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same sort of thing—friends used to ask me to
draw manga for them and so | would draw them.
| never did any homework, | was always drawing
manga. Not that | had any manga textbook to fol-
low, | was just copying. Learning by copying other
people’s work, | suppose you could say,

Did you like art in general?

My old man used to paint in his spare time. There
was that influence too, and yes | did like art. If you
mean were my grades in art at school good, then |
guess | was among the top of the class. But really,
if it's a question of whether | prefer humanities or
science, then I'd have to say | prefer science. That's
probably why | didn’t have any problem getting
into computers later on. When | was a kid | used
to make my own radios and stuff. | first made a
crystal set when | was in elementary school, and
when | was in high school | made a proper vaive
radio. It was quite expensive, so | didn't make
many. But all the radios at home were ones that
I'd made myself, not bought ones. There was a
radio station near where | lived, so when | made
the crystal radio | got old parts from various peo-
pla therm and it was praity Aasy tn make, | seam
1o remember.

That was interesting, and | thought I'd prob-
ably go into something to do with electronics in
the future. | didn't think | could make a living by
drawing manga. But as an electrician, as long as
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you had the necessary skills you would never be
out of work. That'’s why after high school | came to
Tokyo to study at a technical college. While | was
at college | had a part time job drawing manga for
a rental library specializing in manga, though.

S0 | never did work as an assistant to another
manga artist. | was really into Osamu Tezuka and
of course | would have liked to work as his as-
sistant, but at that time | had no idea how to go
about getting a job with him. So | just used to
learn on my own by copying other people's work.

Once, when | was drawing manga for the rental
library, | took a manuscript into the publisher in
Kanda and they told me they needed someone
to help out in the editorial departrment. And so |
became part editor of manga for rental libraries,
part manga artist, and part college student. | was
incredibly busy! In the end | was hardly ever going
to college, so | dropped out altogether. But then
the rental libraries started going into decline, and
the number of specialist rental ibrary publishers
also dropped. In the end they all went out of busi-
ness. | was left with little choice but to take a job
at a small commercial trading company. | became
a "salaryman,” but | was putting out a small in-
dependent manga magazing on the side. At that
time Kodansha had already started their Shdnen
Magazine, but | thought my manga was a bit too
adult for them so | never did submit any of my
work to themn. Instead, | got together with about
five or six other people who shared my taste for
manga aimed at adults—I guess these days you'd
say it was for young adults—and we started
up our own magazine. That's when | was about
twenty-seven.

We put out several issues, but eventually we
were forced to give it up. We'd printed two hun-
dred copies of the final issue, and we thought it
would be a waste not to do anything with them so
we sent them all out to various publishers, anime
studios, and aifines. We all put money into buying
the stamps. By chance I'd happened to draw the
front cover of that issue, although | hadn't drawn



any of the inside pages. It was about six months
later, when I'd pretty much forgotten about it, that
the publisher Futabasha got in touch to say that
they'd seen the magazine and wanted to meet
whoever had drawn the cover. I'd given my com-
pany details as the contact for the magazine, so |
was the one who took the call. When | told them
that I'd drawn the cover, they said, “Well, we'd like
to meet you as soon as possible. Can you come
and see us tomomow?” So | took the day off work
and went to see them. That's when my life as a
manga artist really started.

Was that the chief editor who founded
Weekly Manga Action in 19677

That's right. Mr. Shimizu. He knew a hell of a ot
about the manga of the time, and looking back
| learned some really valuable lessons from him.
If you're going to draw manga, draw it like this!
Manga has a target audience, you know, so
there's no use drawing it just for yourselfl That sort
of thing. By that time there were various books
by manga artists on how to draw manga, which
discussed drawing technigues and so forth, but
what | learned from Mr. Shimizu was a way of see-
ing manga that went beyond drawing techniques.
He used to say that editors had to see manga
through the eyes of the readers. I'm still really
grateful to him, even now.

The publisher where I'd formerly worked as an
editor was in Kanda, where there are a lot of second-
hand bookshops. It was there that | chanced upon
a store specializing in foreign books that sold Amer-
ican comics. They seemed so fresh to me that |
bought one and copied some of the pictures out
of it. That's why the drawings I'd done for our inde-
pendent magazine were really very different from
my earlier drawings and much more like my work
is now—that is, with quite a lot of influence from
European and American comics. Thinking about it
now, maybe that's what caught some editors eye.
Anyhow, when | went to Futabasha, they asked

me straight off to draw an eight-page "nonsense
manga” for them. That was Pureibdi nydmon
("Playboy School”), my first work to be published
in a weekly magazine, and it continued for some
months. Then they asked me if | would make a
“story manga" based on some well-known work.
The style and feel of that manga would be quite
different from my earlier one, and so the editorial
department decided to give me a pen name, The
name they came up with was Monkey Punch.

