

[image: Cover]



Monster Book of Manga Drawing

150 Step-by-Step Projects for Beginners

David Okum

[image: ]

Cincinnati, Ohio

www.impact-books.com



Thank you for purchasing this Artist Network eBook.

Sign up for our newsletter and receive special offers, access to free content, and information on the latest new releases and must-have art resources! Plus, receive a coupon code to use on your first purchase from NorthLightShop.com for signing up.

[image: ]

or visit us online to sign up at

http://artistsnetwork.com/ebook-promo




Contents

Special Offers

Before You Begin

How Did Manga Begin?

How the Pros Do It

The Basic Elements of Manga Style

Manga Categories: Shounen and Shoujo

The Basics of Construction

Shading and 3-D Effects

Drawing Eyes

Eyes

Face Front View

Face Profile

Face Three-Quarters View

Human Anatomical Proportions

Drawing Hands and Feet

Pencilling Techniques

Inking Basics

More Than One Way to Add Color

Colored Pencil Techniques

Basic Manga Characters

Expressing Emotions

Mischievous Chibi

Dashing Hero

Magical Girl

Rebellious Hero

The Kid (Shounen)

Girls (Shoujo)

The Big Guy

The Mascot

Fallen Hero

Evil Queen

The Big Bad

Mecha

Mindless Goons

Unstoppable Fiend

Cat Girl

Android Boy

Victorian Rose (Bishoujo)

School Girl (Bishoujo)

Victorian Gentleman (Bishounen)

Hipster Student

Skate Girl (Shounen Youth)

Cyberpunk Kid (Shounen Youth)

