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Even Anime and Manga
Characters Have Bones (1)

Whie it s not necessary 1o place that much ‘You may not be drawing the skull tslf,

importance on the entir skeleton, you shoukd  but keep in mind that your three dimensional

think a ot about the shape of the skull. ‘character does have one when you aro
While your characters may only existin  drawing both the front and profile of your

animo or mang, i they are based on character's face. Can you draw your
humans, you can set the shape of the skull,  character's face and profle?
even i it is somewhat stylzed.
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Pose Your Figure
Using the Wire Skeleton

Before you flesh out the
‘muscles and face, sot your
figure's pose, size, and
balance wih the wire
‘skeleton. This way you can
remove any flaws in your
design early on. Even
though it s rarely as clean
a5 you see here, al
animators and manga
artists use this method.
Even if you can draw
the muscles, your drawing
il not look good uniess.
the pose and balance are

good as well. Regardiess.
of the varying levels of
musculature, the

underlying pose tsel is
the same.
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Chanter 2
Skeleton & Muscle
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Head & Body (2)

‘Seven heads tall has become the standard  is only 7. This is because the body, ams

for Asian characters, but this can vary and legs are al araw fonger and thinner

‘depending on the overall design of the: than in real ife.

anime or manga. Have you set your own character's head-
‘Actually,in anime and manga, the to-body ratio? Try 1o find the rato that gives.

character may seem 6-8 heads tall when it your character the best bajance.
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Think of the Body Frame in
Simple Terms

11 you had 1o draw the entre skeleton every  show a progressively feshed out rame.

ime you drew a character, it Wou be 100 ‘While we think of square boxes as our

Much work. It better 0 start out more simply.  bulding blocks, we switch to cylinders as
For the time being, we will call this early e build out o the hands and feet.

frame the “wire skaleton". The figuros below
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Body Frame

When you draw a character, you never I addition 10 taking a long, good look at
actually draw the bones as seen here, but # these examples, try drawing a skeleton at

il bo something you willneed 1o do in order  least once. It wil help you predict how the
toimprove, and thare may come atimeasa  parts of the body move.

Pro when you have 10 draw  Skeleton.
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Attach the Neck to the Foot

) )
/4 54
(€ e
Of

~ 1 you pay close attention to

) T 9/ these two examples, your
arawings will mprove. In the

specialized world of anime

7

o
[e) (@) and manga, you can see
that the body is designed

with more of a curve than
that of a normal human.

Even 50, as you can see
from the guideiines drawn
from the feet to the head,
you would fal over ifyou did
ot stay within the lines!
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Common Mistakes

“The most common problem with balance is
the way the head i attached 10 the neck—
a problem that can be seen n the example
below.

“The bones in the neck are not properly
rawm, and the face s not throe-dimensional.

‘Comparing the two with your naked aye, can
You 568 why the one on the left ooks.
Strange? That's Correct— the neck was
drawn afterwards. This is an area whero oven
pros make mistakes. You can even find this
mistake in books that teach you how 10 craw.
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Head & Body (1)

When drawing a single picture in your own
styl, the size of the head in relaton to body
is not an issue. But when working on a
project with a team of animators or manga
artists, you wil kel have to draw the same
‘character numerous times, o there may be

0 N O U hw N

a severallustrators who draw the same
character in different places.

Once the head-to-body ratio s
determined, keeping it consistent becomes
an easy task. Europeans and Americans are
generally 8 heads tal.

0 NG W —
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Position of the Feet
From the Front

e fest can be
Spread bayond
Shoutdor width,
providsd the
person is
standing on
both teet

As seen in the drawings by the students,
‘one common mistake is do draw boh foel
from the front. Th center of gravity can be
placed on either one foot, or two fest when
they are spread ou. Problems usualy occur
when the weight is only on a single foot.
“The ruke of thumb is {0 ot alow th oot
thatis acting as the center of gravity to fall

You can it one
foot and stand,
solong a5 the
Srounded foot
Gons not g0

When the
groundsd footis
Suteide of e

Shouider, you
Camot stand on
ne Toot.

outside of the shoukler. If you actually red to
stand this way, you'd understand, but since
there s no fear o an iustraton fallng, this
mistake happens more than you would think.

This picture may not make a baby cry, but
10 the trained eye it will look strange and
ultmately your picture will not ook skilfully
drawn.
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How to Capture the Shape
of the Hand (2)

Try thinking of the foints of the fingers and how each moves in
the same way you id with the wire skeleton. I order 10 capture.
three-dimensional space, build up 10 square boxes and then
replace them. Also consider
the thickness of the hand,
but think of t separate from
the fingers.If you think of
the fingers as extending from
the fleshy part of the palm,
they willbe easier (o draw.
Once you comprehend the
Space, change from boxes
10 cylinders 10 reflect the.
true nature of the hand,
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Bones and Muscles (5)

When you 100k at the figure from the side, you can clearly
0@ how the arm s at-tached, the muscles Surounding the
ibs, and the shoulder blades.
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Bones and Muscles (4)
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How to Capture the Shape
of the Hand (1)

‘Similar 10 the face, finding the balance for  rather to be fam-ar with where the foints
the hands and fingers of your creation wil are and how they move. The first step to
determine just how skiled an artst you are.  drawing a hand skilfully starts with being
'm sure there are many of you for who the  able o draw each finger.
hands cause a ot of worry.