Whean | complained about the name to Mr. Shi-
mizu, he said, "Yeah, well... it suits your drawings
perfectly.” Whaddya mean—why monkey?! | was
against it right from the start, but he just said,
"Anyway, all the editors love it, so | want you to
stick with it for about a year.” | wasn't at all happy
about it, but | was new there so | couldn't really
complain. I'd only intended to put up with it for a
year, but that was forty years ago now. Even I'd
forgotten about that by the time the first year
came to an end. Mr. Shimizu always used to call
me “Monkey, Monkey!" and so everyone else in
editorial started calling me “Monkey-san, Monkey-
san!” | hated it, but after a year it came to feel like
a nickname, and after that it just stuck,

What kind of image does the name
Monkey Punch have overseas?

I've got friends overseas, and they all call me
"Monkey" too. In fact | still don't like it much, but









| got the idea for Fujiko Mine's name from a
calendar, While | was wondering what to call her,
| happened to have a calendar in front of me of
woodblock prints by Katsushika Hokusai, includ-
ing his famous scenes of Mount Fuji. One caption
read “Sacred Mount Fuji" (&), only the char-
acters for “Fuji” were not those generally used for
the famous mountain (#1), but instead the kanji
describing the Buddhist concept of non-duality
(#==). This kind of captured my imagination, so
| dropped the first kanji meaning “sacred” and
kept the others. | then added the character “ko,"
which is a common suffix for girls' names, and
so came up with the name Mine Fujiko (EFZF),
which in English becomes Fujiko Mine. If that
Hokusai calendar hadn't been right in front of my
eyes at that time, she would certainly have had a
different name.

It's rather as if Hokusai was watching
over you, isn’t it?

It was a decision taken on the spur of the moment.
| didn’t mull it over at all, the name just happened
to be there right in front of my eyes. My manga
is like that too. What | always find amazing is
how the things that | draw quickly, without much
thought, always seem to be the things that read-
ers love, whereas when I've got the time to really
develop the story and do the background meticu-
lously, there’s never any particular reaction from
readers.

Manga is really profound, or maybe magical is
a better word. Readers are not just into the ones
that are really well thought out. When I'm pressed
for time—like, I'm off on an overseas trip tomor-
row and just hawve to get it done as quickly as
possible—readers rave about it. Looking at some
of those drawings now they are really rough, but
those are the ones that the editorial team always
told me they'd had a big response to.

The late president of a certain anime produc-
tion company used to say, “A masterpiece is work
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that you've done under pressure for time. Work
that you've had plenty of time to complete is not a
masterpiece.” It really is like that, you know. Even
artists long ago were probably under pressure
from somebody. According to the film biography
of Michelangelo, he always had clients or patrons
hurrying him along. It was like, there's no more
time, do it today, finish it by such-and-such time
—s0, getting paint all over himself, he painted for
all he was worth, If you don't work like that, | don't
think you'll ever produce a great work. Just be-
cause you drew something slowly and thoroughly
doesn't mean 1o say it will be a masterpiece. The
same holds true for young people today—you're
more likely to produce something great when
you're under pressura for time.

So do your characters swing into action
as you're drawing?

Yes, | guess they do. Sometimes | think of things
while I'm drawing that hadn't occurred to me at
the start. Well, you can't say that they do so of
their own free will, but the characters do go into
action while I'm drawing them. Once I've finished
drawing | undearstand, but at first | just have a
vague idea and it's only later that it comes to me,
and as | carry on drawing, it all comes together
in the conclusion—meaning the conclusion as
in “introduction, development, denouement, and
conclusion.” That's the way I've always drawn
manga. I've never actually drawn a full feature-
length manga, you know. In the case of Lupin W,
the story each week was complete in itself, so
you could always start reading it from the middie
of the series. With most series, it's not all that in-
teresting if you miss the beginning and only read
the micdle, but | wanted to avoid that as much as
possible with Lupin . It was quite difficult to make
a complete story each week, but | managed it for
ten years running. | think | did pretty well with it.
But | wouldn't want to have to do the same again
now.



