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Introduction

he key to drawing well is learning to look

carefully. Study your subject until you

know it really well. Keep a sketchbook
with you and draw whenever vou get the
chance. Even doodling 1s good — it helps to
make your drawing more confident. You'll soon
develop vour own style of drawing, but this
book will help you to find vour way.

Practise drawing stick \
figures and construction ~
lines for various poses.. &2

/
>
=

Quick sketches

|
e — —

\
Look at the way light reflects in eyes
and practise drawing it.




More quick sketches
A W AN NS

Introduction (2)
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Practise drawing Ahen try adding - v /] 7 \
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M 8 ~ | \ o N
basic head and facial detail N n oy
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body shapes. / '
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It's important to experiment with difterent
shapes and movements s0 that you gain

7 > : Make auick
?..“\/ Vf A S -

experience, Look at examples of manga to L p /\ A S sketches of the
s2¢ how other actists in the medium have 7 ( ol /

types of monsters
you want to draw!
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handied animal form
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Two-point perspective drawing

Perspective

erspective 1s a way of drawing objects
so that they look as though they have
hised; ke s Néie hotidl % " subject, and one on the opposite
three dimensions. Note how the pay 4200 1o Vi, oG aoxh
that 1s closest to you looks larger, and the the width of the subject
part furthest away from vou looks smaller.
That’s just how things look 1n real life.
X 5

Two-point perapective uses two : Low eye level
vanighing points: one for lines Z\- (view from below)
running 2long the length of the ‘

The vanithing point (VP.) is the
place in a perspective drawing
where parallel lines appear to meet
The position of the vanishing point
depends on the viewer's eye level,

T/
1Y\,/

L=

\/-'

In this dmwmg'thc vanishing

points are low down. This gives the
impression that you are looking up at
fhe subject - very dramatic!




ﬁ;terials

Pencils
Try out different grades of

pencils. Hard pencils make

make softer, darker marks,

R
cleanina up drawinds
Papearr i Cjooc\ for ' e ;: 30£n9 il
Pristo\ P i:w\ and felt-1P i
“3‘{00333“60\0“ paper 2
?‘o;u‘ 16 T beat ¢ .o\cc,
‘hm\tr basu\ paints ot 0K
water”
ol
e, v best pquipmen
me :
‘:\A matma\s will ::?b,m
1 P4 4ol
ﬂu&‘fﬁaf\\j m\ pra{,\m will. |
Acawing | _}

fine grey lines and soft pencils

Felt-tj
Pelt-tip pe
Felt-tips umlly’:c’om?ins sets

mixed col

Dip-in =N
pen nibs

Technical

mnical drawing pens have

or replaced. Old-fashioned

Paints
Ordinary watercolours are franslucent
(see-through); qouache is not and come in many different

Try ofner kinds of paints, too B shyles and sizes

drawing pen

b

cariridges which can be refilled

dip-in pens are much cha.apn'
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Styles

ry different types of drawing . : : : Felt-tips
P S aits PP VBRE) - . i : come in a ranae of line widths
APCES d il S. ILXPC C — v
paper and mat l‘ldl ' Experiment — _ o8 i lyon
\\'llh I)(,'“S. h‘()”] l(,‘ll‘“l).\' LO > . {,'ll.”v,_j n ‘“",-9( areas of flat tone
ballpoints. They will make interesting
marks. What happens if you draw

with pen and 1ink on wet paper?

Ink slnouettes

Silhouette
15 2 shyle of drawing
which mainly relies on

solid dark ghapes




Lines drawn in
INK cannot be
erased, s0 unless
you are very
confident you may
want to sketeh
your -fit'.“.'wﬂh} in
pencil first,

It can be tricky adding light
and ¢hade 10 a drawing with

a pen. Use 2 solid 1ayer of ink

for the very darkest areas and

eross-hatching (straight lines
. ; .\x ~ : v i
drawings can include 2 vast amount of . _ criss-crossing each other) for
B d:tail 2nd tone. Try different grades e, ordinary dark tones. Use hatching

of pencil to get a2 range of light and (straight lines running pacallel to

shade effects in your drawings each other) for midtones

Hatchina Lrots-hatchmg

Z




Body proportions

: . Drawing a stick figure is the =3 The eye level is
cads In manga are drawn shghtly

simplest way o make decisions "/ 7 g about midway

1

bigger than n real Iife. Legs and about 2 pose. It helps you see \ 7 \ =/ down the head.
how different positions can T~ o, &

hips make up more than half the ¢hange the centre of balance /’ I peaige
overall height of the hgure. I NN IS 17PN
Draw simple lines for the  / s, < G N
limbs, spine and joints. Add b y A~
ovals for the main sections i
of the body.