Space Hero

Space Pirate

Humanoid Robot

Crab Bot

Flying Car

Sky Cycle

Good-Guy Space Fighter

Pirate Space Fighter

Manga Superheroes and Villains

The Ultimate Hero

The Arch Villain

The Detective Hero

The Tough Villain

The Flying Hero

The Gadget Hero

The Powered Armor Hero

The Sidekick

The Energy Blaster Hero

The Magic Master

The Mythic Hero

The Big Tough Guy

The Secret Identity Hero

The Teen Hero

Thugs

Acrobats

Alien Invaders

Robots

Crab Bot

Giant Monsters and Robots

Alien Spacefighter

Alien Space Pod

Basic Elements of a Comic Book Page

Manga Monsters

Anatomy of Bipeds

Anatomy of Quadrupeds

Wings and Things

Fur, Claws, Tails and Fangs

Griffon

Tyrannosaur

Giant Ape

Giant Lizard

Giant Robot

Invader Warrior

Invader Leader

Invader Beast

Alien Monstrosity

Psychic Warrior

Cat Warrior

Pet Rodent

Mini Dragon

Cabbit Mascot

Demon

Vampire

Werewolf

Sea Creature

Giant Insect

Sea Serpent

Cosmic Warlord

Galactic Pirate

Killer Robot

Alien Pet

Mutant Thug

Mutant Cyborg

Snow Beastie

Elementals

Ghost

Zombie

Manga Fantasy

Battle Stances

Headgear

Weapons

Youthful Adventurer

Princess Warrior

Youthful Wizard

Noble Paladin

Lovable Rogue

Elfin Archer

Bounty Hunter

Dragon

Ogre

Barbarian

Sword Master

Necromancer

Wicked Witch

Cat Girl

Kitsune

Pirate Captain

Pirate Thug

Corrupt Noble

Mindless Guard

King

Princess

Lich King

Skeleton Warrior

Dark Elf

Satyr

Fey

Spirit

Dwarf

Goblyn Thief

Elfin Sorceress

Elfin Warrior

Manga Martial Arts

Aikido: Developing Mind, Body and Spirit

Aikido: Entering Throw

Aikido: First Form Throw

Aikido: Wrist-Out Turn

Aikido: Back Technique

Boxing: Float Like a Butterfly, Sting Like a Bee

Boxing: The Jab

Boxing: The Hook

Boxing: The Uppercut

Boxing: The Knockout Cross

Judo: the Bigger They are, the Harder they Fall

Judo: Breakfall

Judo: High Circle Throw

Judo: Standing Throw

Judo: Sweeping Inner Thigh Throw

Karate: Striking Art of the Empty Hand

Karate: Knife Hand Strike

Karate: Elbow Strike

Karate: Side Kick

Karate: Flying Side Kick

Kickboxing: the Art of the Eight Limbs

Kickboxing: Front Kick

Kickboxing: Axe Kick

Kickboxing: Spinning Back Kick

Kickboxing: Flying Spinning Back Kick

Kung Fu: Crouching Tigers, Hidden Dragons

Kung Fu: Tiger Claw Strike

Kung Fu: Monkey Style Strike

Kung Fu: White Crane Style Strike

Kung Fu: Dragon Style

Ninjitsu: the Art of Deception

Ninjitsu: Defensive Posture

Ninjitsu: Shuriken Throw

Ninjitsu: Sneak Attack Take Down

Ninjitsu: Armbar Lock and Strike

Tae Kwon Do: Way of the Fist and Foot

Tae Kwon Do:Flying Side Kick

Tae Kwon Do: High Kick

Tae Kwon Do: Kick Off!

Tae Kwon Do: Breaking Things

About the Author


Before You Begin

You don’t need a fully equipped art studio to make manga. Here are some basic tools of the trade you will need.

A clean, flat, well-lit drawing surface. A drawing table, desk, kitchen table or even a coffee table will do.

Paper or board to draw on. Professional comic and manga artists use 2- or 4-ply bristol board sheets cut to 11" x 17" (28cm x 43cm). Most of the images in this book were drawn on 81⁄2" x 11" (22cm x 28cm) sheets of bond printer paper. You can find reams of 500 sheets at any office supply store.

Try different types of paper and use what you are comfortable with. You might start out with only a half-used notebook or pieces of scrap paper. No matter what you draw on, keep a sketchbook and draw in it every day.
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Pencils. Pencils come in a wide range of hard (H) and soft (B) varieties. Soft pencils (such as 2B or 4B) make nice dark marks, but are hard to erase and tend to smudge easily. Hard pencils (such as 2H or 4H) make fine light lines, but can scratch into the paper or board, leaving unwanted indentations that can make inking and coloring difficult. Some artists prefer HB pencils because they are the most flexible and readily available.

Technical pencils are favored by many artists because of the precise and consistent lines they make. Almost all the line art in this book was done with a technical pencil.

A good pencil sharpener. Keep your pencils sharp. Sharp pencils allow the artist total control over what he or she draws. An electric pencil sharpener speeds up the process, but don’t forget to replace the blade when it gets too dull. Hand-held sharpeners work well, too; just watch out for those pencil shavings.

[image: ]

Erasers. Erasers are very important for cleaning up any unwanted lines. White plastic erasers are preferred over pink erasers because they don’t grind into the paper or smudge. Clean your plastic erasers occasionally by erasing on a piece of scrap paper until they look white again.
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Inking Pens. Keep on hand a variety of thick and thin markers. Be careful with inking. The wrong marker can ruin your hard work. Test your inking pens on scrap paper first. Some markers can really bleed into the paper or board. If possible, try to use India ink or permanent pigment technical pens. The ink shouldn’t fade or turn brown like some felt-tip pens.

Traditional nib and holder pens that are dipped into India ink are used by most professional manga inkers. The variety and control of line that is available with these pens in the hands of an expert is amazing. Purists insist on using these pens, claiming that the lines are much more expressive and polished.

The ultimate test of inking control is inking with a fine brush. The warm, calligraphic touch of the brush adds a level of craftsmanship and humanity to the artwork that technical pens cannot duplicate.
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Screen tone. Traditional manga uses dry transfer tone patterns for shading. Screen tone can be found at larger art supply stores and comic book conventions, or online. The painstaking process of applying screen tone requires the artist to carefully cut out the chosen area of tone with a sharp blade and then place the transfer neatly on top of the inked artwork. Some artists use computers to simulate screen tone effects. Screen tone is not essential to create your own manga, but it is often used by professionals because the tiny dots are easy to reproduce in printing.
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Colored pencils. Soft colored pencils allow for a wide range of shading and blending. They are relatively inexpensive and easy to use and come in a variety of colors. Try blending and shading using little circles and moving the pencil along the natural shapes and forms of the object you are drawing.
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Colored markers and paints (optional). Colored markers and paints add a whole new dimension to manga work, but can be difficult to master. Markers are expensive and may give off hazardous fumes. Water-based markers are washable and nontoxic, but smudge easily and don’t blend well. Various coloring methods such as markers, paint and computers are discussed later in this section.
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A ruler or straightedge. Rulers are most important for drawing perspective lines properly and creating comic panels in manga.