When do you best like thinking about
the story?

A lot of people say they think well while walking,
but that doesn't work for me. Even things that |
see around me, at the time | don't think of them
as possible subjects for manga at all. | personally
have to be sitting quietly at my desk facing a sheet
of blank paper. Of course, looking back there have
been times when I've been sitting at my desk and
noticed something in my surroundings that 've
used in my manga. But | can't think of any occa-
sions when something has come to me when |
was asleep or in the bathroom. Then again, there
have also been times when I've spent the whola
day sitting in front of a sheet of blank paper with-
out getting any ideas at all.

I was once asked to create an animation series
for one of the three major U.S. networks. Tokyo
Maovie have an office in Los Angeles whera thay
collaborate with American animators and network
staff, and they invited me to join them there. | really
learned a lot about creating storylines from them.
They didn't even have a theme or anything de-
cided to begin with. They would come up with an
idea for an episode, and then things would snow-
ball from there. For example, someone would
suddenly come up with the idea of bringing in a
pirate ship, and then everybody else would come
in with ideas for this and that character on board
the ship. Then someone would suggest building a
trap hole on deck. It all seemed totally incoherent
to me, with everybody coming up with their own
ideas—like, so let's give the protagonist a twin!
Ultimately it was the job of the scenario writer to
bring all these miscellaneous threads together.
The scenario writer on that occasion was Chris
Columbus, who's famous now. He's the Mr. Big
director of the Harry Potter movies. He brought
everything together into a single plot line covering
several weeks.

That series was Galaxy High, about a school at-
tended by kids from all over the universe who get
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into all sorts of trouble. It ended up being a com-
pletely different story to what we discussed at the
beginning. | was just listening in as the representa-
tive of the Japanese production team, but | really
learned a lot from seeing that meeting and what
it developed into. Ah, they start with an idea for
an episcde—so that's how they do it! That sort of
thing.

Your manga series are often adapted
to anime. Have you ever drawn manga
knowing that it might be adapted to
anime?

Mo, not at all. It never occurred to me that my
work might be made into anime. On the contrary,
my manga has always been aimed at manga fans.
| was very conscious of that. There's a certain
art to reading manga, and that's something I've
always kept in mind. It has never been my style
to explain to the reader every little detail of what's
going on. My technique is like, it doesn't matter if
there's something you don't understand, you can
still carry on reading without understanding every-
thing. So | never thought it could lead to an anime
version. In the case of animation, to a certain
extent yvou nead to create a plot in which every-
thing is conscientiously explained. There are a lot
of leaps in my manga. It develops rapidly in leaps
and bounds. Some readers complain that they
don't understand, but | always tell them it doesn't
maitter if they don't understand—they should just
enjoy the atmosphere of the wark.

Your work is a unique blend of story
comic, American comics, and manga.
Do you think that requires an above-
average level of readership?

Yes, that's probably so. | have my own definition
of what manga is, and | don't want to change
that. A commion sequence in manga is to have a
frame showing somecne throwing a punch, the









the background there are various buildings for
which | get someone who's good at that style, but
we work together on it. Of course, | do the layout
and things like that.

You've got some pet projects in hand,
haven't you?

Looking back on my older works, there are some
that | think are so clumsy that | don't want to even
look at them. |'d love to remake some of these, I'd
even change the story a bit, and then redo them

Some of those works were part of

a series when you had to work fast,
weren't they? You took on jobs knowing
they would be difficult, and stayed up
alone all night to finish them on time.

Yeah, | guess. That's why, looking at them now, |
see that the storyline isn't really a proper storyviing
at all, or that the frames are arranged badly and
| should have added in another frame to give a
sense of movement, and so forth. Reading them
again now, | notice so much of that sort of thing. |
get the feeling that I'd like to redo them now from
my current perspective. | don't know when I'l find
time, though.

You've put a lot of effort into populariz-
ing manga abroad, doing things like
traveling with Osamu Tezuka and Go
Nagai to San Diego. But did you ever
imagine that manga would become as
popular worldwide as it has done?

No, never. Of course, from my own perspective,
and | dare say there are Americans and Euro-
good. When | saw really good drawings, | used to
think that Japanese manga wasn't really up to that
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and Europe was pretty limited. It seemed more
for kids. Americans were only into superheroes or
SF or story comics. Yet since then, the range of
manga for teenagers and young adults in Japan
has really grown. In Japan, there are manga that
focus on sports, such as those with a baseball-
mad protagonist, or manga all about cooking, for
example. But there's nothing like that in America,
the range there is really narmow.

