
- Distance: 1 mile walk 
- Hours: open 24 hours

The Hazard Center •
Shopping Center with several food
choices (one Trolley stop away)
- Distance 1 mile walk
- Hours: Shops close at various times

The Coffee Bean
Coffee, Tea and Pastries 
- Distance: 1 mile walk 
- Hours: 5:00am to 10:00pm

Trader Joe’s
Groceries, Frozen Meals, Wraps 
- Distance: 1 mile walk 
- Hours: 8:00am to 10:00pm

BevMo! 
Liquor, Wine, Beer and Sodas 
- Distance: 1 mile walk 
- Hours: 10:00am to 9:00pm

Best Buy •
Large Electronics Store 
(two Trolley stops away) 
- Distance: 1.2 miles 
- Hours: 10:00 am to 9:00 pm

Target •
Large Home Store 
(two Trolley stops away) 
- Distance: 1.3 miles 
- Hours: 8:00 am to 12:00 am

Resources Near the  
Town and Country Resort

Your Guide to
San Diego

by Court Jones

Here is your essential guide to San 
Diego. If you want to know where 
to get some nearby food or necessi-
ties during the convention, you can 
find that here. Or If you just want to 
know about the best eateries and 

sightseeing locations, I’ve 
compiled my list of per-
sonal favorite spots.

The Town and Country
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If you have access to a car while you’re 
here or an app like Uber or Lyft, here 
are some other places around town you 
should visit.

On a culinary note, because of our prox-
imity to the border, San Diego is home 
to probably the best Mexican food in 
the United States. We are addicted to it 
here. Fish tacos and carne asada burri-
tos are staple San Diego foods. Be sure 
to check out the Mexican restaurants in 
the list below.

Art Stores

Artist & Craftsman Supply 
3804 Fourth Ave., San Diego 
(They are a sponsor and will also have a 
small store at our convention.)

Blick Art Materials • 
1844 India St., San Diego 
(Trolley stop at Little Italy)

Restaurants
El Zarape (Mexican) 
4642 Park Blvd., San Diego

Las Cuatro Milpas (Mexican) 
1857 Logan Ave., San Diego

Lolita’s (Mexican) • 
202 Park Blvd., San Diego 
(Trolley stop at 12th & Imperial)

In-N-Out Burger 
2005 Camino Del Este, San Diego 
(Best fast food burger!)

Hash House A Go-Go 
3628 Fifth Ave., San Diego 
(American Comfort Foods)

Island Prime/C-Level 
880 Harbor Island, Dr. San Diego 
(High-end dining with spectacular view)

Worthwhile Destinations
Old Town San Diego • 
The first Spanish settlement in the U.S. 
Preserved homes, shopping and dining.

Hotel Del Coronado 
“The Del” - San Diego’s most famous 
landmark. Historic hotel on the beach 
on Coronado Island.

Coronado Ferry Landing 
The bay side of Coronado Island. Nice 
restaurants and great views of the bay 
and city.

Seaport Village • 
Popular tourist area on the bay with 
shops and restaurants.

Little Italy • 
Cute neighborhood with several top 
notch restaurants.

Balboa Park 
The center of culture and art in San 
Diego. Museums, theaters & gardens. 
You could spend all day here.

San Diego Maritime Museum • 
Historic tall ships and other boats you 
can explore.

San Diego Zoo 
Animals within natural enclosures and 
beautiful landscaping.

San Diego Zoo Safari Park 
Much larger than the zoo with wide 
open spaces for the animals to roam 
and mingle.

Sea World 
Amusement park with aquariums, 
shows and rides.

The Coast and Beaches
La Jolla Cove/La Jolla Village 
Upscale Shops and dining overlooking 
the ocean. Best place to watch a San 
Diego sunset.

Torrey Pines State Reserve 
Nature trails on a mesa overlooking the 
Pacific Ocean

Belmont Park 
Small public amusement park in the 
Mission Beach community with a his-
toric wooden roller coaster.

Windansea Beach 
Natural Rock formations form a  
dramatic scene on this small, less-visit-
ed beach.

Cabrillo National Monument 
An old lighthouse that sits high on the 
tip of Point Loma. Panoramic views of 
the city and the sea.

