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,,l,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.,, 

Monkey Punch (Kazuhiko Kato> 

Monkey Punch is t he creator of the hugely popular comedy action manga Lupin Sansei 
( "Lupin Ill"), w hich has been t ranslated into around a hundred languages worldwide. Lupin 
Ill's exuberant characters are certainl·f behind t he success of t he delightful TV ani me adapta­
t ion, which is considered a landmark series in t he history of Japanese animation. The animated 
movies of Lupin Ill are popular t he world over, there are plans for a Hollywood live-action 
movie, and they have also inspired a whole array of stage musicals and novels. 

The main character is Lupin Ill. that master of disguise noted for his red suit who is the 
grandson of Arsene Lupin, the protagonist of Maurice Leblanc's Arsene Lupin: Gentleman 
Thief series of novels. Lupin Il l, too, is a gentleman thief w ho avoids unnecessary violence 
or murder, but w ho is ruthless when it comes to destroying unscrupulously r ich or cruel 
enemies. His quick wit somehow magically gets him out of the t ightest spots, yet he also 
occasionally bungles things hilariou>ly. The rest of his gang includes Fuj iko Mine, the charm­
ingly enigmatic woman who regularly betrays him; Daisuke Jigen, the sharpshooter who 
takes aim f rom beneath the low brim of his hat; and Goemon Ishikawa, the master swords­
man whose sword, Zantetsuken, is capable of cutting through anything from a huge rock 
to t he w ing of an airplane. Finally there is Inspector Zenigata, who is always close on t he 
heels of Lupin and his gang as they get up to mischief. Each episode, these f ive characters 
get caught up in a t hrilling, humorous, and unpredictable new story. 

Draw Your Own Manga interviewed Monkey Punch, whose real name is Kazuhiko Kato, 
in amongst t he computers in his studio. He is also a well-known pioneer in the use of com­
puter graphics in manga, a field that he is still actively researching. In addition to his current 
work on a manga series of t he Arabian Nights, he is a professor at Otemae University where 
he teaches students how to draw manga, and president of t he Digital Manga Association. 
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Many young girls and boys dream of 
becoming a manga artist, but you 
succeeded in making that dream come 
true. How old were you when you began 
to have that dream yourself? 

Most manga artists of my generation-! can 'I 
say all, but at least haK-worshipped a particular 
manga artist and through them got hooked. In 
my case, I was really into Osamu Tezuka. ShOtaro 
lshinomori, Fujio Akatsuka, and the late Fujiko F. 
Fujio were all into his work, too. I get the feeling 



I 
that just about any manga artist initially gets into 
manga through being a tan of one particular artist. 

You mean that right from when you were 
very small you used to buy manga and 
copy them yourself? 

Yes, of course I did! I grew up during WW2, so 
what I could get hold of at that time were things 
tike NoraJ<uro ("Norakuro," the story of a stray dog 
serving as a soldier), Boken Dankichi ("Dankichi, 
an Adventurous Boy'j, or Fuku·chan ("Fuku-chan," 
a newspaper comic strip for boys). H wasn't until 
about the end of elementary school or the begin­
ning of junior high that I first came across Osamu 
Tezuka's work. It was soon after the end of the war. 

I was born in Hamanaka, in Hokkaido, and 
that's where I went to school. It's joined to the 
mainland by a bridge, but basically rt's an isolated 
mountain island. We didn't have a bookShop, so 
we didn't get to see many manga. The population 
at that time was only around seven or eight thou· 
5al1d. 

I also used to copy things like those tour­
frame comic strips in newspapers. Not so much 
in elementary school, but certainly by junior high 
I started wanting to contribute too, since I could 
see from the readers' columns that there were 
people my own age publishing their drawings. 
Looking at them, I thought that my work was 
much better and so I sent some off to the Mainichi 
Shinbun's section for junior high students, and 
they published rt. That was the first time I ever saw 
my work in print. I had quite a few more published 

after that. 

Did you already feel strongly at that time 
that you wanted to be a manga artist in 
the future? 

No, not at al. But all my exercise books and text­
books at the time were covered in manga-it 
was more like a hobby. Takao Yaguchi said the 
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same sort of thing-friends used to ask me to 
draw manga for them and so I would draw them. 
I never did any homework, 1 was always drawing 
manga. Not that I had any manga textbook to fol­
low, I was just copying. Learning by copying other 
people's work. 1 suppose you could say. 

Did you like art in general? 

My old man used to paint on his spare ton'le. There 
was that influence too, and yes I dod like art. K you 
mean were my grades in art at school good, then I 
guess I was among the top of the class. But really, 
If Ws a question of whether I prefer human~ies or 
science. then I'd have to say I prefer science. That's 
probably why I didn't have any problem getting 

into computers later on. When I was a kid I used 
to make my own radios and stuK. 1 first maode a 
crystal set when I was in elemenlaty school, and 

when I was in high school I made a proper valve 

radio. It was quite expensive, so I 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 I lived, so when I made 
the crystal radio I got old parts from various peo­
ple there and it was pmtty """Y tn m:>kA, I _, 

to •e~•~e~•lber. 
That was interesting, and I thought I'd prob­

ably go into something to do With electronics in 
the Mure. I didn't think I could make a IMng 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 I came to 
Tokyo to study at a technical college. While 1 was 
at college I had a part time job drawing manga for 
a rentallibral)' specializing in manga, though. 

