

[image: image]







The Monster Book of Manga

Boys

Edited by Ikari Studio

[image: image]





[image: image]





Contents



Cover




Title Page




What Is Manga?




Everyday

Kodomo

Bishonen

Fashion Boy

Strong Boy

Salary Man

Grandfather





Fashion

Otaku

Visual Kei

Bosozoku

Surfer




Sports

Soccer

Tennis

Basketball

Baseball

American Football




Martial Arts

Karate

Boxing

Wrestling

Sumo

Super Attack




Professions

Fireman

Chef

Policeman

Mercenary

Mechanic




Traditional

Kimono

Summer Yukata

Shintoist Monk

Samurai




Child Heroes

Cybernetic Boy

Young Detective

Magician

Boy & Pet

Magic Card Fighter




Heroes In Time

Medieval Knight

Ninja

Space Adventurer

Mystic Armor

Cowboy

Mythological Hero

Sentai Hero




Evil

Warlord

Dark Wizard

Yakuza

Galactic Emperor

Vampire Lord

Post-Apocalyptic Punk

Mad Doctor

Dark Armor




Acknowledgments



Copyright



About the Publisher







[image: image]





WHAT IS MANGA?



At this point, if you have a copy of this book, it is likely that you have a clear idea about why you prefer “manga” and “anime” rather than other forms of comic or non-Japanese animation productions. It is likely that you know the names of the most influential authors.


This introduction is the fifth that we have written for the collection The Monster Book of Manga, born from a concept much more didactic and that, progressively, has become a gigantic catalog of examples. Our intention is nothing but to encourage and inspire those who have felt passionate about manga and the necessity to forget about the world, putting all the effort in the epic battle against a white sheet of paper.


This time, however, we are looking towards something much more personal. Specifically, we shall focus on Ikari Studio’s story, very similar to that of many of us who have grown up under the influence of Toriyama’s adventures and humor and his Dragon Ball. We have followed the epic tales of Buronson and Hara, and the Hokuto No ken; we have felt the passion of Masami Kurumada’s characters who teach us never to surrender before difficulty; and we have appreciated the sensuality and eroticism of hundreds of authors such as Hagiwara, Urashihara, U-Jin, Rin-Sin, and many more.


For each step we make, we keep feeling the strength of each of his stories. There are influences, trends, and tastes that expire. But what unites us to the majority of the “manga people” is not the fact that we draw large eyes on young girls with school uniforms way too short, or that we intensely enjoy action and violence. If anything really generates a feeling of unity and affinity that prevents these delicate generational bonds to break between readers of different times who have grown up with manga, it is without a doubt passion.


Male characters of manga are usually the main characters in most stories. The thought evolution of our species through the centuries decided that everything had to revolve around the human being. And there is manga breaking this rule, giving back to women their right to become protagonists. But the fundamental passion and the fanatic desire for improvement of manga’s male protagonists are, without doubt, their greatest signs of identity, channeling that spirit which, we, as authors, try to inject into our stories so that with every frame, with every drawing, with every bullet, our readers have a passion for living, for not giving up, for believing in the impossible, for friends and strength.


And this is manga!








EVERYDAY
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STRONG BOY

SALARY MAN
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KODOMO

The kodomo manga, or manga for kids, is the introduction to manga reading for the Japanese public. In these manga the main characters are usually boys and girls about the same age as the readers. They tell the story of the everyday life of any child. But the routine is, on many occasions, transformed by a fantastic character. The rapid and diverse growth of children allows us to use different types of proportions when the time comes to draw these characters. In this exercise, we opt for a child about seven years old and for a pre-adolescent of about 12 so that we may see the differences in their builds.





1. Shape

[image: image]


2. Volume

[image: image]



3. Anatomy

To better block out the build of the characters, we soften the lines of the drawing and turn volumes into muscles, except in the zones where the bone structure is obvious, for which we opt for sharper and more angular lines.