Restaurants and Attractions Around San Diego

The beach below Torrey Pines Reserve
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From the airport, there are a variety of commercial 
shuttles. The lowest-cost one is Super Shuttle at $12 per 
person. Yellow Taxi does a flat rate of $22 to the Town and 
Country, no matter how many people ride together.

Town and Country Free Shuttle: Guests of the hotel can 
arrange a free shuttle to any nearby location. You must in-
quire through the hotel bellman desk. It operates between 
the hours of 10am to 7pm. Subject to availability.

Rental Car: You can rent a car at the airport. But there is 
also a car rental office at the Town and Country lobby and 
the neighboring Handlery Hotel. They have cheaper rates 
than if you pick up from the airport location.

The Trolley: The MTS San Diego Trolley stops right by 
the hotel and goes through Old Town, Little Italy, Down-
town and even to the Mexico border. It’s $2.50 for a one 
way ticket and $5.00 for a one-day pass. Multi-day passes 
available.

Uber and Lyft are definitely an option.

Dockless Pay-As-You-Go Bikes & Scooters are found all 
over San Diego. Using an app, you can pick up and ride 
any bike or electric scooter you find on the street. Popular 
brands here are Limebike, Bird, Mobike, Spin and Ofo.

I put together a custom Google Map specifically for ISCA 
members attending the convention. The map marks help-
ful locations for shopping, eating and must-see attrac-
tions. It includes most of the locations listed in this article 
plus many more. We will post the link to the map in the 
ISCA Members group on Facebook. Or you can scan this 
QR code on your phone.

You will need to have Google 
Maps or the Google Chrome 
browser installed on your 
device. Once you do, you can 
use my custom map to easily 
program navigation on your 
phone for driving, walking or 
mass transit. ef

People like to joke that being a weatherman in San 
Diego is the most boring job in the world. While there is 
a lot of consistency and mild temperatures year round, 
there are also many peculiarities about San Diego and 
its climate. This will help you plan your trip.

San Diego has a dry Mediterranean climate. The days are 
warm and the nights are cold. Especially during November. 
Bring a jacket. Daytime temps should average 70°F (21 °C) 
while the nighttime may get as low as 55 °F  (12 °C).

It generally only rains here December through March.
However, the National Weather Service is predicting a 60-
70% chance that the 2018 El Nino conditions in the Pacific 
will bring higher levels of rain in Southern California this 
November, which is a change from our normal dry weather 
patterns. But, it’s just a forecast. That may not happen.

“Santa Anas” — The Santa Ana winds (or just “Santa 
Anas”) are hot, dry winds that come in from the desert at 
various times of the year and make San Diego even warm-
er and drier than normal, even at night. It increases the 
wildfire risk. We may get some during the convention.

“The Marine Layer” - Often, moist air, clouds and fog 
move in from the ocean overnight, resulting in cloudy 
morning skies that burn off and we get clear skies by mid-
day. But the marine layer doesn’t come ashore during the 
Santa Ana wind conditions.

Our beaches are beautiful and the surfing is good. But the 
sea water is very cold here, compared with the East Coast 
of the U.S.If you don’t want to stand out as an obvious tourist, it’s 

good to know how we pronounce places and things here 
in San Diego.

Because of our proximity to the border, we generally use 
the Spanish pronunciation of the ubiquitous Spanish words 
and place names (Softened by an Anglicized accent of 
course). For example, tortilla is “tor-TEE-yuh.” La Jolla is 
“Lah-HOY-yuh.”

Always say “the” in front of the freeway number (the 5, the 
8, the 805). That’s actually true for all of SoCal.

Our downtown nightlife hub is “The Gaslamp Quarter,” or 
simply “The Gaslamp”. Not “The Gaslamp District.”

Many beach communities in the central and southern part 
of the county are referred to by their abbreviations. We’re 
kind of lazy that way. “Imperial Beach is “IB.” Ocean Beach 
is “OB.” and Pacific Beach is “PB.” However Mission Beach 
is still Mission Beach. Nobody says “MB.” The beach com-
munities of La Jolla and everything north of that do not get 
abbreviated.