Use boxes to
proportion head
and body size.
For a four-legged
erzature like this,
use two boxes,

f
| ‘

/
s

The eye lovel b g E Usz points to identify joints such as knees and
# about ‘ - thbows, t0 when you add detall 10 your character
midway down ' these will be in proportion

the head

These three stages snow how 2 body With monsters, you can experiment
is developed from 2 stick fiqure. with dramatic, fhreatening poses.

21




INking

ere’s one way of inking over 2ofillable inking pens gy
vour hinal pencil drawing. come in various 1ip

(T .o sizes. The tip is vhat TN
Different tones of ink can be S
determinegs the width r

used to add depth to the drawing.  of the line that i
Mix ink with water to achieve the drawn. Bizes include

0l 05,10, 20 mm
tones you need.

Here's one way of
inking over your final
pencil drawing

sEEINEY

A

? =
.Q‘\ B

gsEEsaugEgENS

o

r 4

. Different tonzs of

ink ¢an be uszd 1o
add depth to the

Correetion fluid
usually comes in small

bottles or in pen

format, This can be

useful for cleaning up
' \ ink lines,

: ' drawing. Mix ink
. with water to achieve
the tones you need




Heads

anga heads have a distinctive

style and shape. Manga

monsters, specifically, may
have exaggerated features such as
noses, ears and teeth. Drawing
different facial expressions is very
important — it shows instantly what
vour character is thinking or feeling.

2

L. Draw vertical 2. Use the space 3. Add 2 pupil to the
and horizontal ereated by e 2ye and deaw in e
construction lines construction lines 10 no, mouth

Treae wil position centre the nose and and cars

e eyes mouth,

24

Practise drawing heads from different angles Whichever way e head is furmed, the now
and with different facial expressions and mouth always stay on the centreline

,/\

/ m \ r
e
\ /1 r

Start by drawing the [
ad thape. Think wider

oval shapes for cat’s

faces, ciraular shapes

for mice and longer

thapes for horses or
tquirrels.

4 AAd more detail
wich 28 yes, Lebrows |
and tezth

Worried

25




Z. Draw construction
lines to position the
top of the ear and

the base of the nose

Practise drawing heads

from different angles..

Heads continued

1. Start t".' v:ﬂ'.‘;‘:'mng
a sauare. Fit the head, chin
and eacs inside it to Keep

the correct proportions

—

-

4

Drawing 2 profile view means

you ¢an have more fun with

monster head shapes, noses,

mouths, zars and hair!

hat strange heads you can imagine basis for the Sinithed heads below

Frustrated s \ /

WA O {

/
\wey

N

EEERE
K
P
b
N

all sorts of weird and wondectul  These tour construction line head shapes are the

P‘mt‘.;na




Creases and folds

lothes fall into natural creases

and folds when worn. Look at

real people to see how fabric
drapes and how it falls into creases.
This will help you to dress your
characters more realistically.

The way fabric hangs depends on
the type and weight of the material The way fabric is drawn
| ' \ can instantly give 3

~ ‘ | wnsz of movement and

(,,

(.\ ‘ / - action to 2 pose

ey
'/("/ R

4 [ ‘.\
\‘ s
< "\ﬁ‘ 9
| A&y

a

Fabric can flow or
fold with movement
or weight

Chibifying
hibi 1s a manga styvle where the
subject 1s small and cute. Any
drawing can be made into chibi
stvle by exaggerating features while
keeping the body small. \

|
Your manga pets can come in all

shapes and sizes. You can change the { /ﬁ‘ '
construction circles and lines depending .
on the type of animal, or what kind of 7

character you want it to be &4

Note the construction circles are

smaller 2nd rounder, producing a
smaller shape, the facial features

are more cartoonish and some of
the features are enlarged, such as
the cars, eyes and feet,

29




Characters
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Akemi »

his boy 1s having fun, circled by
his winged pet Akemi who

protects him at all times.
] L

. Draw ovals for the head, body

and hips. Add centre lines to o

horizontally. These will help you .

to place the ears and the nose )

2. Add lines for the spine
and the angle of the hips

and ¢houlders. f

- s ’
4 Ca1s cans
o e
y 7 J
. I/ . .
=’ * .
-y
< . 7 \
N \ £ ’
- » e - L L
LY /‘
>
J . s
. a’
i “
f P f