So I never did work as an assistant to another 
manga artist. I was leally into Osamu Tezuka and 

of course I WOUld have liked to work as his as­

sistant, but at that time I had no idea how to go 
about gett•ng a job with him. So I just used to 
team on my own by copying other people's work. 

Onoe, when I was drawing manga for the rental 
libral)', I took a manuscript into the publisher in 
Kanda and they told me they needed someone 
to help out in the ed~olial department. And so 1 
became part ed~or of manga for rental libraries, 
part manga artist, and part college student. 1 was 
inctedbly busy! In the end I was hardly fM!t going 

to college, so 1 dropped out altogether. But then 

the rental l•braries started going into decline, and 

the number of specialist rental hbral)' publishers 
also dropped. In the end they all went out of busi­

ness. I was left with little choice but to take a job 
at a smal commercial trad.ng company. I became 
a "salal)'man, • but I was putting out a small in­
dApel idel•t ~ magazine on the Side. A! that 
lime Kodansha had already started their Sh6nen 
Magazine, but 1 thouglt my manga was a bit too 
adult for them so I never did submit any of my 

work to them. Instead, I 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 I 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 airlines. We all put money into buying 

the stamps. By chance I'd happened to draw the 
front cover of that issue, althougll 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 oover. I'd given my oom­
pany details as the contact for the magazine, so I 

was the one who took the call. When I told them 
that I'd drawn the cover, they said, "Well, we'd like 
to meet you as soon as possible. Can you oome 
and see us tomorrow?" So 1 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 1967? 

That's right. Mr. Shimizu. He knew a hell of a lot 
about the manga of the time, and looking back 
I learned some really valuable lessons from him. 
If you're going to draw manga, draw it like thisl 
Manga has a target audience, you know, so 
there's no use drawing ~ just for yourself! That sort 

of thing. By that time there were various books 
by manga artists on how to draw manga, which 

discussed drawing techniques and so forth, but 
what I 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 seoond­
hand bookshops. It was there that I chanced upon 

a store specialiZing in foreign bookS that sold Alner­
ican comics. They seemed so fresh to me that 1 
bought one and copied some of the pictures out 
of~. 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 qu~e a lot of influenoe from 
European and American oomics. Thinking about it 

now, maybe that's vmat caught some ed~or's eye. 
Anyhow, when I went to Futabasha, they asked 
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me straight off to draw an eight-page "nonsense 
manga• for them. That was PureibOi nyumon 
("PlaybOy School"), my first work to be published 

in a weekly magazine, and it continued for some 

months. Then they asked me if I 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. 

When I complained about the name to Mr. Shi­
mizu, he said, "Yeah, well ... ~ suits your drawings 

perfectly." Whadclya mean- why mcnkey?! 1 was 
against it right from the start, but he just said, 
"Anyway, all the editors love it, so 1 want you to 
stick with it for about a year. · I wasn't at all happy 
albout it, but I was new there so I 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!" I 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 I still clon't like~ much, but 



there's nothing I can do about tt. If evel)lbody called 
me "Punch" I wouldn't mind. But I'd prefer tt if peo­
ple called me by my real name, Kato. I really don't 
know why they hit on the name Monkey. I guess tt 
has something to do with my drawings not having 
any particular national characteristics, Of the stol)' 
not really having any particular national character­
istics, or the way my male characters somehow 
resemble monkeys. Maybe something like that. 
But nobody ever told me why they hit on that 
name, so tt's still a mystel)' to me. 

Some people use several different pen 
names for different works. 

I used various names when 1 was drawing manga 
for the rental libraries publisher. Not far from where 

I was bom and grew up there's a lake called lake 
MashO, so I sometimes used the name MashO (ilol 

~· Sometimes I used my real name, Kato, written 
in hiragana instead of kanji. My full name, written 
in the Japanese order with family name first, is 
Kato Kazuhiko (1llliHit), but 1 used to invert this 
and write tt Kazuhiko Kato in hiragana (IJ'V'OL. ·IJ' 
c5). 1 never used katakana, though. 
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Lupin Ill is now so inextricably linked wtth the 
name Monkey Punch that it's not possible to 
change it, even though I still feel some reluctance 
about it and would change it if I could. Recently 
there was a short film festival in Sapporo, and the 
six judges included several prominent people, 
like a Hollywood director of a popular TV pro­
gram, a Hollywood actress, and the promoter 
of a European short film festival. I was the only 
Japanese judge on the panel. At the screening 
session, everyone seemed at a loss as to what 
to call me. They seemed to find it difficutt to call 
me Monkey or Mr. Monkey, and since they asked 
I told them that they could call me by my real 

name, Kato. So it seems that other people also 
have a problem with it, to begin wtth at least. By 
the end of the session, however, everyone was 
calling me Mr. Monkey. Maybe people feel a bit 
embarrassed to begin with, but once they get 
used to the idea it seems to be an easy name to 
use. Once you've heard it, you don't forget it, I 
guess. There are both good and bad sides to a 
pen name like that. 

Was there anything in particular that 
gave you the inspiration for the character 
Lupin Ill? 

At the time, Mr. ShimiZu's concept was for a manga 
to run in a regular weekly magazine rather than 
a boys' weekly. But the tttle hadn't been decided 
yet, and in fact they didn't decide whether to go 
ahead with it until the very last moment. There 
were probably concerns over whether it would 
make any profrt. Once they had received the go­

ahead from the company and decided it would 
run in Manga Action, things began to move fast. 