San Diego is only ever called “San Diego.” No variation on 
that name is ever uttered here.

We all love the movie Anchorman in San Diego. But quot-
ing lines from it got old a long time ago. Just a warning.

Getting Around

Custom Google Map  
just for ISCA Con 27

The Climate

How To
Speak San Diegan



David Boudreau 
Interview

This is our second of two interviews we have with people who 
will be giving seminars at this year’s conventions. Both in-
terviews are of artists who are attending the convention for 

their first time. They also both just happen to be working for Fox 
Animation. The parallels and similarities between the two are in-
teresting. And so are the contrasts. That is why you will see some 
similar questions between the two interviews, but the answers are 
as unique as the artists themselves. Hopefully, these interviews will 
compel you to find out more about their work and ask them even 
more questions at the convention.

Alfred Hitchcock, Photoshop.
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by Debbie Burmeister
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Q: Hi, David! Our members are eager 
to learn more about you and your 

work. First, let’s introduce you to our 
readers. Where are you from? 

A:I was born in Boston, Massachusetts. 
but grew up in Nova Scotia, Canada. 

I now live in Hollywood, California.

Q: When did you first know you were 
interested in art? 

A: It sounds cliché, but since I was old 
enough to hold a pencil.

Q: Are you self-taught? Or did you 
go to school for this?

A: For the most part I am but then 
honed my skills in college and I 

still continue to learn. I went to Sheridan 
College and studied Classical Animation 
from 1987- 1991.

Q: I see that you are currently work-
ing for Fox Animation.  

A: Yes, I am a Story Revisionist on 
American Dad. I’ve been with FOX 

ANIMATION off and on since 2009, start-
ing on Family Guy.

Q: So what is a typical workday like 
for you? 

A: That’s a loaded question. I start 
my day with a coffee. After that, 

lots and lots of drawing and meeting 
deadlines. Every day the work is different, 
working from one episode to the next. 

Q: Do you use traditional or digital to 
draw? If digital, which programs? 

A: I’m traditionally trained but started 
painting in Photoshop in 2011. I 

use primarily 3 layers: 1-sketch (subject), 
2-paint over, 3-background and one brush 
preset 24. I like keeping things simple.

Q: Can you tell us what you are work-
ing on now? 

A: Right now, I’m working on Ameri-
can Dad. I started on Family Guy in 

2009. and was working on and off since 
then to work on other projects then came 
back in 2016 and have been on American 
Dad since then.. 

Q: You have quite an impressive 
resume: character designer, ani-

mator, storyboard artist. Of all the roles 
you have had in animation, which is 
your favorite and why?

A:  I love them all, keeps me fresh  
and not bored. I like wearing many 

hats. But if I had to pick just one, I’d  
say animating.

Q: You have been working in ani-
mation for some time now, with 

some big names such as Dream Works, 
Fox Animation and Jim Henson. How/
where did you get your start? 

A: I’m a traditional animator not a CG 
animator, although I can do both 

now. My first job in the industry was 
FernGully: The Last Rainforest as an in-
betweener. I’ve worked on over a dozen 
feature films as an animator primarily 
and have done some visual development 
as well and several television series, pri-
marily as a character designer. I’ve had a 
very blessed career. 

Q: When at the big studios, did you 
work on anything we would be 

familiar with? 

A:I was a character animator on Moses 
in The Prince of Egypt, Miguel in The 

Road to El Dorado, Littlecreek in Spirit: 
Stallion of the Cimarron, and Proteus in 
Sinbad: Legend of the Seven Seas all at 
Dreamworks Animation. I also worked 
Space Jam and Quest for Camelot at War-
ner Brothers and several other features at 
various studios.

Q: What is your favorite animation 
piece you worked on and why?

A:  I would have to say The Prince of 
Egypt. I loved the crew I worked 

with and have very fond memories. It’s 
not always the about art or project you 
are working on... for me it’s the crew. 
Although P.O.E. is stunning visually.

Q: Lots of kids dream of being 
animators, but I have heard the 

hours are long with little pay, especially 
in the beginning. Was it a long road to 
get to where you are today?

