
LINK

1: Software

Comics were originally hand drawn and then duplicated 

thousands of times. Now we have software that can assist 

in the creation of Comics and tools that can support us, 

some examples are:

Comic Life, Pixton, Publisher, iStudio Publisher, Adobe 

Photoshop, Adobe Illustrator

All  of these examples are capable of creating Comic Strips 

however some are better than others.

Examples of tools that may help with comic creation are pre 

made templates, panel placement, built in fonts, built in 

characters etc.
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2: Assets and Resources

When planning any of your work you should always keep a list of 

the assets you will use and what you will use them for,

Save the assets in a separate folder and complete the assets 

table stating what type of asset it is, where the assets has come 

from, what is will be used for, any copyright issues with the 

assets and a link to the original location.

3: Copyright

When searching for assets you would like to 

use in your comic you must consider 

copyright restrictions that may be in place. 

Typically there are four variations of the 

copyright law: 

- Copyright protected (Can not 

use without permission)

- Creative Commons (Can use but 

must follow guidelines set out by 

creator)

- Fair Use (Can be used when 

reviewing a product)

- Royalty Free (Can be used and 

adapted, no permission required)

4: Typography

You may want to use a particular font 

throughout the whole of your comic 

strip. 

Most software options will have a rang 

of fonts to choose from.

5: Editing Assets

When you find an asset it may not look exactly 

how you want it to and may need to be edited. 

To do this you should edit the asset first in a 

graphics editor like Photoshop and evidence 

any changes you make in a document. 

Save the edited asset and then place it into 

your comic. 

https://drive.google.com/file/d/16h28skeGZNU2vB6_eBCnUU_w0ui9s8XP/view?usp=sharing
https://www.ocr.org.uk/Images/610942-specification-cambridge-nationals-creative-imedia-j834.pdf
https://www.creativecomicart.com/character-creation.html
https://www.ocr.org.uk/Images/638023-characters-and-comics.docx
https://www.youtube.com/watch?v=R7htJK4WTeI
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6: Creating Assets

Often you might find that the asset you are looking for does 

not currently exist. In this case you would then need to 

create the asset yourself. 

A good formula to follow for comics is to create assets that 

are vector graphics with bold blocks of colour and crisp 

lines. 

Once your asset is created, save it in an appropriate format 

before inserting into your comic.
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7: Panel Layout

Your panel layout will determining how the reader enjoys your 

story. Most comics will use around 6-9 panels per page. These 

panels may vary in size.

You may use a short panel to represent a short amount of time 

and long panel for a longer amount of time. You could even use 

panels that aren’t perfect rectangles to add some edge to the 
comic. 

8: Focal Points

Focal Points allow the reader to follow the 

story from one panel to the next. It usually 

indicates where you want the reader to look 

in each panel. 

Focal point usually follow the action like an 

explosion, a facial feature, like if someone 

was crying or zooming in on an object to 

emphasise the importance. 

9: Integrating the Script

Before creating the comic you should 

have already created the script. To 

integrate the script you would usually 

add communication bubbles and 

narration. 

Be sure not to obstruct any key action 

or focal points when adding them in and 

ensure dialogue is clear in reads in the 

correct order. 

10: Saving and Exporting

The brief that you read through and analysed will 
have stated how it wanted to the final version of the 
Comic Strip to be saved. This could be in a version 
suitable for the web or a version suitable for printing 
or both. 

You must consider:
File Size: If the Comic Strip needs to be emailed or 
used on the web then you probably want a low file 
size to ensure it loads or sends quickly.
Image Quality: If the Comic Strip is going to be 
printed then you want to choose a file type suitable 
for the best quality.
Product Format: The brief may state a specific 
format that it wants the Comic Strip to be in and you 
must meet those requirements.
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