That's when Mr. Shimizu told me, a newcomer 
just six months in the company, that he wanted me 
to draw up two samples with title page and manga 
content. When I showed them to him, he just asked 
me what sort of manga I wanted to draw. At that 
time I had no idea what kh:l of manga I wanted to 



draw, but I thought that if I didn't give a prompt 
answer I wouldn't be given the job. What popped 

into my mind at that time were the Arsena Lupin 

books I'd read in junior high. 

At the same time, the image I had was of 
a James Bond 007 movie that was a big hit 
at the time. In other words, I wanted to draw 
a manga along the lines of 007. So although 
I didn't have any particular proposal in mind, 

I came ou1 with the idea for Lupin. The edito· 
rial department's reaction was something along 
the lines or, "That's too old. Lupin himself prob· 
ably isn't even around any more." On lV at the 
time were those popular American programs 
like Mission Impossible and the TV Western 
Laramie. There were all kinds of innovative pro­
grams on. So from the editorial department's 
point of vieN, they were looking for something like 

the popular Japanese series Za gadoman ("The 
Watchman'). I thought The Watchman was qu~e 
good, but I didn't think it would be any good in 
manga. And so I insisted that I wanted to do Lupin. 

I even told them I'd been thinking about a Lupin 

manga for some time. In the end, they told me I 
could do it for three months. After that, if the com· 
ments in the readers' column weren't behind it, 
we'd go back to the ed~orial team's original idea 
for The Watchman. But I hadn 'I decided on the 

character for Lupin until just before the deadline. 
Mr. Shimizu may have given me the go-ahead 

to try it, but he didn't seem at all happy with it. 
It seems the image the editorial department had 

of Lupin was of that old idea of the master thief 
wearing a manacle and cloak. But my image was 
more of Lupin as 007, wearing a suit, so there 

was that gap between our respective images of it. 
I hadn't even got a clear idea of Lupin's face by 
the time we went to press with the first issue. So 
I just decided to go ~h ~. thinking that I could al· 
wa.ys c11a.nge it late. and say that it had just been 

a disguise, that nobody had ever seen his real 
face. A pretty convenient character! And that was 
how Lupin ~ot started. 
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I heard that once when you were on a trip to 
the States, an American woman asked you for 
an autographed drawing. When you drew a 
picture of Lupin with Fujiko Mine, she com­
plained that they didn't look very oriental, 
and that was what prompted you te come up 
with the character Goemon Ishikawa. 

I used to go to the comics convention in San Diego 
every year. One year we went to a sushi restaurant 
and my friend told a couple in there, "This guy's a 

famous manga artist, you know," so they asked 
me to draw something for them. And ao I did. For 
the first time I realiZed that there was something 
not quite Japanese about my manga, and that 
came as quite a shock. It turned out to be a good 
insight. If I hadn't had that experience, Goemon 

wouldn't have been in Lupin Ill. 

There are two famous robbers in Japanese his· 
tory, Nezumi Kozo and Gcemon IShikawa. At that 

time the movie Shinobi no mono ("Band of Assas· 

sins'') was really popular, ~h Goemon Ishikawa 
as the lead role. He was really cool. llezumi Kozo 
was a kind of Robin Hood- style thief, so his image 

was a bit different. Goen1on would give the char· 
acter more freedom since he was skiled in sword 
and ninja techniques. However. Gcemon himsell 
wasn't quite strong enough for me-my image of 
him was closer to Si5ji Okita, captain of the Edo· 

period Shinsengumi police force who was famed 
for his swordsmanship. H was that kind of gallant 
figure that I thought would work best And so by 
trial and error Goemon Ishikawa became the char· 

acter you see today. 
Daisuke Jigen and Fujiko Mine are both char­

acters that I started using without having a clear 
idea of them. They gradually started to take form 
as I was drawing them. But lnspect~r Zenigata 

was clear from the start. If you think of Tom and 
Jeny, he was definitely Tom. Just like Tom oould 

never catch Jerry, there's no way Zenigata would 
ever get the better of Lupin. That was my image 

of him. 



1 got the idea for Fujiko Mine's name from a 

calendar. While I was wondering what to call her, 

I 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" (BI!ii::j':=J. only the char­

acters for "Fuji" were not those generally used for 

the famous mountain (5±), but instead the kanji 

describing the Buddhist concept of non-duality 

rt'=J. This kind of captured my imagination, so 

I dropped the first kanji meaning "sacred" and 

kept the others. I then added the character ·ko," 

which is a common suffix for girls' names, and 
so came up with the name Mine Fujiko (l!ii::j':= 'f), 
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? 

n was a decision taken on the spur of the moment. 

I didn't mull tt over at all, the name just happened 

to be there right in front of my eyes. My manga 

is like that too. What I always find amazing is 

how the things that I 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 have to get it done as quickly as 

possible-readei!S rave about tt. Looking at some 

of those drawings now they are really rough, but 

those are the ones that the editoriaf 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 net 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 tt today, finish it by such-and·such time 

-so, getting paint all over himself, he painted for 

all he was worth. If yoo don't work like that, I don't 

think you'll ever produce a great work. Just be­

cause you drew something slowly and thoroughly 

doestl't mean to 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 pressure for time. 