Until now, the popularity of Japanese manga
worldwide has been due to the power of the
baby-boomer generation. I've been going to
the Comic Convention in San Diego since it first
started, nearly forty years ago now. The first con-
vention was held in a room in someona's apart-
ment. After that, they hired a floor in a hotel, and
eventually hired the entire hotel for the event. Then
San Diego city council took over sponsorship of
the event and it was held in a cultural center, It
took quite a long time for it to get to that stage. It
came under the wing of the city council in 1980,
over twenty years ago now, you know, That was
the year that | told Osamu Tezuka about the con-
vention and suggested that we go there together.
He replied that it would be a waste for just the two
of us to go and that we should invite other manga
artists too. And so we called up Go Nagai and a
whole load of other artists, and in the end twenty
of us went. Osamu Tezuka was given a commen-
dation right away. It was an amagzing occasion. We
wera giving workshops and making drawings on
square art boards to sell at auction, We sold all of
them and donated the proceeds to the city. And
so little by little there was more of a buzz about
Japanese manga. For the last ten years, manga
publishers Shogakukan, Kodansha, and Shueisha
have also held booths at the convention,

In June or July | was invited as a guest to a
convention held in Tampa, Florida. It's tiny com-
pared to San Diego, but there were manga work-
shops and a whole bunch of people interested in
manga, so | held a Q8A session and told them
about the current state of manga in Japan. In



other words, this convention was only about
manga, so it was better.

The manga fair in Angouléme, France, goes
back almost as long as San Diego—they say it
started just a year later. | really like it because it's
all about manga, and the whole town takes part.
Taxi drivers are like committee members| That's
the sort of people who take part. For example,
a shoe shop participates by displaying manga in
the shop window as a backdrop 1o their shoes,
They sell their own goods by showcasing manga.
| thought that was just so cool!

In America, publishers have always
reversed the pages in manga books so
they can be read from left to right, like
other books in English. In France, though,
they publish them in the original
Japanese-style format, so you read
them from right to left. Recently some
American publishers have also started
to follow this practice.

Really? Reversing the pages can lead to all kinds
of problems and there are places where the pic-
tures don't make any sense, but now that we use
computer graphics it's not so difficult to make
the recessary adaptations to make it easier for
English-speakers to read. In any case, you have
to write English from left to right—you can't use
vertical writing like in Japanese—so | can’t help
feelirg it's impossible to make the reading ex-
perience exactly the same as it is for Japanese
readers anyway.

Personally | think it's best to adapt the pages
to a format that is more readable for English-
speakers. You can go through the frames one-by-
one on the computer to sort out any places where
problems arise. If some of the frames have {0 be

,well thensobeit. f'sbesttomake it a
ading experience—manga should be
ad, so | feel it's necessary to adapt it
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being published. Part of me would like to see it
published in a Japanese-style format, but certain
things are just impossible, like reading the text
vertically. Whether Italian, Spanish, Korean—
nearly all foreign languages are written horizontally
from left to right, not vertically from right to left as
in Japanese. And books are read from left to night,
not right to left as they are in Japan,

What would it be like to make a manga mag-
azine In Japan using horizonta writing, reading
from left to right? Actually there was one once. It
was a magazine that had both formats: half the
magazine was read in the ususl way—vertically,
from right to left—while the other half started at
the opposite end and was desgned to be read
from left to right, with all the text wnitten horizon-
tally. You could read it both ways. Of course, all
the manga stories were different, so there was a
front cover on both sides of the magazine,

Have you got a message for aspiring
manga artists?

| tell my college students that they should first
learn to draw neat outines. In the exam they have
lo make a sketch, and if their outlines are not
neatly drawn | drop their grades. In other words,
readers shouldn't even notice the outiines, If they're
badly drawn, though, readers’ eyes will be drawn
to them. If outfines aren't neat, readers will not be
able to read smoothly. That's a basic point that
| make in my class. After that | also teach things
like frame layout, of course. Basically, though, you
learn by drawing. That's how you get good.

That last comment sounds very
encouraging, but is it true?

Manga, or drawing in general, is something you
getgood at through practice. I've never womed

oh about it. Really, | don't think it's a matter
8ing good or bad at drawing. For example,
afi't §ay paintings by Picasso are bad and




those by Leonardo da Vinci are good, they each
have their own individual style. What it boils down
to is a question of which you like best, Picasso
or Chagall. Nowadays readers are getting more
picky, and so naturally there are more people who
say they like this or that work best.