A:   I wouldn’t consider it  a long road 
to get where I’m at. I hit the ground 

running after college and was very 
fortunate to get my break in immediately 
after I graduated... I had a few offers from 
several different studios (and something 
that most people do not know,) I was of-
fered an internship at ILM (Industrial Light 
& Magic) but had to turn it down because 
it was an unpaid internship and couldn’t 
afford to do so.

Q: Is there anything that you would 
do differently if you had to do it 

all over again? 

A: Not really, although I wished I had 
stayed at Warner Brothers to work 

on Iron Giant. I had left W.B. to go to 
Dreamworks to work on P.O.E.

Q: When did you start drawing car-
icatures, and what got you into 

the art form? 

A: I’ve always drawn caricatures 
throughout my career, especially 

when I was doing character design. I only 
started getting serious about it when I 
wanted to learn Photoshop and drawing 

Marilyn Monroe, Photoshop.



on the Cintiq. I wanted something to mo-
tivate me since I was teaching myself how 
to use the program. I was always a fan of 
Kr�ger’s work since the late ‘80s early ‘90s. 
Then became aware of Jason Seiler’s work 
back in 2009. I reached out to him and he’s 
given me some great advice throughout 
the years. 

Q:Do you consider the two to be 
exclusive or does one help inform 

the other— which came first, caricature 
or animation, and does your caricature 
work factor into how you make a living 
or do you consider it a hobby? 

A: Caricature, I consider just a hobby, 
although I have sold some prints of 

my work here and there over the years. Ani-
mation is my bread and butter (my day job.)

Q: Can you explain your thought  
process that goes into creating a 

caricature? 

A: Nope. Not in so many words anyway. 
It’s mostly trial and error with me. 

I’m not the “Johnny on the spot” type of 
caricaturist or those who do it for a living, 
Hats off to them! Something I find difficult.

Q: What mediums do you prefer  
to use? 

A: I primarily draw and paint digitally 
now since the whole industry has 

made the change. I actually prefer it now. I 
can execute my ideas much faster. I was a 
luddite at first and was a little stubborn to 
make the transition and was highly critical 
of the process. 

Q: What values and attributes should 
an artist have to improve their 

craft and/or be successful? 

A: A question that is often asked. Hours 
and hours and hours of dedication, 

sacrifice, being very observant, self con-
fident along with honesty and humility...  
and of course the skill to be able to grow. 

Q: And on the flip side, what do you 
think holds an artist back or is 

detrimental to their progress? 

A: The opposite of the above ques-
tion-see above question. 

Q: Do you make a distinction be-
tween caricature illustration and 

caricature fine art? 

A: Not really ... although I’m not a big 
fan of fine art.

Q: Is there anyone that you find very 
difficult to draw or hope you never 

have to draw again? 

A: I see everyone as somewhat of a 
challenge although there are those 

who are easier than some others. 

Q: Do you have mentors? I had a few 
when I started out. 

A: My Dad to start off, along with Char-
lie Bonifacio and Darlie Brewster. 

Q: Which artists—living or dead— do 
you admire the most, or have 

influenced you the most? 

A: There are quite a few... Milt Kahl, 
Robert Bateman, Paul Calle, Sebas-

tian Kr�ger, Brian Froud, Wyeth, Norman 
Rockwell, J.C. Leyendecker, Gil Elvgren, 
Drew Struzan... and many, many more.

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

A: My caricature work is what I do on 
my own time. I’ve never done it for 

a living. The only way it would ever fit in 
would be my character design work. 

Q: How do caricatures fit into your dai-
ly life, and where else do you see the 

art of caricature in your day-to-day life?

A: It comes and goes throughout my 
days now. I haven’t done much 

work these days in regards to caricature. 
Months will go by before I feel compelled 
or inspired to do one or on the very rare 
occasion someone has asked me .

Q: Do you do or have you done any 
teaching?  

A: I’ve done some. I prefer to teach 
all aspects of drawing. You need a 

strong foundation of the fundamentals be-
fore you should start doing caricature. 

Q: Why do you think caricature is an 
important art form? 

A: A question I have no idea how to 
answer... It’s fun to do and therapeu-

tic for me.  

Q: I see this is your first convention 
with us. Do you have any goals? 