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

Yes, I guess they do. Sometimes I 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 I understand, but at first I just have a 

vague idea and it's only later that tt oomes to me, 

and as I carry on d rawing, tt all comes together 

in the conclusion-meaning the oonclusion 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 Ill, 

the story each week was complete in itself, so 

you could always start reading it from the middle 

of the series. With most series, it's not all that in­

teresting if you miss the beginning and only read 

the middle, but I wanted to avoid that as much as 
possible with Lupin Ill. It was quite difficutt to make 

a oomplete story each week, but 1 managed it for 

ten years running. 1 tl1ink 1 did pretty well wtth it. 

But 1 wouldn't want to have to do the same again 

now. 



When do you best like thinking about 
the story? 

A lott of people say they think well while walking, 
but that doesn't work for me. Even things that I 
see :around me, at the time I don't think of them 
as possible subjects for manga at all. I personal~ 

have to be sitting quietly at my desk facing a sheet 

of bl;;mk p<~per. Of covrw, looking back there have 
been times when I've been sitting at my desk and 
noticed something in my surroundings that I've 
used in my manga. But 1 can't think of any occa­
sions when something has come to me when I 
was asleep or in the bathroom. Then again, there 
have also been times when I've spent the whole 
day sitting in front of a Sheet of blank paper w~h­
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 
Movie have an offioe in Los Angeles where they 
collaborate with American animators and network 
staff, and they invited me to join them, there. I really 
leamed a lot about creating storylines from them. 
They didn't even have a theme or anything de­
cided to begin w~. They would conne up with an 
idea for an episode, and then things would snow­
ball ~rom 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 stlip. Then someone would suggest building a 
trap hole on deck. It all seemed total~ incoherent 
to me, with every~ conning 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 threa.ds together. 
The :scenario writer on that occasion was Chris 
Columbus. who's famous now. He's the Mr. Big 
direc.tor of the Harry Potter movies. He brought 
everything together into a single plot line covering 

$8ver(ll week$. 
That se<ies 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. 1 was just listening in as the representa­
tive of the Japanese production team, but I real~ 

learned a lot from seeing that meeting and what 
it developed into. Ah, they start with an idea for 
an episode- so that's how tlhey do it! That sort of 
thing. 

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

No, not at all. It never occurred to me that my 
work might be made into anima. On the contrary, 
my manga has always been aimed at manga fans. 
I 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, ~ doesn't matter if 
there's something you don't understand, you can 
still carry on reading without understanding every­
thing. So I never thought it could lead to an anime 
version. In the case of animation. to a cartain 
extent you naed to create a plot in which every­
thing is conscientiously explained. There are a lot 
of leaps in my manga. It develops rapid~ in leaps 
and bounds. Some readers complain that they 

dOn't understand, but I always tell them ~ doesn't 
matter if they don't understand-they should just 
enjoy the atmosphere of the work. 

Your work iis 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. I have my own definition 

of what manga is, and I don't want to change 
that. A common sequence in manga is to have a 
frame ..showing someone throwing a punch, the 



next frame showing the person being h~. then that 

person flat on his back, and so on. In my manga, 

though, I don't show so much detajl and will just 

have one frame showing someone taking up a 

fighting pose Wout to throw a punch, and in the 

next frame his opponent will already be flat on his 

back. I require my readers to imagine what hap· 

pened in between. I deliberately don't fill in that 

part-that's my styte of drawing manga. So there 

are readers who find that leap between frames too 

big and can't fill in the gaps ~h their own imag· 

inations. But for those readers who can imagine tt 
for themselves, well that's part of what makes it so 

interesting for them. For those who can't fill in the 

gaps tt'S like, what's going on? I can't understand! 

But even so, I feel those places where I make 

readers use their imagination are really important. 

I think that's probably what makes my manga 

unique, what gives readers so much pleasure. 

You get a lot of people reading manga on the 

train in Japan. Sometimes I've sat there watching 

people to see how fast they read, and I've no· 

ticed that even when there's a lot of text they turn 

the pages quickly, in ten seconds or under. 'Thete 
are some people who read everything thoroughly 

and turn the pages every thirty seconds or so, but 

I'd say the average was about ten seconds. I get 

the feeling that that's about the right tempo for 
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reading manga, and so I keep that tempo in mind 

when I'm drawing. 

If that's the case, then manga must hold 
a lot more information than anime in any 
given time frame, mustn't it? 

Yes, absolutely. Animation has to show every step 

of the story scrupulouSly. In other words, animation 

can only be watched at the speed detennined by 

the production team, whereas manga can be read 

at the reader's own speed. I think that is the majn 

difference between animation and manga. I spent 

two years at graduate school researching the best 

way to display manga using digital technology. I 

researched both anima and rnanga, and took the 

best of each into consideration when deciding how 

to display a manga digitally. For example, a manga 

displayed on a computer screen is completely d~ • 

ferent to a printed manga book. That helped me 

understand how well printed manga books work. 

It just isn't possible to display rt on screen at the 
same tempo. Is it best to display tt frame by frame 

with each click of the mouse, or is it best to display 

the entire page at a time, clicking the mouse just to 

tum the pages? 1 considered various possibiltties, 

but basically I don't think there's such a need to 

read manga digttally. A great printed manga book 

is by far the best. 

What I'm working on now is neither anime nor 

printed rnanga, but a third way for manga, digital 

comics- but I'm still at the trial-and-error stage. 

Recently I've become interested in the concept 

of aclcpting elements from anime, printed manga, 

and video games into the display method. I'm 

working on different methods, like clicking the 

mouse to progress through the work so the dis· 

play can run at the reader's own tempo, or set· 

ling it to run through the pictures automatically, 

or showing whole pages at a time. If that can be 
worked out, then it will be possible to make digital 

files of the huge body of manga that has been 

created up to now so that it doesn't go to waste. 