4 Sketch the cat in g

3. Draw stick arms _~4 the same way - add

and legs, with dots 2 spiky effect to 5
where the joints are create a bushy tail cor
Add outline shapes < as

for hands and {eet \ bu

32

These little circles
e 40 remind you
where the elbows
and ¥nezs ao

o

divide the hezad vertically and NS

Using the

wiruction lings

a quide,
14 up the main

shapes and features

start to

Try 2 tzathered wing

erteet, Forward (
[1': m ",.'1. ’.‘:n'f areate
b. Draw the clothes, hair and

a streamlmed imaae

facial features. This is where

Drawing movement lines (in this @

case, swimming) creates the

impression of speed

Wiy not 244 2

catlike sound effeet?

\ % \N

.'(\

e

%. Now finish all the little de

.I 4
your drawing really starts to V4 \
3 / k \
p ns 4a-t "? - / 3 A
come 10 wie - ’ P —l
" @ R ://-5'(; e

1. If you don't want your

construction linzs to show,
erase them before you do the
final ghading and details.

1ails sudh 25 the

shading on the hair and clothes, and the cat's
~ fur. Don't rush! The more carefully you do
these finighing touches, the better

ur drawing

will look. Try finishing your drawing off in ink.

33




Add 3 sharp hairine
Longer haic creates a
wild effect

Night hunter ;g*

’ ' . : //'/. s i ' 5. Flesh out the main body
he night hunter is a vampire. e parts, 2dd hair and draw 2
. PN S A . =2 = its <
He is moody, and very dangerous (LA 1 R ) S little more detail on the face. gy
to cross. Beware of dark shadows A 4\ P
. . . .-‘1/ -
where you won’t see him coming! ‘ — 3 . If you dor't want your -
" / ° % construction lines to show
v A
. Draw ovals for the head, body and ’ 2. Add lines for the QL ——t A~ trase them before you do "
hips. Add centre lings to divide the head | spine and the angle 7~ NS <ALl /e 2\ he final shading and details
. . o N ¢ | N N ) \ \) { .
vertically and horizontally. These will help A 1= of the hips and [ 4 : i L N A'a a) = -
-~ ~ | b — e TR .
you to place the ears and the nose, = shoulders, - s 7 4+ RS } R
™ N7 o L
l‘. i) s 1.9 ,{- »i
3. Draw stick arms and legs, with o .‘ o —t N/ 7 ) 1 RN | =)
dots where fhe joints are. Add : \ 7. Now finish 2ll the little details B \ N\ / \‘ ( -
outline ¢hapes for hands and feet il ;,\ \ P such 2s the facial expression, /& \~. S\
| ’ ' e clothes and shading, Shade | Vgl
= 500 S \ “ [ e
everywhere the light would (> iae ) \
not reach. 1\ (’;" e G =
J /\ ' "\
These Tittle circles are A s \ g .
to remind you where the ~ \-‘ A flowing cape gives :
e\bows and kness go ! “ \ PRt Look at pictures ‘
‘ aNP=F) dramatic edgp of vampires to get
a feel for the type
of clothing they L
might wear.
A 4. Using the -
‘ A construction B
S | lines 25 2 guide, Why not try finishing this
\ _ start to build up drawing off in ink? Ink will

the main shapes

i p \ —r
N - I » . \- £
/l ~ and features,

highhght the dark shadows
and the hargh features of the
vampire’s face and costuly




OA W
o f S
i ¢
K a z U kl d D =g
2l

-~

. Now start to
sketeh out the final
shapes of ears, feet
and 1ail,

azuki 1s very loyal, full of

energy and always wanting to

play. Draw him running as
he’s always in action!

I. Draw a circle for 2. Add \ines for the spine
the head and ovals for and the angle of the hips
the body and hips. and shoulders.

s

Zemember /
~ g perspective! His
Folds in the sin  Dack feet look
bigger because they
are closest fo us,

2. Draw stick arms
and lcgs with dots
for the joints,

Think about the angle of a dog's legs -
when they are running fast, they bend
at a sharp angle and bring their back
legs up high.

Small cirdies indicate
~ the positions of ¢ibows
and ¥nezs

IR you don't want your

| construction lines 10 show,

4, Use your 5. Using the construction erase them carefully before )

guidelines 1o sketch linzs 2s a guide, start you add the finighing touches You can experiment with

in the neck and drawing in the main thading, facial features and different tails, A bushy tail can
facial features, shapes of the body. fhe patches in the fur, show the dog is moving fast.