[image: image]


4. Clothes

We opt for an urban and sporty look, drawing roller skates and a skateboard, very popular among tweens. To provide the clothes with movement and looseness, we use ample lines and curves.

[image: image]


5. Ink and Lighting

The volumes must suggest the textures of the elements in the illustration. The skin is drawn with softer lines than those for the folds on the synthetic fabrics. We use softer forms for the natural objects and sharper for the synthetics.

[image: image]


6. Color

As a visual reference, we can refer to fashion magazines and catalogs. For the bases, it is recommended not to use excessively saturated colors, although we want to achieve brighter tones.

[image: image]


7. Shading

To model the shadows by means of color, we follow the steps of the lighting section since it originates the color of the shadow. In this case, it is a tone slightly darker and more saturated than that on the base.

[image: image]


8. Finishing Touches

We add patterns of the clothes and we adapt them to the shapes. The tones complement the volumes of the shadows with darker colors and hues a little more saturated.
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BISHONEN

The adolescent students are the prime protagonists in the bishonen genre. In this type of manga male characters are the center of attention in order to attract the interest of the female public, generally high-school girls. These manga stories show the power of adolescents, their vitality, and their love affairs. These are stories that feed on reality. And these youngsters’ reality is what takes place at school and in their classrooms. The characters usually wear the typical Japanese school uniform and are the image of a regular student so to reach a maximum number of readers.





1. Shape

[image: image]


2. Volume
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3. Anatomy

The character slightly leans over, so the torso seems shorter. His body stars showing visible signs of adulthood, but we only subtly insinuate them, drawing a lean physique with long arms and legs.

[image: image]


4. Clothes

The gakuran is the Japanese school uniform. The cut is military style, with a long collar jacket and black trousers. But here we opt for a traditional cut suit and tie. We also draw the books.

[image: image]


5. Ink and Lighting

[image: image]

Part of the torso and the legs are in a twilight zone due to the position. To simulate a ray of sun through a window, we leave a white band in the middle of the illustration as the main light source.


6. Color

When rendering images in which one single color range predominates, it is important to play with contrast to emphasize some element in the image. In this case, the hair and the school bag.

[image: image]


7. Shading

The application of the successive shadow tones has to be done following steps in the lighting sections, although we add details when applying a second tone of shadow to the clothes.

[image: image]

The form of this new tone of shadow delineates the depth of the folds and the wrinkles in the uniform’s fabric. We mark the areas in gray with texture where we shall apply another color.


8. Finishing Touches

Even if we draw one single figure, the fact that we add shadows or objects such as the blackboard helps us locate the character in the space and add value to the drawing. A white stroke, not too contrasting, is a chalk line.

[image: image]





[image: image]

FASHION BOY

In modern Japan, like everywhere else in the world, many young people are fashionistos. There we can find many styles and trends, but at the end of the day, the goal is the same: to be considered very cool. These adolescents’ obsession is image, and to achieve their objectives they spend large sums of money on clothes and accessories. Many are still students who invest an important part of their time and effort in creating a unique and modern image for themselves. Music and their idols are often the main aesthetic references that they follow. Normally, their attire is extravagant and eye-catching, mixing colors, elements, and trends.





1. Shape

[image: image]

2. Volume
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3. Anatomy

We want to approach the ideals of bishonen (pretty boy), the Japanese aesthetic concept of the ideal man. They are usually fairly thin young men and not too muscular, with fine features and a feminine or androgynous appearance.

[image: image]


4. Clothes

The accessories require special attention given that, in this case, they differentiate and personalize the character. We draw him with modern headphones, as a nod to the music world.

[image: image]


5. Ink and Lighting

[image: image]

The torso appears with shadows because of the position of the body.

A correct shading helps define the pose and the perspective. We do not use forms that are too hard to prevent giving the character too rough of an appearance.


6. Color

To choose color, we research in fashion magazines although their styles are always in danger of becoming too quickly outdated. It is common to see radical changes in wardrobes when we watch styles change in the fashion world.
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7. Shading

We use soft colors without overdoing it since we always see the high contrasts on the bright surfaces (earphones, hair, and jewelry). We add highlights to the skin to bring it out from the matte texture of the clothes.