You were quick to adopt computer 
technology for drawing manga, weren't 
you? Do you scan hand-drawn works 
and then do all the finishing touches 
on the computer? 

Yes, that's an ecsy w~ to do ~- I w011<ed with a 

team from a <Xl01fXWlY called CELSYS to reseateh 
software for drawng manga. At the tme. what's 
oow called the MoniStry of Econcmy, Trade, and 
Industry was offering support to rew enterprises, 

so I applied, saying that we were entering the age 
of computer-drawn manga and I wanted to de­

velop software for it. I had to take an exam, after 
which we were given a grant from the Ministry and 
could start work. It's comparatively easy to use, 

and I use it for drawing my manga. I also teach 

my students how to use n. Of course, 1 also teach 
them how to draw by hand. I teach both, tel 1ng 

them that romputers simply offer another method 
of drawing. As you can see, in my studio now 

there aren't any pens or paints. We do everything 
by computer. 

Do you use pen-touch computers? 

Yes. I use a tablet PC With an LCD display that 

you can draw dllllCIIy onto. The computer screen 
has become my maon workplace. You can draw 

even quite fine lines pretty freely. B;t even though 
I talk about computers it's not that I think digitally, 

I simply use them as another drawing tool. 1 use 
them in the same w~ as I'd use pens, paper, and 

paonts. In the end. 1t's a person doi1g the draWlOQ 
-rt's not that the computer does tle drawng for 

me. Ten or so Ye<W'S ago when I started draWlOQ 
manga using computers, nobody else was delong 
that yet and the editorial team didn't even have 
computers. Even if I brought my work in on disk 

(at that time it was ~till " flnr>r>Y). the ed~orial de· 
partment wasn't equtpped to deal ~h it since the 

pnnting rompany wouldn't ecoept electronic data. 

We had to print out a hard Cf::tPI and then make a 

pmtflg plate for ~- Nowadays you can use data, 
though. 

In the past, editors used to come and pick up 

manuscripts, so it was really nconvenient ~ you 
weren't in Tokyo. Now, though, if you've got a 

notebook or tablet computer 'r'OU can work any­

where and just send the omage by email once ~'s 
ready. So there's no rea need for you to be in 
Tokyo 8f'ri1Tl01'9. You can even diso ISS everythinQ 

With the edrtor by phone Without ever needing to 
meet face-to-face. That happens qurte often, and W 

anythng it can sometames be the easiest ~· But 
there are some manga artists who can't draw with­
out an editor behind them. When the editor isn't 
there to chivvy them on, they jump at the chance 

and cisappear off sorrewhere. I tended to be late 
With manuscripts too, but I was never so late that 

publication had to go ahead With a blank space 
where my poece shOlAd have been. 

Do you send your drawings to an assis­
tant to fill in the background? 

Yes, I do. Nowadays~ isn't so rruch an assistant 
as a protE!SSIOnal whose Style SUitS the work. It's 
best to work as felow profesoonals. I'm CUTently 

working onAtabian Ng!ts. but once rt's romplete 
everyone 1n the team wiD go t~eir own ~· For 



the background there are various buildings for 
v.hch I get someone who's good at that style, but 

we wor1< together on it. 01 COtXSe, I do the layout 

and !hngs like that. 

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

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

using computer gapilics. 

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, I guess. That's why, looking at them now, I 
see that the storyline isn"t really a proper storyline 
at all. or that the frames are arranged badly and 
I should have added in anoth€<' frame to give a 
sense of movement. and so forth. Reading them 
agai1 now, I notice so much of that sort of thing. I 
get the feeling that I'd ike to redo them now rrom 
"'I axrent perspectille. I don't know v.tlen I'IIJ:ld 
trne, 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. 01 course. from my own perspective, 
and I dare say th€i'e are Americans and Euro· 

peans who say the same, good artists are really 

good. Wlen I &IN realy good drawings, I used to 
!In< that Japanese manga wasn't realy up to that 
standard. But the scope for manga in America 
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and Europe was pretty limrted. It seemed more 
for kids. AJ r e icaJ IS were ortt into superheroes or 
SF or story COI'I'Ocs. Yet silc:e then, the range of 
manga for teenagers and young adutts in Japan 
has really grown. In Japan, there are manga that 
focus on sports, such as those with a baseball· 
mad protagonist. or manga al about cooking, for 
example. But there's nothing like that in America, 
the range there is really narrow. 

Until now, the popularity of Japanese manga 

worldwide has been due to the power of the 
baby-boomer generation. I've been going to 
lhe Comic Convention in San Diego Since it first 
started, nearly forty years ago rv:m. The first oon· 
vention was held in a room in someone's apart· 
ment. Mer that, they hired a floor n a hOtel, and 
eventualy hired the entire hOtel for the event. Then 
San Diego city counc~ took r::JVer 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 1gso, 
over twenty years ago now, you know. That was 
the year that I told Osamu Tezuka about the con· 
vention and suggested that we go there together. 
He replied that tt would be a waste for just the two 
of us to go and that we sholAd invite other manga 
attists too. And so we called up Go Nagai and a 
whole load of other atlists, and in the end twenty 
of us went. Osamu TezU<a was gven a commen· 
dation right~- It was an amazing oocaSion. We 
were giving WOII<shops 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 ocnvention. 