‘Once again, it is not important to
remember the names of the bones, but
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Bones and Muscles of the Arm

Take a ook at the shapes of the bones  characters, they will be larger; for fomale
and muscles from the shoulder 1o the

hand. In anime and manga, artsts depict
varying levels of detail, trying 10 bo the anatomy are almost non-existent. Sil,
‘conscious of the bones and appropriate just because they are not there, don't
sweling of musce depending on the assume that the professional artst does
project and character design. For male ot know how 10 draw them.
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Bones and Muscles (1)

115 0ot necessary 10 remember the names of  you are
the bones and muscles of the body, but you  what lies
mmmmm \ow the shape of the muscles when  portay.
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Even Anime and Manga <
Characters Have Bones (3) ;

Chapter 2—

Of course, realstic male characters aren't  Always remember the positon of the nose
the only ones with bones! Even stylized and eyes, and shape of the jaw. I you can
female manga characters have skulls. master these, you should do fine





OEBPS/Images/page-m-034.jpg
Qo !WWfffp.fff??fmw$

ﬁ%ﬁﬁﬁﬁﬁnﬂ@ﬂﬁwﬁﬁ

¢ aﬁ/W/»

Bones and Muscles (3)
Wher crasing th bk, s importan 10 remarber 1w
1o i of he spne and i Gense shosier e
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Bones and Muscles (2)






OEBPS/Images/page-m-030.jpg
Even Anime and Manga
Characters Have Bones (2)

Al anime have a scene where a character  understand and capture the shape of the
turns from the side o the front. In order to.  skull and Sinucture of the facial muscles as
draw such a scene, t is necessary to shown in the examples above.
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On the other hand, the baby vill aiso cry if
here are two eyes but they are not positioned
propery. You can apply a simir tes to se@ if
‘your sketches are good enough. Even in the
case of the fictional 3 head tall character, if
the balance is off, the drawing s “badr

“The first step to skiled character design is
balance. For the animator or manga artst,
sketching a plaster igure s the test 10 see.
whether they can see this balance or no.
“The fine between being a good or poor arist
is determined before even a single lne is
drawn. If you can't see the correct balance
of objects, you will ot be able to draw wel
1 you can pick up the balance, then you will
be drawing skilfully n no time. If you can't
Set up a plaster figure n your own room to
practice, you can come very close to
achieving the same effect by copying
Someons else’s drawing.

Animators and cartoonists have been
‘copying others since childhood. Hasn't
‘overybody at ono time tried to copy the

rawings in a manga as they read it?

st s ust imitation...?

When | say “copy”, | mean that you draw
the original as you See it without changing it
even a bit. Those people who went on to
'become pros would have looked closely at
overy last detail of the end product and
determined what came out diferent.
Practicing this way allowed them to improve.

I other words, they *developed an eye™
for looking closely at drawings. People who
are good at drawing say that you should
draw exactly what you see. Those who are
ot Good say they can't draw because they
don't have the technique. Yet in order o
acauire this technique, you first have to
evelop an eye for .
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Older Male Characters
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What Makes a Good Sketch?

It often said that you have to be able to
sketch well to draw charaoters. With manga
and anime, you leam to draw by sketching
plaster figures over and over just as you
Would in art schools. AS 1me goes by, the.
teacher would stop giving direct instuction,
and you would be expected to feam from
your mistakes.

Stil, there is something more important for
‘animators and manga ariss to be good al
than crawing plaster figures. Just take a
second and think about i. Some manga
have characters that are 3 heads tal, but
10 such people exist in real fe. Stil, just
because a 7-8 head-10-body ralio s the.
‘norma proporton for a human, nobody
‘would Iook at a sketch of this 3 head
tall character and say that it 1s
strange.

That is because everybody
Knows that the sketch is in
the manga siyle. Even so,
You can determine
whether you ke or disike
his character just by
Iooking at it How can you
o this? The character s

fictional and doesn't exist. How do you
determine what is good or bad? Who.
decides? It all comes down to the innate
sense of balance that we all have.

n Japan, someone performed the
following test. A baby who stil could not
Speak was shown his mother's face in a
number o different ways, to determine if the
baby would cry or no. First, he was shown
his mother wearing a beard. Second, he
was shown his mother with a third eye.
Thid, he was shown his mother with only
one eye.

‘Which one do you think eficited the most
erying?

Tho correct answer is £3. Human instinct

‘expects the face to be amanged in the
proper order. The second most

Upsetting image was #2.

‘Athough the sight of two eyes
in the correct place was
Somewhat reassuring, the
exra eye was stil
unnerving. However, the
image of tis mother with a
beard did not upset the
baby at al
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Older Female Characters
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Chapter 1
Capturing Space
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When a skiled artist and an
unskilled one look at the
Samo object, they capturo
the image in'a diferent way.

You wil always see the
‘world the way you intend to
oo i It is the same when
You enjoy your favorite anime
‘or manga. It doesn't just
have an interesting story; the.
characters and machines
are skilfully rendered. You
o doub ke this work.
because you think the.
characters and machinery
are cool or cute. Firs, let's
take a look at how these
pictures are drawn.
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Older Male Characters






OEBPS/Images/page-m-003.jpg
TABLE OF CONTENTS

The Goal of this Book ...

First... Let's Try Drawing ... R wiseiB
What Makes a Good Sketch? .

Chapter 1: Capturing SPace ...................ccc.oe.