Therefore, if just one out of ten people likes your
work, that's great. That means out of a hundred
people, ten people will ke it. So there’s no need
to try and please ten thousand people with your
drawings—you should just aim to please one.
There's no point trying to please ten thousand, be-
cause it's just not possible. For example, there are
people who don't like manga by Monkey Punch
as well as people who do. | work hard to please
those people who do like my manga. There's not
much point in tnying 1o please those who don't like
it aryway. It's best to waork from that kind of per-
spective, | think.

So I'd tell aspiring manga artists not to bother
trying to please a lot of people. If just one person
likes your work, just try to please that one person.
There were people who didn't like Osamu Tezuka's
work even at the height of his popularity. But one
thing | do feal about manga these days is that a lot
of works are pretty harsh—the drawings, the story,
and the whole atmosphere is harsh. | think there
should be maore warmth in them.

Being one of the judges for an art festival, |
get sent lots of manga books to consider. | look
through them very meticulously, but | must say
| feel refieved whenewver | come across a manga
that has warmth—warmth in the drawings, the
composition, and the story. That's the sort of work
that | will shortlist for the prize. | think the other
judges probably feel similarly about it If | think a
work is good, it's likely that the same work will also
appeal to the other judges and they'll recommend
it too. But that warmth is gradually disappearing in
manga by young people today. That's something
that really bothers me.

Life has also become harsher in some ways,
but | don't see why manga artists should go
along with that. | feel manga artists should cre-
ate works that make their readers feel calmer
about the owverly harsh world they live in. The
news lately has been awful, hasn't it? If kids
nowadays don't like something, they set fire to
their house or something like that. There never
used to be anything like that. Kids themselves
are getting harsher, but there's no need for
manga to do so too. That's how | feel about it,
at lsast. Maybe it's because | teach manga, but
that’s how I've come to feel recently. So |'d like
to ask aspiring manga artists (o give a feeling of
warmth to their work.
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LESSON 1




SCHOOLS AND SHOJO

Manga mainly about school life. They are often about high-school kids and
center on club activities and love affairs. In the case of shojo (girls') manga,

the protagonist is generally a girl. If the school has a uniform, you must
decide the summer and winter uniforms, including sweater, vest, coat,
bag, and shoes. Skirt length and the color and width of ribbons are
also often set by school regulations. A school uniform is a useful
way to visually distinguish between schools.

Try not to make
the summer and
winter uniforms
too different,
though.




Decide on the characters around your protagonist, such as his or her friends, rivals, family,
and girl/boyfriends. Facial expressions, styles of dress, and mannerisms are affected by
their personality and .

environment,

Think about the characters' If there's a school uniform, It's fine to design your own
accessorios and ciothes, remember that the style of bags style of school uniform,
and shoes are often stipulated but make sure it looks like

by school regulations.

You can tell a lot about a character
by their possessions!

1'". Remember—there

N

Think about

the wear for

gym and
club

activities,




The school

Establish what your protagonist’s school looks like. You can use books or photos for reference,

or you can base it on the school you went to yourself. You can even use your imagination to
come up with a completely new type of school, if you like!

From the outside The classrooms
This will determine the atmosphere of the school. Think about where your characters sit in class.
Il 111
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Club locations

What your protagonist does after school is also
an important factor. A lively character will most
likely join a sports club, while a quieter person
may be in a reading club, 30 make sure your
characters are in clubs that suit their

personalities.
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Other places

What about scenes outside
school too, such as your
protagonist's home and

neighborhood?

The bus stop. How doas your
protagonist go to school?

Think about the sort of home your protagonist lives in. Some
manga are even set in a boarding school. It's important to
decide what sort of environment your characters live in.
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\ saxy girls, and the prutagnnlst
is, of course, a girl. Let's
=, have a look at some

71T, of the popular types




The protagonist’s bedroom and home

tMake sure the design of your protagonist’s
bedroom matches her personality. Cute
qgirls often have pretty bedrooms with lots
of soft toys. Well-behaved girls usually
keep their bedrooms clean and tidy, with
no unnecessary clutter. Be sure to make
the difference show in your drawings.

Special effects for
a happy scene

Apply light screen tone in
curved lines. This gives a
gentler atmosphere than
using straight lines. You can
use sound effects and speed
lines to enhance it, but make
sure you don't overdo it!

