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Gina DeDomenico Makes Hollywood Magic in Laguna Beach

COSTUME VISIONARY
By Laguna Beach Magazine Staff

Q&A

In the world of costume design, 
few artists have left as indelible a 
mark as Gina DeDomenico. With a 
career spanning blockbuster films, 
hit television series, and iconic 
music tours, the Laguna Beach-
based illustrator has helped shape 
some of the most recognizable 
looks in entertainment—from the 
fantastical wardrobes of Wicked 
and the DC Universe to the stage 
ensembles of John Legend and 
Lionel Richie.

A graduate of Parsons School of Design, 
where she earned the prestigious Bob 
Mackie Gold Thimble Award, DeDomenico 
quickly became a sought-after talent in 
Hollywood. Early collaborations with Oscar-
winning designer Ruth Carter (Malcolm 
X, Amistad) honed her skills, while her 
work on cult classics like Galaxy Quest and 
Escape from L.A. showcased her versatility. 
Yet, at the height of her career, she stepped 
away for a decade to focus on raising her 
three daughters—a decision that, she says, 
ultimately deepened her creative perspective 
when she returned to the industry.

Currently, DeDomenico works, as a lead 
costume concept artist for a couple of the 
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own creativity?
GD: I work directly with the costume 
designer. Once we create some designs we 
are happy with, the costume designer gets 
feedback from the director, show runner, 
producer and eventually the network. There 
are so many cooks in the kitchen! 

When I begin to conceptualize a new 
character, the designer and I go over all the 
research, everything we know about the 

character, who the character is, if there’s a fan 
base and what that means, etc. Once we have a 
foundation of who the character is and design 
direction, I begin the process. I can come up 
with hundreds of ideas that the designer then 
tweaks with me, until we get down to a couple 
that we think are the best. It then becomes 
about refinement, adding color and the actor’s 
likeness, etc. It can take days, weeks, sometimes 
months. I will include examples of this process 

top series in the DC Streaming Universe, 
while also working on films and other TV 
shows, translating directors’ visions into 
striking, wearable art. But beyond the glitter of 
Hollywood, she finds inspiration in the coastal 
charm of Laguna Beach, where her studio 
serves as a creative haven. 

LAGUNA BEACH MAGAZINE: You’ve 
worked on everything from blockbuster 
films like Wicked to iconic TV shows in 
the DC Universe. How do you approach 
costume concept art differently for film versus 
television? 
GINA DEDOMENICO: The biggest 
difference is time and budget. I approach the 
work the same, but the process varies based 
on the time allocated to creating the concept 
art and the budget defines how detailed the 
design/illustration will be. Films typically 
have longer production times and bigger 
budgets, leading to an increase in the number 
of costumes or in their intricacy. However, 
there are stellar TV shows like The Boys where 
they feel careful attention to detail is key to 
bringing superheroes to life in the suit.

LBM: What’s your process for capturing the 
Costume Designer’s ideas while infusing your 
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in my artwork folder. Once a design is chosen 
(we call it the HERO), I have to dig in and 
conceptualize the garment from every angle—
the jewelry, gloves, boots, armor, etc. Every 
component must be illustrated separately to 
inform every department that follows.

LBM: You’ve collaborated with legends like 
Ruth Carter (two-time Academy Award 
winner for Best Costume Design for Black 
Panther and Black Panther: Wakanda 
Forever) early in your career. What were 
the most valuable lessons you learned from 
working with Oscar-winning designers? 
GD: Ruth and I spent so many of our early years 
together and I love her like crazy. Every designer 
is different, and some of us “get” each other 
better than others. Ruth and I got each other 
early on, and it was amazing to work beside 
someone like Ruth who was always putting in 
long hours and pushing her talent to the limits. 
It was a lovely experience to grow together and 
learn all the different ways designers can operate. 
The people in my industry are a special breed, 
we are either going 100mph working 20-hour 
days or we are out of work. It’s a wild, scary, but 

fabulous lifestyle that’s not for the faint of heart.
LBM: How has your illustration style evolved 
over the years, especially with advancements 
in digital tools? 
GD: Oh boy. You opened a can of worms. My 
entire first half of my career was illustrating 
on Bristol paper with gouache, and it was 
dominated by women. Then I took a break to 
have three daughters. When I returned, I was in 
shock (and a bit of denial). It was all computers 
and male dominated. I called the president of my 
union (CDG IATSE 892) in a panic and she said 
not to worry…the computer thing would never 
last. Haha! It took me a solid year and so many 
tears to learn how to illustrate in Photoshop. Of 
the 15 original costume illustrators, only two of 
us were able to make the jump. I now could not 
imagine working without my pen display, crazy 
how fast things change.