Chapter 2: Skeleton & Muscle ... .25
Chapter 3: Character Design Fundamentals .......... .59
Chapter 4: Sample Poses .78
Chapter 5: Examples of Actual Character Types ........... L)

X

P!






OEBPS/Images/page-m-124.jpg
Characters in Comedies (3)

n comical works, there are rarely any. may seom fike Someone you know
characters that are entirely evil. They may There are times when th protagonist's

et in the way of the protagonist, but itis  rvalis a somewhat older woman, but she s
usually scatterbrained and aivays fals.

hard 10 hate them. Even the vilain sorcerer
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Characters in Comedies (2)
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Older Female Characters

Oider female characters appear inmanga take the story, you can converiently use a
‘more than you would think. An oider vilage elder, the arandmother of the
‘goddess is more convincing that ayoung  protagonist, or even a maid 1o create a new
woman. When you are unsure of where to  development.
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The Goal of This Book

Japanese anime and manga are popular throughout the world.

1 was talking to a student in Los Angeles once who commented with
frustration that it must take Japanese DNA to recreate the unique style
and character design seen in Japanese anime and manga. Other people
have said that no one but the Japanese can draw in the manga style...

This is certainly not the case.

If you truly have the desire to draw and commit to leaming the secrets
and techniques employed by artists, it does not matter what part of the
world you are from.

“This book was written to provide
you with the foundation for drawing
characters in the anime/manga style.

As you draw using the lessons
presented in this book, try to gain an
understanding of what the Japanese
animators and cartoonists are
thinking throughout the process. |
have even included tips that were
given to me by my superiors when |
worked at a Japanese animation
company.

Itis thanks to these lessons that |
was able to obtain work in this
industry and currently support myself
as a professional. If you master the
material written in this book, you wil
have taken the first step to what |
believe will be an incredible journey
in illustration.
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Characters in Comedies (4)
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Female Characters (1)

There are ebbs and flows In the fads of how _ Guteness and beauty are In the oye of
female characters are drawn, making it the beholder, but anime and manga are
impossible to say which one i best. Stl, ven  drawn to appeal to a wide audionce.
though the design of characters may changs,  Whether they have long ha or short, be
the poses themselves do not, and this is why sure 1o match the style with the personalty
itis important to memorize feminine poses.  and type of character.
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Expressing Femininity
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Characters in Comedies (1)

1t is hard t0 o wrong with characters in atmosphere of the piece and make sure the
‘comical works f you draw them from about  characters are Gute. Directors can worry-

3105 head-to-body size. There can be about whether to mako the hands and feet
‘Some unciear elements, such as how the  larger or smalier, but usually the feet should

‘costumes look compared with ther large  be made larger {0 balance out the heads.
heads, but | Ieave the overalleffect o the
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Posing To Express ‘.
Unspoken Words X%
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character through nothing

n their pose, ty 10 poso them
of what they would be.
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Female Characters (2)
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Moving One Hand

Ty moving just the hands. One iand on the waist or both
clasped together can make a P

Lo e

prkirehy

O o
e
ety
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The “Doing Nothing” Pose

At st glancs, this pose seems 1 have e meaning to . But
the personaliy and feelng of the character are expressed
through the open or closed hands and placement of he fet.
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Proportions

When you reach the point where you can
confidently draw space, the next concen s
balance. For characters, you must frst
decide how 1o relate the head 1o the body.

‘Changing the scale is ust the beginning.
1f there are 10 different people drawing a
picture, there will be 10 different styles of
rawing. I you are drawing alone, for your
‘own enjoyment, balance s not that much a
‘concem, but what if you want to become a
professional, or show off your drawings o
others?

Even f you are just drawing for yoursel,
¥ sure there have ben times when things.
just dor't ook rght, This is 2 sign that there.
is a flaw somewher in your process. Could

it be your sketch? Your design? If you stil
can't ind i, i's ikely a problem with
balance.

Drawings in the manga style have their
‘own unique balance. Though some of it
boils down o personal taste, there is a way
10 make these drawings look better.

For oxample, tho size of the hands and
feet are diferent on the two characters
elow. 1 prefer the one with the farger hands
and foet, but how about you?

‘Aiso, take a look at the student's work
below. Making sight changes i the size of
the head and the thickness of the fingers
has an extremely different resu.

How willyour drawing look?

Astudent's
work.
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LET'S DRAW MANGA

Pe——

Soies & Emoions

U5 [
s

Why doesn’t my character pose the way | want it o in my drawing?
Why does my character’s face look like she’s crying when | want her
to smile? How do | get my drawings to look like it was illustrated by
a manga artist from Japan?

1Fyou ar faced wit these common problems and
have no where else o fun, wa have the slufon for

you.

LET'S DRAW MANGA -
Bodies and Emotions!

Ths iluoble inructnol gide wil Isach you the
d's and don'ts o crawing the homan form. Wit
Stop-by-step drawings of human museles, facial and

skeletal structures of different body types, you will learn the
ok ofcomplicalod btz e 13 i ot Sl
eerivrichipet You wil be Gl 5 dro chiasichrs i
Pomerous angies o poss n novime of b

Toke an in-depth view= drawing from o variely of
characler designs, sach with their own disincive. ==
tance fothir charaler type. Lean the uigue
manga-syle pose o each characer het makes it

5o distinctive from other drawing siyles.