Play on cute
mannerisms!

Try to draw a really cute
girl and focus on her
dreams and aspirations.
Enhance important
scenes by drawing out

of frame and by using
eye-catching screen tone
for the background.




BOYS’ LOVE

This type of manga is abcut romance between guys, but
mostly girls read it, and it's very similar to shojo manga in
content. There are lots of guys that girls find attractive in

manga like this! S

The view of
love is basically
very similar to
shojo manga.




The setting

Think about the environment the couple live in. If they
are students, what type of school or college do they go
to, and what are their families and friends like? If they
go out to work, consider their workplace and where
they live. It's fine to develop the story within a particular
worldview, but make sure readers can follow it easily.

L

There will be a lot of scenes
at school or work, so think
about the various locations.
The viewpoint of other
characters and what they say
about the protagonists are
also important factors.

e
A

ol




GIRLS’ LOVE

Manga featuring romance between teenage girls. The theme is of the
longing or crushes girls commonly feel for another girl in adolescence, |

and usually features girls up to ,) |
> high school age.

Make the uniform cute, and use
accessores like ribbons and
glasses for different types of girs.
The protagonist is a girl, so keep
shading light to create a bright atmosphere.




The school environment

Being all about girls' romance, the esthetic element
is strong. All-girls’ schools, boarding schools, and
religious schools are common.
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Use your imagination to think how a romance
might work between two girls, and the sort of
things that happen between them, or the sort
of things they want to happen.

Young girls
sometimes get a
crush on older girls,
or on a cute girl
in their class!
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LADIES AND “0L”

Manga about young working women, especially “office ladies,” dealing
with the way women think, their daily lives, things they find amusing,
and so forth. The stories often cover their workplace, what they do at
work, their relationships with colleagues, and things
Bi. that happen at work. Unlike shojo manga, this type of
g manga is about adult women and can often be quite

¥ sexually explicit when talking about love.
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and thelr gripes
about work, diets,
and broken hearts!




The protagonist’s bedroom The protagonist’s workplace

The protagonist's bedroom reveals a lot about her A school? An office? Or is she a housewife?
lifestyle and personality, so think hard about what Decide where your protagonist works!
sort of bedroom matches your protagonist. The setting should speak for itself.

don‘t usually
During and after work bother much
A lot of women dress themselves up in
the locker room after work for a night on
the town. Make sure your protagonist’s
appearance is different at work and at play.




FAMILY

Manga about small children and their families can be drawn from
the perspective of either the kids or their parents. The story revolves
around daily life, with an affectionate focus on

childhood issues and the joys and trials
of parenthood. = g
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Each family member should have a " -
distinctive personality, such as this brainy %#‘ ~;°.:w.;
little sister, kind-hearted p . —
older brother, quick-tempened o 7 »
Mom, and henpacked Dad.
Don't forget
their friends \9\ e
and neighbors! o @
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Kindergarten and elementary school

This is where the kids go every day to play with friends,
have fights, and explore new things together. Remember
that you're seeing it through their eyes, so make it lively!

Bear in mind that children show their emotions
fraaly and their expressions are easy to read.
It's even best to exaggerate their expressions
slightly.

The family home

What sort of home do they live in? Is it
neat or messy? Details like these will
show the personality and circumstances
of the parents. However scary Mom
might be at times, she loves her kids
and you should make this clear by
keeping the atmosphere warm and light.
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PETS AND ANIMALS

Manga about dogs, cats, and other domestic or wild animals can be written from a person’s
perspective, observing an animal's habits and daily mode of life, or from the perspective of
the animal, which often talks and takes part in the action. Popular pets are dogs, cats,
hamsters, and parakeets. There are lots of ways to draw them, either making them realistic,
exaggerating their features, or giving Soft-toy

them human characteristics. animals
are good oo,

What is your pet
thinking?
- e
#1- Imagine what you'd
5% § think if you were an T 48
4Eu¥  animal. Also, observe )73
animals carafully
and imagine what
they are thinking.




Where your pet lives
Decide the household and
environment where the

Expressims and
mannerisms
Draw things that make your
pet happy, things they dont
like, and mannerisms you
think are cute. Also think
about things the pet doeg._—
that the owner doesn't
like, and things that make
the owner happy.




SPORTS

Manga all about a particular sport and a protagonist who plays it. Lots
of sports are popular, especially baseball, tennis, soccer, and boxing.
Make sure you thoroughly research your chosen sport's rules, kit, match
ambient, and so on. But it's not just about sport—spice up your story
with a love affair, relations between characters, and a
| character with quirky habits!
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the players

and teams,
and what goes
on at matches!