A: To be honest, I have no expectations 
since this is my first. I am looking 

forward to meeting the people I’ve been 
in contact with online for many years to 
finally meet face to face. For my presen-
tation, perhaps they can learn something 
that they didn’t already know. 

To find out more about David, including 
a gallery of his concept design sketches 
and portraits, animation and caricatures, 
visit his website at www.davidboudreau.
weebly.com ef
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Ah, my first article for Exaggerated Features, and I’ve 
been asked by our illustrious Vice-Prez, Keelan, to 
talk about speed. My name is Ted Tucker, and Kee-

lan has worked alongside me for nearly a decade now. He 
and I have constantly pushed each other to get better, and 
in the arena of live caricature, faster. Along the way, I’ve 
picked up a few things from other artists, and have come 
up with plenty of things on my own to help myself get 
faster. Don’t worry I’ll make it quick....OK, that was a bad 
pun, but hey, we all have a strange sense of humor, or we 
wouldn’t draw car toons of people for a living, right? 
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Built for Speed
by Ted Tucker

FlashBack 

Article
Editor’s Note: This article originally ran in the Fall 2002 issue of Exaggerated 
Features. Thanks to Ted Tucker for revisiting the article and updating the  
illustrations in glorious color!
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Now you may be asking yourself who 
I am, and what my credentials are for 
talking about speed. At this year’s 
competition I placed 2nd in the Speed 
Competition (behind defending cham-
pion Al Rod). I was always hyperactive 
as a child (sorry Mom), so now I have 
that hyperactivity channeled into my 
hand, and praise God I’ve turned it into 
a career. 

Before I begin, let me just add that I 
was excited at the hope of seeing “Huf" 
in action at the con, but he did not com-
pete in the speed competition this year. 
I had heard of his prowess and hoped to 
pick up a few pointers. So even though 
I am by no means the end all and be all 
on speed, I feel we can all continually 
learn to be better and faster. And I think 
I may have some valuable pointers for 
you. Let’s face it, time is money (in 
retail locations especially)! 

1 One thing I must stress here before 
I begin is that in concentrating on 

speed, you don’t HAVE to sacrifice 
quality. If you take shortcuts and leave 
things out of the picture (i.e. name, 
background, etc.) when you are working 
to be quick, this only hurts your draw-
ing and cheats your customer. Putting 
less in your drawing doesn’t make you 
faster—you are just drawing less. When 

you condition yourself to draw every-
thing you would normally draw, just 
faster, your pic tures will be better for it. 
That is something I have prided myself 
on over the years. I am able to get a 
better likeness and much better looking 
picture in half the time it used to take 
me when I first started. I’m just going to 
let you know the techniques I have used 
that make and keep me fast. 

2This is going to sound simple, but 
the most successful thing I’ve found 

to get faster is to time yourself. Glance 
at your watch or set it somewhere you 
can see it when you are working ... just 
somewhere your subjects or the crowd 
can’t see, so they don’t know what you 
are doing. I find myself getting further 
and further into what I call “Speed 

Mode” when I check my time after each 
part of the picture I draw, i.e.: after I 
draw the eyes, then again after the 
nose, then the hair ... you get the idea. 
The more you do this consistently, the 
less time you will find yourself taking on 
a draw ing. 

When you’ve timed yourself for a while, 
you start to get a feel for how fast you 
are going. Many times after I have been 
in speed mode, I felt like I was moving 
slowly. But when I checked my time, I 
was as fast or faster than my previous 
record. It starts to become instinct after 
a while. I’ve found when draw ing the 
face in speed mode, that I get an even 
better likeness. I think it is because the 
first impression sticks with me more 
and I’m not giving myself time to think 
about it too much, or to second-guess 
myself. Because of that, I really like 
living in “Speed Mode.” 

3Something else that is quite helpful is 
using the same sequence when you 

draw. If you start on each face the same 
place every time, you will get better and 
better at it, and quicker and quicker. 