The successul Le¥'s Draw Manga seres brings you the vork of
Tadashi Ozawa, author of the best- selling How to Draw
Anime & Game Charadter series. This book wil teach
jnners and seasaned pros fesh fochniquas fo emblish mundane
esrian objects info dynamic and expressive
ity 1 Lok W thg e oo by kb
mango arfsts rom Japan. Tis is @ “mst have”
book for anyone waning fo bring lfe and manga
Ravor to their stll drawings!

@ manga} acodems
oo s kting

Voo e
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About the Artist
TADASHI OZAWA

To wrap hings up | would ke to
intoduce mysel. My parents say tnat ever
Since | acame sware of my sutouncinge,
Thave becn drawing something ke
ros with crayors o pencils whanever
e was paer sround me.
imen iy yours as 3 shcent were ove,
e crocty o 3 ine of work where |
Gould eam maney by drawing. My frst ob
Was at e mmation stud Top Crt,
Which o longer exite Luckly, | wae abie
1o str at a company hat reated such.
impertant work.
it working on anim for & number of
years, 150k a job a1 Mad Houss, Thie
Gompany sk known or & urber of
famous works, 50 1 am sure you have
Heard of 1
Wini working hore, my sis improved
remarkably. Not oy was | charga of
rawing cas for & nmber o animo.
Works, | 80 oversan the woek of younger
5. You have prabably fgured out
By now tht e contents of e book e
a1 extension of s work and my
experienca n ha incstry unt now (1
Cltrontly work on my on).
a6 hae fn out ofspace,
conchsion. | would ik 1o hank ai f the
Sttt membors fo ot treies eforts 35
W workedan gating s book publhed
| wouid iso Ko 1 espealy hank
Jou, the readers, who purchased the book.
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Let's ook at the work of anothe student.  you are only 10 that the skefch looks
Before judging whether the picture is good funny, or that you are no good at drawing
or bad, can you see wha areas foquire. it concrel criicim, s diffcul 10 toll
iy

provement? what is wrong. It is a safe bet, though. to &
T modified the thickness and incination of  assume that the problem usually has to do
the upper body and repositioned the foet, Il with balance. i

i

work

It may not be obvious, but
even pros make mistakes. Can
You pick out what s wrong
With the sketch below?
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Using Square Boxes for Figures

(1)

What makes manga, anime, and movies s The drawings above show the same
interesting is that the stories allow you 1o shot, but one is a wide shot, and one is
create all diferent types of compositions.If  tight. Lok at the diference in the purse of
You se various shapes and sizes of boxes  the pistol. Just as wilh the boxes, ifferent
theoughout your work, it wll be more angles not only present you with a diferent
Interesting to the viewer and your skils will  view, but a diferent foel s well.

improve.
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Drawing Distinctions (4)

When a story is long, t makes sense that
the seasons should change. I this cas:
is imporant to make dfferent Costume
designs for the summer when i is warm, and
the winter when it is cold.

Those works that become popular always

Winter Version

o i i .
33 woot cop. Trars
S norasson o
oo hars s . ot
s o by ks
Shout whit you s
e you e 690

keep this point in mind, and costumes are
designed to fit each scene. The opposite
can also be sald: those works that elc

sense of incongruy because characters
wear the same clothes in both summer and
winter usually do not become very popular.

‘Summer Version

sl e characer would
iy e a o, bt ser
g st | it e
ot ha s s oeping
et tion To 10
ot ofcreasing Soun
o conrat e i he
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Drawing Square Boxes Wi

I Improve

Your Technique (2)

“The drawings below depict boxes in varying
stages o three-dimensional design.
Partularly in anime and manga, it s

necessary 10 adust perspective 1o the scone.
i mind. You've taken photos with a camera.

before, right? Then you know that depending
o thelens and zoom, the objects n your
picture il appear to be difecen sizes and
the parspactive wil bo diforont. Ty pracicing
rawing these boxes without using a rvler.

Seen from the
front, this s
Juat s simple
flat square

From ust a s &

higher up, we can

S0 iho top and
ot the box

appaar longer.

Make the back ond sm
than tn front nd yau

Wnan ths vanishing

poine a near the R

Sppear i reiaion o them, are
Sonteraf e ablect | 1o a5 “the purse” ehart for
2 fu sy perspeciive) The purce i 50

they cannot be seen,
the'lnes of the oBject
wil b very close to
paralleland wil ook

fia s

A
School, you
loarm now io use
vanishing points on
ne horzon to craate
berspaciive. Te sioser the
inlshing points, the flatter
he image.

n the anime and manga business.
Grawinge of buldinge and back.
Grounds, and how the characters

important that the skil o an artist
is dotormined not by how wel they
draw characters, but whather they
an profcionty draw the purse of
ot
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Drawing Distinctions (3)

Whethr it bo games, anime, or manga, it is vl but they will seem exolc f you give.
important 1o have characters with diffeont  them a difeent philosophy. Of courss, not
types of motivations to keep the story. all o them have to be warrors. You can

‘moving.In it simplest form, this means good  create a story where the Characters from
and evil characters, but it aiso extends 1o different cultures meat and make new
haracters from differet cultures, regions,  discoveris together.

‘and refigions. They don't have 10 be good or

Mani Tribe Warrior

s dosign s based 0 a varior
7ps characio nt ppeared 3
Pt vt o b0 dpted
i3 tamous anma. T s and
v e A oo,

Armored Knight
™

50 th casi o it st
appous i & Taous anima, ot |
RRES Gan s o an taat
fasurs i fot o il
Elrope

Wikt oing ay dvatea
axpansaon e fetious seing of
S o e smen;ooe
e osh, o e £t can e
imagined st o ooking 3t hase
dnss.
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What is the Thought Process
in Your Drawing?