LBM: You’ve illustrated for Madonna, John 
Legend, and Lionel Richie. How does creating 
costumes for live performances differ from 
designing for film/TV? 
GD: On those specific projects, I worked closely 
with the designers and I would again call myself 

the costume concept artist. The big illustration 
difference, I would say, is that those costumes get 
made from one illustration. I do not have to dig 
in to every angle the way I sometimes have to do 
for more complicated designs.

LBM: Do you consider movement and stage 
presence differently when illustrating for 
musicians versus actors? 
GD: Movement is always a HUGE issue no 
matter the project. One of the biggest mistakes 
designers and concept artists make is not 
taking account for movement. I graduated 
from Parsons NYC and had to take years of 
construction, studying the flow of different 
fabrics and garment styles. I feel blessed that 
I know every seam and what parts of the 
body have to be clear for proper movement, it 
definitely makes me better at what I do. 

LBM: You took a decade-long break from the 
industry to raise your daughters. How did that 
time away influence your perspective when 
you returned to costume design? 
GD: I feel in my industry it’s really “all or 
nothing.” It was really hard for my ego to take 
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that break. However, a designer said to me 
�you have all the time in the world to work, 
your kids are only young once.� It hit straight 
home and I think about it all the time. She 
was so right, when I returned to the cra�, my 
girls were 13-18. I still feel guilty I didn�t stay 
home longer. But ever since then, I have been 
working at what feels like the speed of light.

LBM: What brought you to Laguna Beach, 
and how does the local creative community 
inspire your work? 
GD: Five years ago I fell in love with my now 
husband who lives here in Laguna.  We went 
to high school together on the Big Island of 
Hawaii, and reconnected on Facebook. Crazy. 
All I knew was he lived near the Pageant of the 
Masters, which has always been a colorful and 
remarkable inspiration to me and my family. 
My daughters and I have been going to the 
Pageant since they were little girls, and they all 
have art in their blood because of it!

LBM: Do you have a favorite hidden gem in 
Laguna�a place you go for inspiration or 
relaxation? 

GD: �ere�s nothing like going to Carmelita�s at 
the end of a long day, enjoying a margarita while 
looking out at Main Beach and Bird Rock. 

LBM: With AI and digital design tools rapidly 
evolving, how do you see the future of costume 
illustration changing? 
GD: I do not see a bright future unless 
something is done to protect artists and our 
intellectual property. All the art AI creates 
is but an impression and culmination of all 
the art artists like us have worked a lifetime 
to create. Humanity makes art and �lm 
amazing, so when you replace artists with 
AI, you�re taking the soul out of it. I urge 
everyone to realize that AI is a threat to every 
passion and career, not just the creative ones. 
Regarding ever changing digital design tools, 
in this industry, it�s a mistake to think you�re 
ever done learning. To stay relevant, we all 
must continually take digital art classes, and 
challenge ourselves. 

LBM: What advice would you give to aspiring 
concept artists trying to break into Hollywood 
today? 

GD: Take every traditional art class you can 
and be pro�cient in digital art. To be good 
digitally I feel you HAVE to have a foundation 
in traditional. Research all the job categories 
in the Motion Picture Unions like the Art 
Directors Guild (IATSE 800), and Costume 
Designer�s Guild (IATSE892), etc. To work in the 
entertainment industry, you must be in a union. 
Take every class, call the unions, volunteer, work 
for free to make connections, start somewhere... 
as it will always take you where you need to go.

LBM: A�er such an illustrious career, is there 
a dream project or collaboration you�re still 
hoping to tackle? 
GD: I grew up reading comic books with 
my brother, and my dream was to work for 
Marvel. I ended up working on DC projects 
for years, which I thought was kind of funny. 
I just recently worked on Marvel�s Daredevil: 
Born Again, and I was so happy. But honestly 
working on Wednesday with Colleen Atwood 
gave me such a thrill, I love that show! But 
as any parent, I dream for the day I work on 
something that makes me cool to my kids�
they are a tough audience. 
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