If the manga

The sport’s environment
is about tennis,

Resesarch the location—is it a court, ground, pitch,

i it'll .ok weird
or stadium? Also make sure you can draw all if the players wear
the equipment, and pay careful attention to the baseball kit!

design of the players’ kit and accessories.

Some
people wear

; wristbands on \
‘ both wrists,
QoURRE -.,-: ﬂlhﬂrsjuﬁ ‘
Saiic-d on ong wrist,
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The protagonist and surroundings

Remrember that the story shouldn't just contain
sports scenes—you can add variety with the ups
and downs of your protagonist’s love life and
goings-on between the characters.

{ like exam

i time!




MARTIAL ARTS AND COMBAT SPORTS '

i

Many manga focus on martial arts such as kendo, judo, aikido, and
karate, as well as on boxing and street fighting. Martial arts and boxing
i\ are sports, while street fighting is popular in viceo games.

Thiis is
what they
wear under
the kendo




The dojo

Dojos are different according to the type of martial art
practiced there. Kendo is usually on wooden floorboards, p#¢
while judo is on tatami mats. Note that there are also
sometimes demarcation lines in matches,
especially in judo.
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Some martial arts like kendo use swords,
but note that they use either wooden
or bamboo swords in practice.

"

T-shirts under
their kit.

5o how are
karate and judo
kits different?

1 guess it's the length of
b, the trousers and the thickness




SAMURAI AND NINJA

Samurai are warriors employed in the armed guard of their lord, while
ninja are spies skilled in the art of stealth. They are similar, but their
| status and perspectives are different. Their costumes vary according
/| to the historical period, but are often adapted to give a contemporary
, feel in manga. Samurai fight with swords, while ninja use ?
a wide array of weapons.
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and ninja use
differemt fighting
techniques too!

Shuriken

Also known as
a throwing star,




The samurai's residence

A samurai's residence reflects his rank. He could
live in a magnificent mansion, like the one shown
here, or a simple cottage. A high-ranking samurai
would have a lot of bodyguards and servants
living together with himself and hs family.
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Spear

A blade attached o a long wooden handie,

longer than a sword, Various types
ol hlads wers used
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Hairstyles vary according to the era.
Clothing tended to be looser in

aarller periods and rather
tighter in later periods.




HISTORICAL

Manga based on some well-known historical incident, mystery, or
revolution. Sometimes occult horror and fantasy manga are set
against a historical background, too. The characters’ costumes
are an important element, as they show the period they lived in

as well as their status. 7

Even children's
clothes show

their social

status!




Setting

Building design varies between countries and historical
periods. Also, people's homes, possessions, and
clothing depend on their positior in society. Think
carefully about details such as your characters' social
status, and where and when they lived.

Special effects

A dark street dimly
lit by street lamps,
created by skillful
use of gradation,
screen tone, and
inking in.

fashion is
always
important,
Ay whatever
\ the period!




Manga in which the characters often use magical powers in the
course of an adventure, typically a quest. Many stories are
influenced by mythology and legend. Take particular care

_over the design of your characters’
Z=3® costumes and accessories,

such as swords and shields,
mantles, and pendants.

\r
B &
8 P

Ny A a
& 4 _\'1 4 “y




The setting

The story is set in an imaginary world,
so draw the background according to
how you imagine it.

Effects

lUse screen tone or speed lines to
aexpress magic spells or the
movements of a sword. You can
add depth by layering screen tone
or using white ink splashes. Speed
lines are used to depict movement.
Lise them for arms, legs, or the
whole body—even the atmosphere
of the surroundings. Think carefully
about what type of lines to use to
get the effect you want.

Straight lines




= Sci-fi manga shows a futuristic world in which science A
and technology is more advanced than it is now. It often T
. features imaginary gadgets and modes of transport,

and usually some large organization or army is
| involved. You can add atmosphere with

. distnctive costume
designs.
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The setting

You can make the - _
setting completely s o o
different from the R
present, just a little 77 - -
in the future, or even —
similar to the present -
but with futuristic
science and
technology. The . . T = - B
setting is the key to AR /! il ]
making your story T - ==
interesting! . =
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Special effects

Imagine what the
future will be like,
and then try drawing
yvour ideas.
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HORROR

Manga that centers on beings not of our world, such as scary
stories about the ghost of somecne who died an untimely, possibly
violent, death. Some also focus on magic or sorcery, or on
exorcising demons or evil spirits.
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Ghosts don't have a body as
such, so they often emerge from -
the floor or walls. They don't 225
always have a human *4/; S
appearance, &

You can
enhance
the scary
effect by adding
finishing touches
in ink.