Drawing nothing but square boxes isn't very  create a three-imensional Character.

Interesting, so let me introduce the methods  While n the end the details of each
and thought processes | use for creating segment and the drawing technique are
pictures. | rarely draw square boxes important, please remember that you start by
anymore, but | am always thinking n those  making the Object you want to draw a thres-
torms in my head. If didn', | couldn't dimensional figure.

First, dacide

the posiion

of your

Charscter in

he middle of

abox.

shoet of paper
on top, smootn <

Start
drawing sach
Segment
Gon't il n the
Spaces with
penci.
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Beast Characters
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Using Square Boxes for Figures .
2)

‘Square boxes aren't just for drawing body n threo dimensions. This i also how
‘machines and handguns; they are they do it in art schools and it serves the.
necessary for proper depiction of the human  same purpose as the plaster figures. Once
form as well. Picture the three-dimensional  you become accustomed to drawing, there
human body and think of it n terns of will be 10 need 1o draw the boxes, but you
boxes. Before you're able 10 draw a pretty  should always keep them in mind 1o make
i, you'l need 1o be able to s the entire  certain you think i three dimensions.

i
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Beast Characters

As the name suggests, beast characters are
‘2 combination of animal and human
features. To create these characters, you
eed to know how to draw animals i
‘addition to humans, but n basic terms, they

usually have animal heads, feet, and fingers,
while their musciar Structure i human.
Make a rough drawing 10 get a grasp of the
atmosphere of the character and seo f the
animal parts i the entre mage.
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Drawing Square Boxes
Will Improve Your Technique (1)

Observe the varying evess o dotai in the
pictures below. One conditon for being able to
dra 5 10 look al objects tee-dimensionally.
Put simply, i i a question of whether or not
You can draw a square box. Anime and
manga are mited to two-dimensional planes,
However, the professional arist manipulates.
he two dimensional pane to give th ilusion
of 2 threo-dimensional world.

Nomatter how cool your character looks,
without the abily (o create th fiusion o thce
dimensions, your abites will not mprove.

“Think back 10 your childhood and your
favorie personal drawings from that time.

When you drow a car, it was probably a
simple,fat drawing with two tres from the
perspective of ooking straight at the car
from the side. A you Improved, you
probably started drawing the car from
different angles. Even though the change
was mostly unconscious, your drawings.
became more skilful rendered a5 you
learmed how to capture space. This is the
‘essence of improving your skis, and the
basic techniqus for creating a more
‘complicated drawing. AS llustrated below,
removing the minor datails from a car or tank
leaves you wih simple square boxes.
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Sitting “Tai-iku” Style

e siting pose shown below has a special name: “tai-iku.
This name comes from the way students sit while holding
their knees in gym class (tai-ku). While the term originated in
manga and anime and was only used by otaku at frst, it is
now used in everyday Japanese as well.
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Older Male Villains






OEBPS/Images/page-m-097.jpg





OEBPS/Images/page-m-130.jpg
Older Male Villains

Villins must be recognizable as avil or e look sironger than the protagonist by making
protagonist’s enemy at frst glance. They  them taller and more muscular, for example.
should have a piercing gaze, but there is I they were smalle than the protagonist,
more to his than raising the outer comer of  the batle would be over immediately, and
G the eyes. The eyes should e this would not make for a good story. Stories
smallr, and they should are interesting when you (ihe protagonist)
constantly be glaring at others.  aro able to defeat someone stronger after a
‘Ao, they should be made o great struggle.
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No Car is Simply Called “Car”

While machines are usually said to be easier o draw than characters, as you go along, you
are sure o find that machines can also be quite complicated. When working on video Game
design, | need t0 pay
close attention to the
dealks of the machines
2 well as the characters. faEsr———"
Aperson with more
experience once taught
me “thers is no car simply
called ‘car. You should
refer 10 them as a ‘52
Ford or '55 Chevy. Think
of them in tha same way
you draw a tank that the
Viewer will recognize as a
WWIl German Tiger 1
tank, o a Spitie fighter
plane used by the —
Engish.
Boing cognizant of the
differences between

machines from the past will
transiate to success as you
design ficional objects of
the future. Even space-
ships or robots will have
‘companies that build them
‘and engineers that design
them. You must think of
these as woll when you
design these objects.

‘When drawing a human
chasacter, tis just as
important to think about
wha clothes they wear, or
the shape of thefr face. The
thing that is great about the
people who design
machines is that they can
“Soe" and draw the object
without looking at any
photos or drawings. t s the
‘same for characters.
Professional manga artsts
‘and animators can “see” the.
characters and draw them
from memory.
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Drawing Distinctions (2)

Of course you can also draw distinctions  able to tell the difference between the
between characters by making them good or  gangster boss and the presidential aide with
bad, smart or not so much. You should be  nothing more than a glance.

Presidential Alde
| ro i wering an Hawasan st andno | crow i it .t ayciasss o mako e ok
o o s signy oy I b, outle nigentTo make e ook oven s vehgem.
Ercntod ste o 3050 0 or gty 1t maed hat o i rom 3 y Losgun el and e

T s woana  sinl-breate st bacauenthat s

it he presicant ' e, Acdng th 10 codon
{apel s i 8 moe ot ol
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Even the Pros
Start With Square Boxes

Whether it is somebody drawing thei frst
illustration, or a new graduate from art
school, or a now intern at an ilustration
company, which do you think they draw
better: characters or machines? (| am
certain you know the answer because you
are probably better at machines as wel).