Using the same sequence each time 
also applies to how you draw the body 
and especially when you color. When 
color ing/shading, make sure to use all 



25

you need of each color before you set 
it down. The worst thing you could do 
(to lose speed) is pick back up a color 
after you’ve set it down. All those 
little extra steps will begin to add up. 
Think of it kind of like an automotive 
assembly line—if they have to stop the 
process and back up the whole thing 
because something was only partially 
put on, not many cars would get made, 
would they? I know it’s hard. I’ve often 
used different colors instead just so 
I wouldn’t pick one back up that I’d 
already laid down. Forced creativity, is 
what I call it.

4 Something else I have to touch on is 
economy of drawing. What I mean 

by this is only drawing what is absolute-
ly neces sary. On the eyes (especially 
girls) you can just draw the lashes as a 
big shape instead of several small ones. 
(Quicker and less tedious.) In hair, you 
can draw the main shapes, and just the 
outline. If it’s a color picture, then use 
the color to actu ally cre ate the lines. 
indicat ing the way the hair flows. It’s 
just fewer lines you have to draw (which 
means less drawing time). 

5 The next part I want to go over 
is one of my favorite parts of 

caricaturing—the gag body!! Many 
people are intimidated by gag bodies, 
but really, in my mind, they solidify the 
caricature. They bring it all together 

and inject that extra laughter we all en-
joy. The best way to approach bodies 
if you want to do them quick, is like 
everything else—practice. I have large 
sketchbooks from my first couple of 
years when I started where I prac ticed 
my gag hands, arms, legs, character 
co-stars, etc. Pages and pages and 
pages of them! Something that helped 
me when I was learning bodies, arms, 
etc., was that I developed a caricature 

“body style.” I had been studying and 
learning comic book style illustra-
tion ever since I can remember, and 
because of that my bodies were more 

“real istic.” But let’s face it, a big head 
and little body is the furthest thing 
from being realis tic! So I took away a 
finger, rubberized the arms, took out 
some details like clothing folds, and 
went from there ... Practice, prac-
tice, and more practice. I used to draw 
blank heads with gag bodies and time 
myself while I did it. 

I also did quite a bit of planning, 
sketching different situations that I 
thought I might one day be asked for. 

When I design a gag situation, I think 
about it in terms of efflciency and 
quickness of execution. How can I de-
sign it, fill the picture and do it quickly? 
For one thing, I will draw the picture 
with little or no overlap of objects. I’ve 
found then when objects do not over-



lap, they instead “frame” the person 
and their action, making them more 
the cen ter of attention. An added 
advantage is it makes coloring quicker 
and neater. When your colors run into 
each other, it’s not always pretty— 
usually it’s a very brown equation. Less 
overlap also spreads out the objects in 
the picture to fill it up more. 

This leads me to my next part of the 
gag body, which is what I call “ the 
character co-star.” The co-star is the 
other cartoony dude, dudette, animal, 
or object hanging out with our “star” 
of the picture. His/her/its placement in 
the picture helps take up empty space, 
and when they also say or think some-

thing, it takes up even more space. 
When I use word or thought balloons, 
I use them to my 
full advantage. I will size the balloon 
and words according to how much 
space I have to fill. Speaking of words 
(oh, anoth er pun!) let’s hear it for 
sound effects! They are another great 
thing to take up space. 
So there you have it from the brief 
Ted Tucker School of Speed. As I was 
writing this article, I found myself 
practicing and thinking even more and 
more on my craft, and next time we 
meet there might be more fast tales 
to tell. Till then, keep those pens and 
pencils smokin’!! ef
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To find out what Ted Tucker is up to,  
check out the following sites: 
www.caricatureconnection.com
www.ArtisticTalentGroup.com

facebook.com/artistictalentgroup
instagram.com/artistictalentgroup
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Last year, I attended Tom Richmond’s car-
icature workshop in Long Island City, NYC 
and it changed my perception of the world of 
caricature and taught me some unexpected 
things along the way. I am an animator/car-
toonist. My first job out of Cartoon College 
was caricaturing for Kaman’s at Six Flags 
Great Adventure. Since then I have been a 
graphic designer, cartoon animator, illustra-
tor, software developer, web designer, digital 
production manager and I’ve been casually 
drawing caricatures at parties for about 20 
years. I never made caricaturing at parties my 
full-time professional focus, but I always used 
caricature to spice up my animations and il-
lustration with celebrity cameos and spoofs. I 
like taking drawing and art workshops at least 
once a year, airbrush painting, sculpting with 
clay, acrylic painting, etc. Like all of us reading 
this, I am a Mad Magazine fan and a cartoonist, 
so when Mad artist Tom Richmond advertised 
on Facebook for his caricature workshop in 
nearby New York City, I jumped all over it.