[image: image]


8. Finishing Touches

The patterns follow the perspective of the surface they decorate. The foreshortened leg is shown a little exaggerated with the text printed on the pants. We add a yellow touch on the eyes to indicate the light going through the glasses.
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STRONG BOY

With this character, we practice the adult’s physique. Our main character satisfies all the requirements for attractive and good-looking young men. Manga exploits the archetypes that readers find so easy to identify and establish a connection with. The characters who represent simple outlines of personality often facilitate the story, providing information about their character and their vital course by means of their physical aspect. The main character is a model of masculinity that gives the reader visual pleasure.





1. Shape
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2. Volume
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3. Anatomy

Anatomy is fundamental in this character. We delineate the body by drawing well-developed muscles, proportionate and pleasant to the eye, but with no exaggeration. The hand’s position and the tilted head add to the attractiveness of this character.

[image: image]


4. Clothes

The clothes must reinforce the character’s attributes. A very tight sleeveless shirt shows off his arms and chest. The lowered suspenders of his overalls is a “sexy” solution. The wheel indicates his profession.

[image: image]


5. Ink and Lighting

The overhead lighting further emphasizes the attributes of the character. The light falls directly over the body, delineating the volume and defining more accurately his anatomy. The shadow on the ground creates the surface on which the wheel rests.

[image: image]


6. Color

We apply a very traditional color base. We choose blue that references the typical jumpsuit that mechanics wear and use dark yellow for the hair to provide the character with a childlike look and a sweet expression.

[image: image]


7. Shading

The contrast of colors is more obvious in the shiny areas such as the hair, the boots, and the wheel’s hubcap. The red handkerchief provides the illustration with a touch of color and attracts the reader’s look to the character’s face.

 

We apply successive shadow tones. We add a second tonality to the shadows on the clothes, especially on the folds in the pants, to better define the shapes in the denim fabric.

[image: image]


8. Finishing Touches

To provide the illustration with realism, we add textures. We smudge our mechanic with black stains blended to look like motor grease. These stains must be adapted to the volumes and the wrinkles drawn previously.

[image: image]





[image: image]

SALARY MAN

This is the word that the Japanese use to designate a low-level executive. The English term is actually typically Japanese, and it is never used in the English language. In this exercise we draw the dream of most of these salary men: become a successful executive at 30. And this success is usually embodied in material goods, like a good sports car and elegant clothes. Many of them belong to generations who have grown up reading manga, and their reference of what it means to be a successful person is usually associated with their childhood heroes which, in many cases, were Hollywood stars.





1. Shape

[image: image]


2. Volume

[image: image]



3. Anatomy

He is a man who plays sports, is concerned about his physique, and uses his strength to accentuate his charisma. Far from the stereotype of the bishonen, we use a form more masculine, more mature, and with angular facial features.

[image: image]


4. Clothes

The executives usually wear elegant dark suits and ties, but we decide to show a more informal side of this type of character, unbuttoning his jacket, taking off his tie, and giving him a youthful-looking goatee.

[image: image]


5. Ink and Lighting

Given that the illustration is set on the street and there is natural light (the sun), a difference in contrasts is established between the shaded zones and those that are well lit.

[image: image]


6. Color

The predominant color in this image is gray, which is associated with independence, self sufficiency and self control. All of these are character traits of our protagonist. The white shirt gives him a more informal touch.

[image: image]


7. Shading

We use different gray tones for the character. For the car, a mix of blended grays, slightly contrasting, and whites where the light is reflected on the metal, are used to represent the car’s body.

[image: image]


8. Finishing Touches

To provide the car with more realism, we add highlights and contrast the grays to achieve a metallic effect. We use a third lighter tone to increase the intensity of lighting over the character and the volume on his clothes.
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GRANDFATHER

Old people are wise in manga. Time has given
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