In my experience, those who can draw
machines skilfuly can draw characters
Skilflly as woll. Conversely, those who
cannot draw machines do not become
good at drawing Characters either. The
reason s that they have not properly
leamed to capture space.

When attemping to depict acto, t s

necessary to bo very familar with human
‘anatomy and use that knowledge when
‘making use of varous angies in threo-
dimensional space. fyou can draw the boxes
that make up the infial mage of a machine
‘and keep adding detail to them, you wil be.
able 0 apture space moro accurately
Machines are a great way 10 star, s they do
0t contort in as complex a fashion s the
‘human model doss, and they do not show
‘emoions such as laughter or anger.

1 you just sart with the squares and boxes
‘and then add the detals, the drawing vl
‘oventually stat 10 ook something ke @
‘machine.
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Drawing Distinctions (1)

Anime, manga and video games are filed The most important poin s that you shoukd
with many differet types of characters. n o able o craw diffent types of sus.
addition to classifying them simply as “good" It isn't necessary to study how to design
‘and *bad" characters, their design willdifer  diffcut types of clothing.

‘depending on thei profession, and their Take the opportunity 1o ook a the types.
ostume wil differ depending on their of clothing people around you are wearing
culure, civization and relgion. and what form they take.

Even in a dotai as simple as an older man _For instanc, f you wanted to make a
wearing a sui, there will bo a big difference  distinction botween a president and a prime.
in the image he presents depending on minister, you could do 5o by having one
whether he is wearing a single-breasted o wear a single-breasted suit and the other
‘double-breasted su. O, the impression the  wear a double-breasted one.

Suitleaves may influence how you design Compare the differences in the sut
the character. designs on these two pages.

President
N e
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Sitting In A Chair (1)

The main point when drawing a pose of a
character itting in a chai is 1o dotormine

the fevel of the Chair where the character is
actually siting and the ground on which

they place theirfeet. You can either decide
on the style of the chair and then draw the
character appropriately to match i, or you

oy foara e

can start with how tho character will bo
siting and match the char. n anime and
manga, you would usually start with the.
chair, but for lusrations you usually have a
certain pose in mind and it becomes
necessary 1o design the chair around that.
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Sitting In A Chair (2)

[§ Even when siting in  char,you have o

| cxpress a character's personaity and
emotions. Try changing the angle and

draving the chair as el as the character.
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Adding Movement To
The Entire Body

Until this point we have only deat with
standing poses, but now let’s move the
entire body. Is it difficut? Not at al. The
basics are the same as the standing poses.
Not only that, but since you don't have to
worry about where the weight s placed, it
an be much easier. I you have mastersd
the square box, you will bo just fine. i,
there i the question of how much you
should bend each oint.
To get a feo! of how these poses wil

ook, try making them
With your own body.

Don't be shy. Even
animators and
manga arists do it

ety

i
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Holding Props

1f you come up wih the plo from the beginning, itis
easier o create poses where characters hold props.
Such as weapons or a magic wand.

On the other hand, you can create characters and
plots by experimenting with different poses through
changing the types of weapons o items they carry.
s is especially helpful when there are many
‘characters that appear in the story.

2 o
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Portray The Occupation Or
Personality Through The Pose
i
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Sitting With The Knees Together

Children and quiet characters, and, in special Cases,
characters that wear a Japanese kimono, st wih their
Knees together. Of course, this position can aiso be
‘used with other characters, but it can be a very difficult
pose 1o draw depending on the angle.

At
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Other Varieties of Sitting
Positions (1)

Having the character lean forward in addition t0 sitting can
make them seem sexier o cuter. There are many different ways.
10 adapt this technique. Creating a sexy pose by intentionally
twisting the hips is a technique that s aiso used in Japanese
anime and manga.
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Practice Drawing the Difference
Between Male and Female
Characters—
“Realistic Type”, Front
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Relaxing the Knees

‘The “woman siting” position isn't the only  relax off of their knees.

pose for showing a woman sitting. While this _ The line of the back changes depending

 position is mostly used for chilren, you can  on whether or not the hands are touching
‘Show women of all ages itting by shifing  the ground.

the bottom 1o one side and having them
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Practice Drawing the Difference
Between Male and Female
Characters— “Manga Type”

This book introduces various methods for
‘rawing characters, but your drawings wil not
‘and shoukd ot look exactly ke mine. How wil
‘your characters look? Try drawing the

sihouetes of your characters without facial
detais. Practice both male and female types
side by side whie paying aftention to the widih
of the shouiders and buld of the bodies.
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Relaxed Sitting Position

Sitting with the legs separated or sretched out s sitting 3
relaxed posiion.