Building up to the event, Tom kept in contact via 
email, sending us students a supply list, 3-day 
class syllabus and hotel info. He asked for photos 
of us so he could create a caricature of the class. 
He asked for eye color, front, 3-4, and side view 
photos, and because it was a group photo; height. 
When I read his description of what type of photo 
references to send, I realized it was perfect for 
when I worked with my own clients. At the time, 
Tom also offered a $100 discount if we had an $80 
membership to ISCA, an organization I had never 
heard of (Currently, the discount is no longer be-
ing offered.) Signing up to ISCA was a no brainer. 
I signed up and then boom, I get my first issue of 

Tom Richmond’s  
Caricature Workshop 

Review
by Chris Silvestre



Exaggerated Features, I join the Face-
book groups, I see everyone’s artwork 
from all over the world and I joined a so-
ciety full of awesome caricature artists 
from all over the planet! That’s when it 
dawned on me how many people make 
a full-time living from caricature. Best 
$20 I ever didn’t spend.

Even though I’m 90 minutes away, I 
booked myself a room so I could 
completely immerse myself during the 
3-day workshop. I would draw in my 
room before the workshop to loosen 
up. Luckily, all hotel windows in NYC 
face brick walls, so no one is distracted 
while drawing. The hotel was nice, but 
the workshop itself was in a super tiny 
room in the basement, but that’s New 
York for ya. 

Tom has a couple of decades of profes-
sional caricature experience and the 
students all know him from his career, 
but he made everyone feel very at 
ease with his relatable teaching style. 
The sessions were very structured and 
nicely paced and focused on universal 
caricature principles as well as studio 
techniques and live techniques. The 
caricature principles can be used in 
many different mediums such as ani-
mation and more polished acrylic ren-
derings. The studio style he teaches 
is exactly as you see in Mad Magazine 
and in his book The Mad Art of Carica-
ture. His live techniques really focus 
you on capturing and exaggerating the 
likeness quickly. 

Tom connected a Cintiq MobileStudio 
Pro to a projector so he could draw 
while we all watched. People would 
draw at tables leaning on art boards 
with markers, pencils, charcoal sticks 
and even water color. We each re-
ceived a full color photo book filled 
with head shots to practice during 
class. Each day we would start out 
with 10-minute warm-up sketches of 
people from the photo book. Then, 
Tom would teach us different tech-
niques and we would do more drawing 
exercises. He would walk around and 
critique each student personally and 
I noticed he would speak to them at 
their level of expertise. He would talk 
to the old pro about hair texturing 
and talk to the rookies about planning 
drawings with confidence. He pointed 

out to me that my eyes are frequently 
very different sizes, which I always 
keep in mind now. I remember going 
back to my room the second day and 
reviewing some of my morning hotel 
room sketches. They looked terrible 
compared to my workshop drawings.

Many of us work alone in our studios, but 
in those 3 days I made friends with car-
icature artists of all different skill levels 
and from all over North America: Steve 
Nyman, the pro from North Jersey, I re-
connected with Robert from NYC, who 
I worked with years ago in animation, 
Kelly the Canadian artist, and the Mil-
waukee Mauler, the pro wrestler turned 
artist. We drew all day long while we 
would shout out questions to Tom about 
techniques and his career in cartooning, 
most of which was Mad gold! He gave us 
tips on developing our careers and what 
to submit to which publications/organi-
zations. We also learned a lot from each 
other. Steve the NJ pro and I spoke about 
marketing, and me and the Milwaukee 
Mauler hit the gym a few times.

I read The Mad Art of Caricature before 
attending the class and it really helped 

me in my craft but Tom Richmond is 
the book in real life and he gives each 
lesson a completely different weight. 
For example, I read about the T-Shape 
theory but once we talked about it as 
a class in real life, it gave me a new 
appreciation for the T-Shape’s pow-
er. He showed us how to understand 
proportion exaggeration and how to 
render the face’s features to convey the 
person’s likeness in cartoon illustration. 