Flat storage for your drawings. Don’t let your drawings get folded or crumpled, ruined by a water mark (oops!) or accidentally tossed in the trash. Keep them flat and protected by storing them in a simple, labeled folder or art portfolio.


How Did Manga Begin?
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The comic book is a relatively recent invention, but Japanese artists have been producing illustrated books for centuries. The famous Japanese artist Hokusai (1760–1849) coined the term manga in 1815 when he referred to some of his comic sketches as “man” (whimsical or careless) “ga” (drawings).

Japanese manga developed a strong following after World War II. The themes and stories reflect popular culture and national tastes. People unfamiliar with manga are sometimes surprised by how violent and racy some Japanese comics can be. There is a wide audience of women, men, boys and girls that accepts comics and animation as just another medium for storytelling. Manga is produced for every possible group and interest.

Manga produced in Japan is published weekly as part of huge 300+ page anthologies of comic stories. They are regarded as cheap entertainment for commuters, read and then discarded. They usually aren’t preserved as precious artifacts like American comic books. They are consumed, not collected. High demand creates crazy schedules for manga artists, who often pump out sixteen or more pages a week.

The Japanese fan base is truly amazing, with tens of thousands of people attending conventions in an attempt to catch a glimpse of their favorite artists. Fans also create elaborate costumes and dress up as popular manga characters. Artistic fans can try their hands at doujinshi, amateur comics about their favorite manga and anime characters.

The demand for manga has increased as the rest of the world discovers the medium. Translation of manga is difficult because most Asian books are read from right to left, opposite from most European and North American books.

Purists generally do not call non-Japanese comics “manga,” even if they are drawn in the appropriate style. Non-Japanese manga is called “American manga” or “Western manga.” The North American comics market has different economics and expectations. American manga are often produced in glossy color and include traditional Western storytelling and cultural elements such as superheroes.

The future of manga looks bright. Many mainstream comic companies are adopting a manga “look” for their books. Even comics like X-Men and Batman have been drawn in manga style by Japanese manga artists. Anime has become wildly popular on television and in the movies. Manga books as well as anime shows, movies and video games are winning more mainstream awards and becoming accessible to a whole new legion of followers.


Common Manga Terms to Know

Anime (AH-nee-may)—French term for “animation” adopted by the Japanese to describe all of Japanese animation.

Bishoujo (bee-SHO-jo)—“beautiful girl.”

Bishounen (bee-SHO-nen)—“beautiful boy.”

Chibi (CHEE-bee)—”small”; refers to a child-proportioned version of a manga character, often used for comic relief. Also referred to as SD (super-deformed).

Doujinshi (doh-JEEN-shee)—fan-produced manga involving favorite manga, game and anime characters in original stories.

Kawaii (kah-WAH-ee)—“super cute.”

Manga (MAHN-gah)—“whimsical or careless drawings,” meaning Japanese comic books.

Otaku (oh-TAH-ku)—nickname given to someone obsessed with being a fan, often referring to anime and manga fans.

RPG—a video role-playing game, often with complex settings and characters. Many manga and anime artists help design popular video games.

Shoujo (SHO-jo)—“young girl”; refers to comics aimed at young girls.

Shounen (SHO-nen)—“young male”; refers to comics aimed at young males.




How the Pros Do It

Ever wonder how your favorite comic book was put together? Usually a whole team of different people—writers, editors, pencillers, letterers, inkers, colorists and a publisher—is required to produce just one story.