“This position looks more realistc f you don't curve the back.
100 much or make it too straight.
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Depicting Age Differences

In addition 10 body types, characters can aiso be differentiated by their
ages. Such detalls include wrinkies of the face and clothing, their posture,
the bend of the waist, and the head-1o-body ratio.
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The Aging Face — Female
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“Woman Sitting” Pose

‘There is another uniqus type of sting pose. It femininty of the character

is called "woman sitng* and it shows a “This pose will b used unfailingly in
character sting on thefr knoes with ther anime, games and manga that belong to
bottom flaton the ground. S the name the *bishojo" genre, and anyone drawing
suggests, a male character would not be Something i this genre should make sure

‘rawn in this pose. It s used to express the 1o master t.
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The Aging Face — Male

There are various methods 1o depioting age
progression. Examine the character designs
below, noting the position of the eyes, the
increased roughness in the face, increased
wiinkles, and sagging muscles.
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Breaking Down Body Types in
Character Design

Keeping in mind the basic methods of
drawing, le’ try drawing actual character
body designs. In anime and manga, before.
draving the eyes, nosa, and mouth of a
character, a silhouetto & first drawn S0 you
can get a general feel for the character.
Your work needs more than ust a
protagonist. There are typically tens or even
hundreds of characters in each manga o
anime. | am sure you have already
discovered that there is a it 10 how many.
characters you can create simply by

changing the eyes, mouth, of hairstyle.
Try changing the shape of the body and
creating characters who are tale, o fatter.
Not only wil ths create more varitions.
among your characters, it wil also make the
story more interesting. It willaiso make the
protagonist easier to draw. In addition to
conforming to the philosophy of the profes-
sional worid, it will help mprove your
‘sketching and design abilies, kiling two
birds— o, three birds— with one stone.
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Character Design:
3 Views of a Male Protagonist

1n an animation company, It is necessary to _ Thes angles are needed 1o design the
create a character chart for those artists  costume 10t the physique, and as
ho will be assigned 10 draw that character,  explained in Chapter One, fo capturs the

‘The chart includes three angles of the face,  space occupied by the character.
the ful frontal shot, the side, and the back.
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Male Characters (2)
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Male Characters (1)

Most manga have men as their protagonists,
but you should design your protagonist 1o
appeal 1o the age and generation of
viewers tha is your target audience. This
IS because you want the viewers (0 empa-
thize with the character: i he worries, you
want them 1o worry; i he loses, you want

them o be sad as wall.

Ao, a good-looking character is
necessary 10 gain the readership of women.
Do not forget 10 add normal characters fike
Y0u would encounter n everyday Ife, since
they will make the protagonist and good-
Iooking character mor believable.
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Warrior Characters (2)
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Warrior Characters (1)

Wartior characters come to ife through the 1t can also be good 10 go to & museum. It
design of their weapons, amor, and s dificult even for pros to come up with
uniforms. The design wil difler depending  designs starting from nothing, and thatis
on the era and country. why we will often look for reference books

‘You should practice by copying drawings  a bookstores even f we do not plan 10 use
from fctious wrks and studying Pistory texts.  them ight avay.
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Ghapter 5
Examples of Actual
Character Types
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Think More of Fashion
Than Costumes

One problem, o one.
wonry, when draving
anime s clothes. While
itis fine to design
clothes based on the
overal design of the
character, in some older
anime that were made.
on tight budgets and
schedules, the
characters wore the
same costumes n both
winter and summer.
When snow began to
fall, it rally looked
strange.

“The situation has
improved somewhat, but
costumes are il rather
simple and subdued.
Why is this?

The answer fles in
the fact that animatars
‘and manga artists are
ot very interested in
fashion. | hope that
young people who enter
the industy will bring a
new approach fo
character design. For
nstance, among hip-
hop characters, a
stadium jacket can be
worn i many different
ways.

Even when drawing
these two characters in
the manga styl, the
fough drawings and
silhouettes aro entircly
different, More attention
must be paid to
character fashion in
order to create new
anime and manga.
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Changing the Angle to
Produce Your Desired Effect
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Set the Tone by
Changing the Angle

By now you should know how 1o draw the
difference between men and women. Now
s time 10 take wha you have leamed and
add poses. To create a dynamic effect, you
will want 16 be able to draw your character
from diferent vantage points. For example,
1o Show a powerlul pose, draw your

character as if you were looking from below.
If your character is downtrodden, draw it
rom above. It takes mora than the abiity to
draw 2 three-dimensional characer to be
an anist; you must also plan how you want
10 show the character as well.
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Chapter 4
Sample Poses

From here on we'll be practicing various poses for your character
Whether you can successully pose your character of fot, and
whether you can do it for bath standing and sittng poses, will make or
break your creation. You dic't think you would just have your
character standing around all the time, dic you? Most people don't
realize how much thought goes into deciding detais ke how the.
hands wil be posed. | go through the same process myself, Once the.
story and character has been decided, s easy o pose the body and
achiove balance.

Skl atists can porray So much with ust a simple pose. How do they
0112 Truth be told, there are a number of standard poses in anime and
ind they choose the correct one for the desired effect

1 have included a number of these poses on the following Pages.
Improving your abilty 1o draw these poses wil be a shortcut to
improving your overallskils. Try Gopying the poses you see in this
chapter, using your own character, to help commit these methods to
memory. The more you practice these poses, the better you will
become,

78






OEBPS/Images/page-m-111.jpg





OEBPS/Images/page-m-077.jpg
Difficult Angles

s r character is sleeping. With a  capture the depth of the purse. Stil, ry to
3 10 show them flom  practice this angle because f you can
" raw them lying head or  express the depth well, t is  sign of a
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Other Varieties of Poses (2)