Typical locations ; s
Ghosts often appear in schools, houses, or other
buildings, or at crime scenes. Think about why ' oo A E
the ghost exists, and then decide on the location .
where it typically appears.
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Special eff
When the ghost is bad,
the atmosphere tends to
be dark and gloomy, 80
use plenty of black ink
and screen tone.




| LESSON2
COMMON SITUATIONS

ACTIONS

Standard Techniques




Use the whole body for effect
)

When a character arrives on the scene, it can be a-./,-
a critical moment. Think about their appearance and /4.0 .

; =P )
thoughts at the moment they make their entrance. M)

A lively entrance ‘f*f_-i,:, = H— .
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Bursting in

Some might come in
quietly or even sneak in,
though.

the situation
and the characters




Running away

A\ Iﬁ // ' &

where a character makes an exit, but it's a
useful technique when you want them to
leave an imprassion,

It's not always necessary to include a scena [ .\
D)}

Leaving front of frame

It can leave a really strong
impression when someone
looks back over their shoulder o
and says something as they leavel »~  \
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You can create a sense of speed using converging
lines and speed lines, and enhance the drama of
climactic scenes with full-body figures.

Upper body




From above

You can use full body, feet, upper body, and
background to great effect in walking scenes.

I/ | forgot

something |

In profile




Pay attention to the expression of the
character running away or the person
chasing them, and be beware of getting
speed lines or converging lines mixed up.
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Skippin
J u M Pl NG Mic-air action can add vitality _EII -

to a scene. Use speed lines and converging
lines to enhance the sense of motion.

Leaping from a high place




Curved converging lines are useful )
FAI.I.I N G for showing someone falling over. ~ Being pushed

Falling




STAIRCASES

The angle you draw your characters from can /LJQ
o

really enhance the scene.
From the side

Yaur
panties are
showing...
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Wherever your characters are sitting, make
sure their seated posture is natural.




At school £ >>~




Lap pillow

SLEEPING

In bed, taking a nap, or just loafing around...
take care over creases in sheets and

depressions in pillows. . @
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EMBRACING [fue

When your ¢
usually taller

a subtle difference in atmosphere
ketween lovers, family members, ‘

haracters embrace, remember one is | great!
than the other, or larger. There is :
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| you too
mom!
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or friends hugging each other.  (f .ﬂ
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Friends

But
| | told you

\

he wasn't
any good,

\didn't Y




Sadness includes anxiety, loneliness, and despair.
Take care to ensure that your character's expression
blends with the atmosphere of their surroundings.

Crying

You miust
be
hungry

I'll make
dinner
& nght

Dejected

How could they say that?
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Anxious




There are various ways of laughing

and smiling.
There :fe
lots of different
Roari IIQ ways of

i A—.
with laughters-_laughingt_{ sniss" 2= AN A
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He never changes!

Back to the
clubroom.
Don't wait

for me! |
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Angry laugh ~ Tearful laugh

Congratu-
lations|

Aren't
you
getting

| did it!
I've been

accepted!




Offended
ANGRY You must

l'{haracters who are really angry have different expres- bf;‘;i?
sions and gestures from those who are just a it sulky. serious
Sulky
L We'll
dizngﬁly amug;r:"?e::epark How

shiould |

Furious

T -
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That's
not

what we

agreed.

| don’t NN | did
recall C R everything
saying (TR NN you
I'd do di I AN wanted!
that! 'lwwﬁx
| i
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That's
enough!
Just leave

me alone.

89




You can express a character's
H DSTI LE hatred of someone by showing

their inner emotions and using background effects.
A fierce glare also enhances the effect of anger.

Dislike

| Don't
-1 talkto




There are many types of fights,  Quarrels

Fl G HTI N G from simple arguments to fist fights

to martial arts and other combat sports. Sound effects and | \}
other background details can add power to the scene. '

Eye contact
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CONFRONTATIONAL

Close-ups are often used for scenes where
the protagonist is up against an opponent,

human or otherwise.
Show them making eye contact!
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Hey,
you!

Gota
problem?!

G =

You're W/ i
disgust-
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