[image: ]

STEP 1: Brainstorming

Come up with a really cool idea or character. Write down lots of ideas and draw up a model sheet (at least three or four views of the character) and an expressions reference sheet to keep everything consistent as you draw.
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STEP 2: Writing the Script and Drawing a Rough Layout

A script provides a written breakdown of the story, and a layout shows the page and panel breakdown. The layout is often drawn just with rough stick figures. Care is taken to balance the dialogue so that it doesn’t overwhelm the artwork. The script and layout might be completed by two or more different people.
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STEP 3: Pencilling

After the story and layout have been finalized, the final pages are begun. Heavier paper is often chosen so that the pages will survive the lettering, inking, erasing and coloring to come. Lines are drawn sparingly and lightly, and instead of filling in areas of black, X’s are placed for the inker to fill in later.
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STEP 4: Lettering

Most of the lettering in professional comics is done last on the computer, over the existing artwork. Any lettering done by hand is completed at this stage. Each word is carefully printed out in uppercase.
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STEP 5: Inking

All images are inked so that they are permanent. Great care is taken at this stage, since you can’t erase ink. Minor errors can be covered with white paint or correction fluid.
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STEP 6: Erasing

Once the ink is completely dry, all original pencil lines are removed for a clean look.
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STEP 7: Coloring

Most manga are colored with a computer, but there is still a huge market for well-done hand coloring.
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STEP 8: Publishing

Not every comic is a full-color glossy. Many beginning artists publish small, photocopied, folded and stapled mini-comics. The rise of the Internet has seen an explosion of online comics and manga.


The Basic Elements of Manga Style

Individual manga can vary wildly in style and technique. Each manga is as unique as the individual who created it. There is no stereotypical manga style, but there are some standard conventions that have developed over the years.
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Hair is wild and flowing, reflecting popular styles and revealing the nature of the character.

Noses are often less prominent and simply drawn as a small checkmark.
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Mouths are small when closed and very large when open. Avoid details like lips—keep it simple!

Eyes are large and exaggerated, sometimes taking up more than a third of the character’s face.


The Eyes Have It

The first thing people notice about manga characters is the size of the eyes. Huge eyes make the characters appear young and innocent, and provide a dynamic means of expression. Another reason for characters with large eyes has its origin in Japanese theatrical makeup. To depict ideal beauty, actors often shave their eyebrows and paint them higher on the forehead. The eyes then look huge from the audience’s perspective.




Manga Categories: Shounen and Shoujo
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SHOUNEN (BOYS’ MANGA)

Shounen can trace its origins to the work of Tezuka Osamu, creator of Astro Boy. Astro Boy was a robot boy comic created by Osamu in 1951, and in 1963 was one of the first manga characters animated in his own cartoon. Astro Boy was translated into English and broadcast on American television in the 1960s. Osamu revolutionized the art and craft of manga in the late 1940s when he started using cinematic techniques such as dynamic angles and closeups. His stories were exciting and intense, and more importantly, they did not always have happy endings.

Many shounen manga comics are about Japanese history, combat, action, science fiction, giant robots, and sports such as soccer and tennis. The standard theme is conflict. A single hero and his friends must somehow overcome overwhelming threats. In the course of the story, the heroes usually learn something about friendship, loyalty and the power of spirit. The villains are vile and the heroes always seem close to despair and defeat, but friendship and inner strength usually win the day. There is often a lot of posturing and showing off of fancy martial arts moves or high-tech weaponry.
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SHOUJO (GIRLS’ MANGA)

Shoujo manga developed in Japan during the 1950s and 60s. Many female artists and writers created stories of character, relationships and depth aimed at middle-school girls. As manga readers aged, manga matured with them, focusing on age-appropriate stories of high school or soap-opera stories of adults in complex relationships.

Shoujo manga tends to focus on slice-of-life stories, and the fantasy or science-fiction elements all but disappear in manga aimed at older readers. At its heart, shoujo manga is about relationships, friendship, romance and family. Shoujo manga also has a history of wacky humor and over-the-top cuteness at almost toxic levels.


The Basics of Construction

The key to drawing realistically is in observation. If you look closely at the world around you, you’ll notice that objects are made up of basic shapes: circles, squares, rectangles and triangles. If you take into account that the objects are really three-dimensional and not flat, you are actually seeing collections of spheres, cubes, cylinders and cones. By combining these basic 3-D forms, you can create an infinite number of new objects.
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Every Drawing Begins With Basic Shapes

Don’t be intimidated by the complexity of figures or high technology when you set out to draw. You can probably handle drawing spheres, cones, cylinders and cubes. Try drawing these basic forms first. Keep them loose. It only takes a few minutes to fill a page with 3-D forms.
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Even a complex object like this delta wing shuttle can be broken down into basic forms.