In June or July I was invited as a guest to a 
convention held in Tampa, Florida. It's tiny corn· 
pared to San Diego, but there were manga work· 

shops and a whole bunch of people rnterested in 

manga, so I held a O&A session and told them 
about the current state of manga in Japan. In 



other words, this convention was only about 
rnan;)a, so it was better. 

The manga fair in Angou1Em1e, France, goes 
back almost as long as San Diego-they say it 
started just a year later. I realty like it because it's 
all about rnanga, 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 
llo., ShVJJ wiuuow cs:; t1 l>Clckdrop to their ::>tloeS. 

They sell their own goods by showcasing manga. 
llhought 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. 

Realt(? 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 
compu1er 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 I can't help 
feelirg It's impossible to make the reading ex­
perience exactly the same as it is for Japanese 
readers anyway. 

Personally I think it's best to adapt the pages 
to a format that is more readable for English­
speakers. You can go througl the frames one-by­

one on the oompu1er to sort out any places where 
probleloiS arise. If some of the frames have to be 
rEMli'Sed. wei then so be it. It's best to make it a 
natural reading experience-manga should be 
easy to read, so I feel it's necessary to adapt it 
to the format common in ntry 't 

being published. Part of me would ike 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 horizontaly 
from left to right, not vertically from right to left as 
in Japanese. And books are read from left to right, 
not right to left as they are in Japan. 

What would it be like to make a manga mag­
azine In Japan using norlzonta 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 usua way-vertically, 
from right to left-while the other half started at 
the opposite end and was designed to be read 
from left to right, with althe text written horizon­
tally. You could read it both wa(S. Of course, all 
the rnanga stories were different, so there was a 
front cover on both sides of the magazine. 

Have you got a message for aspiring 
manga artists? 

I tell my college students that they should first 
1eam to draw neat out&nes. In the exam they have 
to make a sketch, and if their outlines are not 
neatly <tawn I drop their ~· In other words, 
o eaders sh:JoJdl~ even notice lhe outr.es. H they're 

bacty <tawn, thou!tl. readers' ff/95 will be drawn 

to lhenn. If outlines aren't neat, readers will not be 
able to read smoothly. That's a basic point that 
I make in my class. After that I also teach things 
like frame layout, of course. Basically, though, you 
leam by drawing. That's how you get good. 

Tbat last comment sounds very 
encouraging, but Is H true? 

Manga. or drawing in general, is something you 
get good at through prac1lce. 1\'9 never wonied 

mlfh about it. Really, I don't think it's a matter 
of befog good or bad at drawing. For example, l ~-"'"""""~bod"" 



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. 

The<efore, ~just one out of ten people Ukes your 

wO!K, that's great. That means ovt of a hundred 

people, ten people will like~. So there's no need 

to try and please ten thousand people ~h your 

drawings-you should just aim to please one. 

There's no point trying to please ten thousand, be­

cause Ws just not possible. For example, there are 
people who don't like manga by Monkey Punch 

as well as people WhO do. 1 work hard to please 

thOse people who do like my manga. There's not 

much point in trying to please those who don't like 

~ anyway. It's best to work from that klind of per­

spective, I think. 

So I'd tell aspiring manga artists not to bother 

trying to please a lot of people. ~ 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 

tiTlg 1 d6 feel about r'!Wiga these days is that a let 
of WOrks are pretty harsh-the drawings, the story, 

and the whOle atmosphere is harsh. I think there 
shOuld be more warmth in them. 

Being one of the judges for an art festival, I 
get sent lots of manga books to consider. I look 

through them very meticulously, but I must say 

1 feel relieved whenever 1 come across a manga 

that has warmth-warmth in the drawings, the 

composition, and the story. That's the sort of work 

that I will shortlist for the prize. I think the other 

juoges probably feel similwly aoovt it. If 1 think a 
work is good, ~·sr.kely that the same work wiD also 

appeal to the other judges and they'll reoommend 

~ too. But that warmth is gradually disappearing in 

manga by young people today. That's something 

that really bothers me. 
Life has also beoome harsher in some ways, 

but I don't see why manga artists should go 

along with that. I feel manga artists should ore­

ate works that make their readers feel calmer 

about the overly 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 get1ing harsher, but there's no need for 

manga to do so too. That's how I feel about it, 

at least. Maybe Ws because I teach Manga, but 
that's how I've come to feel recently. So I'd like 

to ask aspiring manga artists to give a feeling of 

warmth to their work. 



LESSON 1 

Essential Features 



' 

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 girt. 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. 

0 

0 

'. d 



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' 
accessories and clothes. 

II there's a school unilonn, 
remembe< thai the style of bags 
and shoes are often Sllpulaled 
by school regulations. 

It's fine to design your own 
slylo of school unilonn, 
bul make sure " 1oo1<a like 
a proper uniform! 

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

Remember-there 
are other types of ....-

0
----... 

regulation wear r:::::::, 
at school. 



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 I 

From the outside The classrooms 
This will determine the atmosphere of the school. Think about where characters sit in class. 

The corridor 
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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 
moy bo in a read"ng club, so make sure your 
characters are in clubs that suit their 
personalities. 

Other places 
What about scenes outside 
school too, such as your 
protagonist's home and 
neighborhood? 

The bus stop. Ht>w does your 
prolag()nist 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 
li decide what sort of environment your characters live in. 
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lolita gilts stll 
retPl iU1 .. of 
childhood 
ii•IOOOt ICe and 
have nat eMits. 
Bishojo (litendy, 
beautiful )'O""g 
girls), on liMo 
other hand, tend 
to have large 
moots. 