The method for drawing siting poses can  poss for both men and women. Because

differ depending on the angle.If the. ‘one of the feet s obscured, this position

bottoms of the feet are facing front, then the  can be diffcult 1o draw, and you shoud

feot will bo largor and thero will bo 2 good  take care when deciding which oot will be

sense of perspective. on 10p and which will be on the bottom.
Sitting cross-legged can be an interesting

mEERS s
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Design and Head-To-Body Ratio

Just because humans have a 7-8 head- Any ratio will do i your design and
body ratio, you've probably noticed that this  balance aro consistent. The technique may
1uleis not strcty followed in anime and b difcult, but this s where character
‘manga. How many heads tall wil your design gets intoresting and t is the second
creation be? step when creating your work of ar
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Adjust Your Artwork Accordingly

There is another point worth noting about
the physique. We have discussed the
‘muscles and bones, but you shoukdn't draw
either of these t0o realistically. I additon to
achieving the correct head-to-body rato for
your character, ask yourself how realstic
Should it be? You can't just blindly draw the

muscles in a realistic manner. In some
areas, it will be necessary to reduce the
dtail, or you may have to change the sizes.
of the hands and feet 1o perfect the

balance. This fs not a decision | can make
for you. | recommend you try a number of
different designs to get a feal for It yourself
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§ Between Male and Female
i Characters—
i “Realistic Type”, Lower Angle

:  Practice Drawing the Difference
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Drawing the Shape of the Foot

There are actually very few scenes
in anime and manga that show
characters with bare feat. Most of
the time they wear shoes and
Socks. But once you learn the
framework, i’s much easier to draw
the shape that the foot takes when
covered.

As previously explained, the feet
aro extromely important whon
determining balance and position in
animation and manga. Even more
important s whether the sole of the
foot is actually touching the ground.
When a person is standing, you
have to show that the foot i flat on
the bottom of the box that forms the
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Basics of Drawing Shoes (1)

Ultimately, drawing feet means drawing
shoes. The methods of drawing shoes
vary depending upon character design
and shoo styles. This is where the square
box really comes into play. Notice how the
surface of the ground and bottom of the
shoe have the same purses and that they

meet perfectly. This becomes the.
foundation for depicting the character in
felation to the landscape in a trly three-
dimensional way. Sneakers and other
shoes without hees are the easiest 1o
memorize, but start off by trying the two
types of shoes shown below.
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Drawing the Shape of the Foot
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Examples of Drawing the Hand
(1

)

You can tell how hard t s o draw hands by the bone structure of the hands and can

the number of people who have problems  Capture the space will be able to draw them,
with them. Some people believe it 100 but it not an easy thing to memorize. The
difficult 10 represent the hand thrce- following are Several exampls of poses of
‘dimensionaly. It s the movement of the the hand in motion. Even i you just copy.
fingers in combination with the hands that  them, memorize the shapes and you vl

‘causes the problems. Those who understand  continus o Improve your abitty.
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Lines and Bones of the Foot

There s no need o pay special atentionto_ AS you can see, when looking at the
the muscles of the feel. Your line drawing  ankle fom the side there is some thickness,
il show the fleshed-out shape of the bone  but more than shading, you would define it
structure below. The heel can be especially by staggaring the length of the left and right
difficut,but the important thing s fo show  sides. Of course, the longer side is where
the contours of the ankle. the shading wouid go.
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Examples of Drawing the Hand
3
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Examples of Drawing the Hand
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Drawing the Bones and Muscles
of the Side of the Leg

When you look at the leg from the side, the back, where the shape of the thighs and
muscles are more immediately apparent.  calves are a fulcrum that fomm a gentlo
The structure is partcularl obvious in the  slope that lnks the crotch, kneo and ankie.
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Drawing the Bones and Muscles
of the Front of the Leg

“The shape of the muscles simiary nfluences  Aside from knowing the muscles, the most
he eg. f you do not have a grasp of the

important thing 1o recognize is where the
shape of the muscles in the thigh and calf, it joint is positioned in the kneecap.
il be much harder to ckaw the lgs.
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Examples of Difficult
Angles of the Face

Even pros consider drawing a face from  Practice drawing each angle on your own
above or below diffcult. The figures | have  character.
‘drawn below can serve as examples.
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Various Angles of a “Manga
Type” Face (3)
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Various Angles of a “Realistic
Type” Face (3)
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Various Angles of a “Realistic
Type” Face (2)
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Various Angles of a ”"Manga
Type” Face (2)






OEBPS/Images/page-m-055.jpg
Various Angles of a “Manga
Type” Face (1)

You can practice the “realistic type" face
with a sketch, rough sketch, or croqus.
But how would you practics drawing
manga?

Which features will you enhance?
Which features wil you reduce?

When you create a “manga type®
‘character, you will deform some of the

)

features for a cartoonish feel.

When you plac this exaggerated figure
i the box, it wil be easier to decide on the
detais.

In anime, thera will be a character chart
ke you see here, depicting the
character's expression at various angles.
Those who endeavor to become
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Basics of Drawing Shoes (2)

“This time, try drawing the same
shoes from the rear.
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Various Angles of a “Realistic
Type” Face (1)

Like most people, you are probably most  same can be said for the face. You don't
interested in improving your skils at have to actually draw the box. Always be
drawing faces. thinking about the angle of the head and
But hold on fust a moment. As we've e direction of the face as you create
‘explained up to this point, the key o fough sketch, and add roundness when

becoming a better arist is to capture the  you draw the eyes and mouth.
object in threo-dimensional space. The
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