[image: ]

When you draw complex forms like the shuttle, begin with the basics. Gradually build upon these shapes, adding details as you go. Your art will look more realistic if you follow the basic structure as the foundation of your drawings.

[image: ]

When you break it down to the basics, the human figure is really just a collection of cylinders and spheres.


Shading and 3-D Effects

To make drawn forms appear realistic, you need to consider the way light falls on them and how they cast shadows. Your shading should have four to six levels (or values) of gray, from lightest to darkest.

The first thing you need to establish is where your light source is located before you begin shading your drawing. To make the drawing more 3-D, follow the form of the object you’re shading as you drag the pencil or paintbrush across the paper. Imagine you are wrapping the forms in string and each pencil or brushstroke is a strand. Your pencil lines should literally wrap around the form.
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Shade a Few Simple Forms

Know where your light source is before you start shading. Keep the direction of that light the same for all objects in your drawing. The change from light to dark is gradual on round objects and more abrupt on angular ones. When you master shading simple forms, combine them for something more complex. Keep in mind how each form relates to another. The forms will cast shadows and highlights onto each other.
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	Light source

	Highlight

	Halftones

	Form shadow

	Reflected light
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	Light source

	Halftones, or midtones, appear in the gradual transition (or gradation) from light to dark.

	The darkest areas will occur in areas of cast or form shadow.

	Highlights are the lightest areas that directly reflect light; leave them white or very light.

	Shadows are cast from the head onto the neck and from the arm onto the torso.

	Angled surfaces have abrupt transitions from light to dark.

	Rounded surfaces have gradual transitions from light to dark.

	Reflected light occurs when light is reflected from surrounding objects or from another light source.




Drawing Eyes

One of the most striking and recognizable features of manga is the way eyes are drawn. The eyes are large for expression and innocence. Villains and less innocent characters have narrow, more realistic eyes. Innocents have large, expressive eyes. In some manga, the eyes can take up to one-third of the face.

Take a look at how realistic eyes can be exaggerated and distorted to become manga eyes.
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The first eye looks pretty realistic. By simplifying the basic shapes into lines, we can create a more stylized “cartoony” eye.
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The eye can be stylized even further. Widening the eye will make the character appear young and innocent. The character’s personality should dictate the size of the eye.
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Manga eyes may be stylized in many ways. Don’t add too much detail. It’s better to draw the eyelashes as a solid mass or add one or two long lashes instead of every single eyelash. Eyebrows should also be drawn solid.
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Closed eyes are often drawn as simple curves, usually with some eyelid and eyelash details. Draw tears playfully. When manga characters cry really hard, their eyes shoot large jets of water.


Eyes

[image: ]

STEP 1: Begin with a simple circle within a circle, or an oval within an oval. Make sure the pupil is in the center of the eyeball.

STEP 2: Cover at least one-third of the eyeball with the top eyelid. Keep the details of the eyelashes to a minimum.

STEP 3: Add the highlight on the eyeball. This will make the eye appear glassy and reflective. Make sure the light source is the same for all of your shading. Block in the areas of light and dark on the iris.

STEP 4: Finish the shading and clean up any extra lines with an eraser.

[image: ]

Now try drawing pairs of eyes. Keep each eye lined up on the eye line of the head. Realistic eyes generally have the space of one eye-width separating them. Less realistic ones may have a smaller space or even no space at all between them.


Face Front View

Manga characters come in all different shapes and sizes. Different artists have unique approaches to drawing faces. Some draw faces round and graceful, while others draw them long and lean. This lesson and those that follow provide a basic framework that should be modified depending on individual characters and your unique style. Use these guidelines to get a sense of proportion and anatomy and then use your imagination to create something original.
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STEP 1: Lightly draw a circle, then draw a vertical guideline down the middle of it. Sketch the jaw—which can be long and pointed or rounded and soft, depending on the character—placing the point of the chin in the center. Use your ruler to find the halfway point between the chin and the top of the head. Draw a horizontal guideline on a right angle with the vertical line. This will be the line on which you will draw the eyes.
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STEP 2: Set the pupils of the eyes on the horizontal line, equally distant from the center line. Fill in the rest of the eye details, leaving almost enough room between the eyes for another eye. Leave some room on either side (about half an eye from the side of the head). Draw the eyebrows as solid shapes.