Guys 
are usually 

a lot plainer 
than the 

girls. 



The protagonist's bedroom andl home 
Make sure the design of your protagonist's 
bedroom matches her personality. Cute 
girls ofllen have pretty bedrooms with lots 
of soft ~oys. 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 s1raight lines. You can 
use sound effects and speed 
lines to enhance it, but make 
sure you don't overdo it! 

Try to make it 
look natural! 
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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 
tor the background. 



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

manga like this! 
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The setting 
Think about the environment the couple live in. If they 
are students, what type of sc11oo1 or oollege do they go 
to, and what are their famiftes and friends like? If they 
go out to work, consider their workplace and where 
they live. It's fine to dev&lop the story within a particular 
wortdview, but make sure readers can follow it easily. 

There will be a lot of scenes 
at school or wor1<, so think 
about the various locations. = 
The viewpoint of other ~~~:;;::;;;rJ.f-i---.:::=r-=r-(~ 
characters and what they say f 
about the protagonists are 
also important factors. 
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GIRLS' LOVE 
Manga featuring romance between teenage girls. The theme is of the 
longing or crushes girts commonly feel for another girl in adolescence, 

and usually features girls up to 
high school age. ....-il~'lllli 

Make the unlfonn cute, and use 
accessories like ribbons and 
glasses for drtferent types of girts. 
The protagonist is a girl, so keep 
shading UgiM 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. 

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 g irls, 
or on a cute girl 

in t heir class! 



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 

Mokt a IIOty that 
focuSM on women 
M<lthalr g~pes 
about wort<, diets, 
Md broken hearts! 

work, their relationships with colleagues, and things 
that happen at work. Unlike shojo manga, this type of 
manga is about adult women and can often be quite 
sexually when talking about love. 



The protagonist's bedroom 
The protagonist's bedroom reveals a lot about her 
lifestyle and personality, so think hard about what 
sort of bedroom matches your protagonist . 

•.. 

During and after work 
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. 
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The protagonist's workplace 
A school? An office? Or is she a housewife? 
Decide where your protagonist works! 
The setting should speak for itself. 



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 joys and trials 
of parenthood. 

Don't forget 
their friends 

and neighbors! 

Each family member should 1\ave a 
<listinc:tiw penoneity, auc:/1 ao thlo brainy 

1111lo olster, kind-Matted 
oldor brother, QUick·tompered 

Mom, and honpocked Dad. 



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 chlldmn show their emotions 
freely 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 to draw them, either making them realistic, 
exaggerating their features, or giving 
them human characteristics. 

What is your pet 
thinking? 

/r~:l._~~tl lmagine what you'd 
think if you were an 
an;maJ. Also, obsoorvc 
animals carefully 
Md imagine what 
they are thinking. 



Where your pet lives 
Decide the household and 
environment where the 
animal lives. 

Expressions and 
mannerisms 
Draw things that make your 
pet happy, things they don't 
like, and mannerisms you 
think are cute. Also think 
about things the pet ~~·~::...'11 
that the owner doesn't 
like, and things that make 
the owner happy. 
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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 

Observe 
the players 
and teams, 

and what goes 
on at matches! 

character with habits! 



The sport's environment 
Research the location-is it a court, ground, pitch, 
or stadium? Also make sure you can draw all 
the equipment, and pay careful attention to the 
design of the players' kit and accessories. 

Some 
people wear 

{.l-~~--'-{.i:j::==E~§J~~[§~~E'§~~~-J wristbands on both wrists, 

The protagonist and surroundings 
Rerrember 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. 
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others just 
on one wrist 
Get ideas for 
kit design 
from TV or 
magazines. 

Watch videos of the sport and sketch the 
positions and movements of the players. 





The dojo 
Dojos are d ifferent according to the type of martial art 
practiced there. Kendo is usually on wooden floorboards, 
while judo is on tatami mats. Note that there are also 
sometimes demarcation lines in matches, 
especially in judo. 

D 

Some martial arts like kendo use swords, 
but note that they use either wooden 

or bamboo swords In practice. 
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Girls wear 
T-shirts under 
their kit. 

• 



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 d ifferent. Their costumes vary according 
to the historical period, but are often adapted to give a co;ntem[>or.arv 
feel in manga. Samurai fight with swords, while ninja use 
a wide array of weapons. 

~uriken ~-&$ 
a throwing star. 



Women 
Halrstylos vary according to the era. 
Clothing tended to b<> looS<!t' ln 
eortler periods and rather 
Ughtor In lator periOds. 

A blado attached tG a tong wooden haOOkt, 
longer than a swofd. Vorlout types 
nf hiMA WI),.. Utod, 

Sword 
Japanese swords have 
a single cuttlng edge, end 
are gently CUI'Yed. 

Armor 
lflglwanldng ....,..... 
used to wear magniftcont 

-~ i ko this. I.Dw· 
tanldng ....,..... used 
to go Into bettie with 
ittlebodyannor. 
lhougl\. 

There 
were different 

fashions 
inannor.. 

tool 



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. 

Even children's 
clothes show 
their social 

sta tus! 



Setting 
Building design varies between countries and historical 
periods. Also, people's homes, possessions. and 
c lothing depend on their position 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. 

fa.shion is ~-~-­
always 

important. 
whatever 
the period! 

q 
/ 
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FANTASY 
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' 
costumes and accessories, 

such as swords and shields, 
mantles, and pendants. 