He walked us through his then current 
project, a Mad spoof of Stranger Things. 
We saw his thought process as he tried 
to get his Winona Ryder caricature just 
right. We went through much of his 
work and he would describe the differ-
ent challenges of layout and working 
with writers and editors. He demon-
strated how, when and where to use 
different drawing tools. Tom showed 
us his traditional process by drawing 
for us live using a quill pen while we 
looked on. He showed how various 
line illustration techniques create a 
more pleasing rendering. This greatly 
improved my drawings in the months 
following the workshop. Tom showed 
us his Photoshop coloring techniques 
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Me with Tom Richmond.



by coloring an inked drawing of a 
bodybuilder.

On the final morning, we all drew each 
other live. Tom has his own chain of 
caricature booths so he was excellent 
at explaining his live caricature process. 
We didn’t have enough room in our 
tiny NYC closet to draw each other, so 
we snuck into a banquet room next 
door. We had a timed 5 minutes to 
draw each other and everyone drew ev-
eryone, including Tom. I’m not saying I 
was nervous drawing Tom Richmond— 
actually, I guess I am saying that. Some 
of us had never drawn live before, but 
from what I heard from them it was a 
great first time.

After the final class, Tom reviewed my 
caricature portfolio and even reviewed 
my recently finished kid’s book Picky 
Nicky: The Nutrition Decision. I showed 
him specific layouts I was working on 
and he talked me through solutions. 
Priceless.

Tom went above and beyond and gave 
us some signed swag like the workshop 
poster featuring all of the attendees, a 
Batman poster print, a signed Mad Art 
of Caricature Book (I already had this 
book so I requested his Goodnight Bat-
cave book that had just come out. Tom 
obliged!). The projector screen Tom 
used for the NYC event was too much 
to ship back home so he offered it to 
me! I couldn’t take it on the train so 
we left it there in that tiny basement 
hovel. Oh well.

Since this workshop experience, I 
started promoting my own caricature 
business Party Cartoon  and I’m seeing 
more party revenue each month. I’m 
becoming a better artist and I’ve started 
caricaturing live on the iPad. I refined my 
techniques for caricature in animation 
and landed some work on The Woody 
Show. I really love being a part of the 
caricature community that I found after 
signing up for this class. As artists we 
are always learning, even the old pros 
like Tom Richmond. He recently told me 
his workshop has evolved since last year. 
If you are on the fence, no matter your 
skill level, I would highly recommend the 
workshops. Hopefully you get a bigger 
room than we got. ef
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Tom Richmond with his drawing of me. He captured my eyebrows perfectly!

LINKS FOR TOM RICHMOND: 
www.tomrichmond.com/workshops

Workshops sell out quickly, so act fast. 
And be on the lookout for upcoming 
workshops in Amsterdam, Switzer-
land, Atlanta, and Portland!!

www.madmagazine.com

The Mad Art of Caricature!: A Serious 
Guide to Drawing Funny Faces  
https://amzn.to/2zeHkHE 

OTHER WORKSHOP  
ATTENDEES WEBSITES: 
Steve Nyman 
www.aaacaricatures.com

OTHER WORKSHOP  
ATTENDEES ON INSTAGRAM 
Robert Diaz @sillyrobert

The Milwaukee Mauler 
@milwaukee_mauler

Kelly’s Caricatures 
@whynotcaricature

Chris Silvestre is an animator and cartoonist 
and can be seen at  
www.silvestreart.com and on Instagram at 
www.instagram.com/silvestre.art

Party Cartoon is on the web at  
www.partycartoon.com and on Instagram 
www.instagram.com/partycartoon

www.pickynickybook.com



710 NE 100 Terrace 
Kansas City, MO 64155 

USA

The convention starts with the ice breaker and registration on Sunday, November 4th, 2018  
and ends with the Awards Banquet on Friday, November 9th, 2018.

November 4th-9th, 2018
Town & Country Resort  

San Diego, California

Details start on page 4!!!!!