The base of the nose is located halfway between the eye line and the point of the chin. Draw the nose as a simple checkmark pointing in the direction that the shadows will fall across the face. The mouth is drawn simply and is usually no wider than one eye when closed. When open, the mouth can take up over half the face.
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STEP 3: Hair should rise off the head with some volume. If hair overlaps the eyebrow or eyes, it is traditional in manga to let the details underneath show through. This allows the artist to use the eyes for expression without changing the hairstyle.

Place the ears between the top of the eyes and the base of the nose. Draw the neck from the point where the ear rises off the skull. This point is usually as wide as the far corners of the eyes, but this can be exaggerated in manga. Usually only very powerful characters have thick necks.

[image: ]

STEP 4: Shade the final color image to appear 3-D. Carefully place highlights to show the points that rise off the head and catch the light. Areas of shadow are darkest in the eye sockets under the eyebrows and below the chin.

[image: ]


Start Light

Always draw lightly with pencil when you block out the main shapes of your drawings. The lighter lines erase more easily when you make mistakes. Prevent smudges by placing a scrap of clean paper on the artwork under your hand.




Face Profile

Now that you’ve mastered the front view, try your hand at the profile, or side view.
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STEP 1: This gets a little tricky, so pay attention. Start by drawing a single circle, and draw the jaw with two sweeping curves. When you know how long the face will be, measure it (a). Use that distance to show where the back of the head should go. Draw a second circle the same size as the first, but move it over slightly to form the back of the skull.

Sketch the eye line halfway down the head, and then the nose line halfway down from the eye line to the chin. Place the ear at the back of the first circle.
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STEP 2: Draw the eye with the pupil resting on the eye line. The eye shape is different from the way the eye appears from the front. The eye should be set almost one eye distance in from the front of the face. The nose should rise up from the nose line and extend from the face. Don’t make the nose too large. The mouth is drawn off to one side, or sometimes not drawn at all. The jaw should slope up to the ear. The jaw of a male character is often drawn in a more dramatic and exaggerated way than a female character. The ear is seen from the side.

[image: ]

STEP 3: Clean up the underdrawing and define the final lines. Be careful not to make the nose too pointy or too squat. The nostril is hinted at with a single line. Have the hair rise above the skull and spring onto the face as manageable chunks of hair.

The neck should drop down from the chin at the back corner of the eye. It should slope back and not drop straight down. The back of the neck begins at the base of the skull behind the ear, sloping back down at an angle.
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STEP 4: The final color image helps define the shapes and planes of the face using light and shadow. Don’t forget to shade the details of the ear and nose. Other details such as the lips may be hinted at as well.
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Face Three-Quarters View

This is one of the most common views of manga characters, but is also the most challenging. Try to think of the face as a three-dimensional object as you draw it. The curved surface will distort some details such as the eyes and nose, as you’ll see here.
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STEP 1: Draw a circle and extend the shape of the jaw down from the circle. Notice how the jaw is off to one side and uneven. The point of the chin is placed about a third of the way across the shape. Draw a curved vertical axis line to show the center of the face. Halfway down the axis is the eye line and halfway between that and the chin is the nose line.
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STEP 2: Each eye has a distinct shape in this three-quarters view. The eye closest to you is similar to the basic manga eye shape, while the eye on the other side of the nose is shaped more like a teardrop. (Don’t forget the highlights!) Indicate the indentation of the cheekbone and the brow ridge by drawing a small arrow pointing at the eyeball into the basic head shape. Block in the nose, mouth and ear with just a few simple lines.
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STEP 3: The hair rises above the skull, and the nose should appear to rise from the face. Avoid drawing huge nostrils; indicate them with only a simple line. Characters who are bald or have very short hair may need smaller or narrower eyes to avoid distortion. Here, the eyebrows have been adjusted to appear square and more masculine.