Make sure the characters 
and their appearance are 
in keeping with their roles. 



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

Effects 
Use screen tone or speed lines to 
express 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. 
Use 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 

lines 
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Sci-fi manga shows a futuristic world in which science 
and technology is more advanced than it is now. It often 

features imaginary gadgets and modes of ~~·~~>O~~~~ 
and usually some large organization or army is 

involved. You can add atmosphere with 
dist nctive co:stulmt1,f7-~i-~ 

designs. 



The setting 
You can make the 
setting completely 
different from the 
present, just a little 
in the future, or even 
similar to the present 
but wi~h futuristic 
science and 
technology. The 
setting is the key to 
making your story 
interesting! 

Special effects 
Imagine what the 
future will be like, 
and then try drawing 
your ideas. 



I 

HORROR 
Manga that centers on beings not of our world, such as scary 
stories about the ghost of someone who died an untimely, possibly 
violent, death. Some also focus on magic or sorcery, or on 
ex·orcisirlg demons or evil spirits. 

Ghosts don't havo a body as . 
suc:h, so they often emerge 
the flc>or or walls. 
always have a 
appearance. 

You can 
enhance 

the S<ary 
effect by adding f'..r,);\:'f 
finishing tou<hes f,{;ll®"A;=~n 

in ink. 



Typical locations 
Ghosts often appear in schools, houses, or other 
buildings, or at crime scenes. Think about why 
the ghost exists, and then decide on the location 
where it typically appears. 

Special effects 
When the ghost i bad, 
the atmosphere tends to 
be darl< arid gloomy, so 
use plenty of black ink 
and screen tone. 



LESSON 2 

Standard Techniques 



ARRIVING 
When a character arrives on the scene, it can be 
a critical moment. Think about their appearance and 
thoughts at the moment they make their entrance. 
A lively entrance 

she7 

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

a boot 
the situation 

and the character's 
pe<>onality. 

\ I I 
Good 

morning! 

I I \ 
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Use the whole for effect 
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LEAVING 
It's not always necessary to include a scene 
where a character makes an exit, but it's a 
useful technique when you want them to 
leave an impression. 

Leaving front of f_ra;...m_e.;._ ____ _,,,..~ 

Looking back 
It can leave a really strong 
impression when someone 
looks back over their shoulder 
and says something as they leave! 
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RUNNING Feet 

You can create a sense of speed using converging ~~~ 
lines and speed lines, and enhance the drama of 
climactic scenes with 

Upper body 

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

Feet 
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CHASING 
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. 

Thief! 

Chasing someone in a crowd 

won't 
get 

Reaching after someone 
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JUMPING Mid-air action can add vitality ~~~!.....--------:::--, 
to a scene. Use speed lines and converging 
lines to enhance the sense of motion. 

Leaping from a high place 

75 

Can't 

wait! 



you 
okay? 
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STAIRCASES 
The angle you draw your characters from can 
really enhance the scene. 

From the side 

oh! 

From above 

Get 
down, 
now! 

77 

Your 

.. .a!jaln. 



SITTING 
Wherever your characters are sitting, make 
sure their seated posture is natural. 

78 



On a chair 



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

In bed 
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EMBRACING 
When your characters embrace, remember one is 
usually taller than the other, or larger. There is 
a subtle difference in atmosphere 
between lovers, family members, 
or friends hugging each other. II 
Fa 

Friends 

But 
I told you 
he wasn't 
any good, 

didn't I? 

A first embrace ... 

81 
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Sadness includes anxiety, loneliness, and despair. 
Take care to ensure that your character's expression 
blends with the atmosphere of their surroundings. 

lonesome 

I'm 
home! 

You must 
be 

I'll make 
dinner 
right 
away! 

84 

... no 
one's 
home 



Yeah, 
a freak! 

She's 
weird. 



LAUGHING 
There are various ways of laughing 
and smiling. 

Huh? 

Back to the 
clubroom. 
Don't wait 

for me! 

' I I 
t;EAM 

I I ' 

Smiling 
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o oo a bit 
carried 
away? 

I 
finished 
my new 

top 
Q 

87 

I did it! 
I've been 
accepted! 

Sorry! 



ANGRY 
Characters who are really angry have different expres· 
sions and gestures from those who are just a bit sulky. 

Sulky 

1·1'11 
definitely 

be off 
work 
next 

week! 

I don't 
recall 

saying 
I'd do 
that! 

How 
should 1 
know? 

I did 
everything 

you 
wanted! 

88 

You must 
be <rart 
to get 
serious 
about 
him! 

That's 
not 

what we 
agreed. 



Fed up 

That's 
enough! 
Just leave 
me alone. 

You're 
really 

hopeless. 

89 

An 

Oops ... 

Idiot! 



HOSTILE You can express a character's 
hatred of someone by showing 

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

Enmity 

Don't 
talk to 

me! 

92 

Malice 



I 

FIGHTING There are many types of fights, Quarrels 
from simple arguments to fist fights ~~mii-T-~1'"'111'.,...,..-,.,...,.. ... 

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

93 

Take 
that, you 

jerk! 



94 

Take 
that! 

g1ve 
in? 



. CONFRONTATIONAL 
Close-ups are often used for scenes where 
the protagonist is up against an opponent, 
human or otherwise. 
Show them making eye contact! 

Hey, 
you! 

Got a 
problem?! 
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