The mouth should not have any lip details. Keep the mouth small when closed and really big when open. The neck drops down from the middle of the chin to the area below the ear lobe. Curve the edges out as it drops down.
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STEP 4: The degree of realism you choose for coloring the drawing should be consistent throughout the image. Use shadows to define facial details such as the cheekbones and nose. Highlights add to the realism and provide further structural details such as the bridge of the nose and the purse of the lips.
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Human Anatomical Proportions

Although your manga character drawings don’t necessarily have to follow any particular anatomy rules, it’s always a good idea to know the rules before you break them.

“Classic” human proportions are surprisingly consistent. Half the figure should be made up of legs and feet. These proportions vary, depending on the age of the character and the level of simplification and stylization of the character.
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Adults


	Adult human “classic” proportions range from 8 to 8 1⁄2 heads tall.

	The neck is about 1⁄4 of the head’s height.

	Shoulder width is roughly the height of two heads.

	Wrists begin at the halfway mark of the figure.



[image: ]

Teens


	Teens and the average-size human range from 7 to 7 1⁄2 heads tall.

	Teen shoulders are often narrower and rounder than adult shoulders.
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Children


	Older children range from 4 1⁄2 to 5 heads tall.

	Children’s hands and feet seem larger because the rest of the body is less developed.



[image: ]

Toddlers or Chibis


	Toddler or chibi proportions are often 3 to 3 1⁄2 heads tall.

	The head appears much larger in relation to the rest of the body.

	Keep the eyes large and expressive.




Super-Deformed

Proportions of super-deformed characters are 2 to 3 heads tall. The difference in size between the chibi (3 to 3 1⁄2 heads) and the SD (2 to 3 heads) is obvious in this illustration. The eyes are much larger and expressive on the SD head and the face and figure have less detail. Avoid any muscle definition or realistic anatomy.
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Drawing Hands and Feet

Drawing hands realistically can be an extremely frustrating chore. This is where many drawings break down. You can only draw your characters with their hands hidden so many times. Many artists also avoid drawing feet. Approach hands and feet like any other part of the figure: Reduce the forms to simple shapes and then add details.
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A Fist With Punch

When drawing a fist, keep the thumb up over the fingers. If your superhero punched the villain with his thumb tucked under the fingers, the thumb would break.
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No Banana Hands!

Many artists create shortcuts and symbols to get around drawing hands. This is fine for a while, but it doesn’t really solve the problem.
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Basic Shapes First

Hands are made up of basic shapes. Once you understand the basic building blocks of the hand, you can draw it in a variety of poses.
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The length of the longest finger is roughly the same size as the palm.
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Make Sure the Shoe Fits

Draw footwear with the basic shape of the foot in mind. The shoe should follow the form of the foot. Keep references handy so you can add realistic details such as soles and laces.


Pencilling Techniques

Professional comics are produced in stages by several creators: the writer, the penciller, the inker, the letterer and the colorist. Few professional pencillers ink and color their own work. Production deadlines are just too tight to do it all. Consequently, most professional pencillers must create very tight images that appear very much as they will appear in the finished product. This makes the inker’s job easier and avoids possible delays and continuity errors.

You will probably be inking and coloring your own artwork, so your pencils can be looser since you will be able to clean them up with ink later. Pencils come in a wide variety of hard (or light) graphite (H) and soft (or dark) graphite (B). The higher the number before the letter, the harder (8H) or softer (8B) the pencil. HB pencils provide a tonal balance between hard and soft graphite.

Pencilling art is often done in three stages: (1) loose gesture and construction drawing, (2) tighter drawing, and (3) detailed rendering.

[image: ]

STEP 1: Most artists choose a 2B or HB pencil for this sketchy, exploratory stage because softer graphite is difficult to erase cleanly since it smudges easily. Don’t press too hard—the harder pencils may create indentations in the paper that could make inking and coloring difficult.

[image: ]

STEP 2: Using a softer lead (such as an H or HB), clean up the artwork and tighten the pencil lines. Erase confusing lines and simplify existing lines. Your own style will dictate how you use line in your drawings, but if you keep the number of lines to a minimum, you will produce a much clearer image.

[image: ]

STEP 3: The rendering stage adds a 3-D quality to the finished drawing. Carefully vary the thickness of the lines to help define form, value and weight. Indicate areas of shadow and highlights. Instead of filling in areas of solid black with pencil, you may mark these areas with a small “X” to be inked later. This saves quite a bit of time and avoids possible smudging problems.
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