37




UI I l a ¢ ; > d ’, Big. dramatic horns
3 ol (_]
This (u-gurc i drawn

kuma is Japanese for ‘devil’, a ~ N - A using front-end
demon who haunts dreams. |. Draw different- G Y ' perspective. The head

NG iiai R 2 sized ovals for T RN ) o is bigger because it
If a person is bad, the akuma " 4 37 ) Vi A

poses riddles to decide his or her fate.  and hips AT RN looks like e is
" " coming right at us!

2. A a line for the —— i 5. Erase the
spine and others to 4 construction lines if you
show the angle of the : @R vent to, then draw the
hips and shoulders il ' } rest of the detail such
; ‘ a horms, claws, facial
@ fratures and shading

Thiric about how to draw
muscle defindtion
Sharp claws #
Have fun with the ,
head ¢hape { { 3. Draw stick arms and legs \
with dots for the joints and Elongated fingers
outline ghapes for the hands MG and claws give
Above the arms, draw an the akuma a
outling of the wings ® monstrous touch

r
We cannot see the legs
S 4. Using your construction L because of perspective,
Circles with dots /) / / { ) lines as 2 quide, draw the but drawing the
show the position _ ’ main shapes of the body ; outling of the fhighs
of the joints and the position of the . Gives the impression
' facial features, ™ of fast movement.

38 | 39




A& i .
. e 3 TR b. Draw the p;‘:tmﬂ of ne A
e : . O
a s U I L A=\ fur, the positions of the paws L
o and embellich the face

atsuki 1s sassy, sly and always

1. Take plenty of time
to finigh the details
of the face and body,
shading where the

around when something goes | Draw circles for

the head and the

wrong, but she gets away with
it for being so adorable.,

body - don't forget
your centre ling
light won't reach
2. Add 2 line for the
spine and half-circies on

either side for the legs.
s

Think 2bout colour: 2

(

/ v 2 ~ white patch on the face
_.\ & —C will ghow more detail.
N\, g 4 - A white patch on the
\ - ’ gl stomach will show off
I ] \

pare oy ' 7. Draw stick

.| - »
' / ) arms and circles

/ for hands

—— / >
L!ssn;} jour / f L) o

onstruction lines, add '/ -~ \
0

the body shape

You could try finithing

your drawing in ink

N N

L

the shape of the head, ,./ d AdA the shape

, -_— 4 ]
'l'.‘.]:'s, feet and p.&w:& < ' , v i : ;\c: the 1ad

e | / - v. I N
5. Flesh out the arms and ‘ AP N

legs, adding details to the [

<~

ars and tail. Try some

<

bhasts £ s £ Tant
Dasic taciay 1eatures facial expressions

40




he witch 1s very old and
can see into the future.
She can tell yvou your

I. Draw a circle for
the head and ovals

for the body and hips.

fortune but always at a price.

She doesn’t ike children.

2. Add lines for the
spine and the angle
of the hips and
shoulders

4. Use your
quidelines to
sketeh in the neck
and facial features,
P
i
‘ /".I':

/ A
’.

%, Draw shick
arms and lcgs

‘ ! .ﬁ;"ﬂf'\\ AR & Small circles with dots for
f

indicate the the joints,
positions of
elbows and knees,

5. Using the consiruction linzs a4
a quide, start drawing in the main

~ shapes of the body. Pencil in details

such 25 the cape and walking stick

(. Now start to sketch out the final
shapes of clothes, hair, arms and legs.
Think about what kind of facial expression
the witch would have.

7. If you don't want your construction
lines to show, erasz them carefully before
you 2dd the finishing touches: shading,
facial features, folds and /7 )\

creases on the clothes, '

frl ]
£ o=

Add ereases to /
e cloth.

Try going over the main outlines
in ink for a different outcome
Erase any pencil drawing underneath

.

-

'/ J
p /s

» .

\

) f,; ',g.:‘l.(\ 3 ~"".',

[A~5] Draw in the
-
|

shape of the
fingers




po

Maru monkey *

aru is a very curious creature
and loves being around
people. He enjoys exploring
and discovering new things.

. Draw different-sized ovals for the L™

hzad, body and hips. Add a line for the g \
spine and others to show the angle of . \
the hips and shoulders j

~NN/ 7

2. Draw stick arms and legs | T e > 4
with dots for the joints and

outline ghapes for the hands

and feet. Draw a linefor the o~
position of the tal. ~—— /

Cars are positionsd
with the centre line
m the middle

N e

Circles show positions of
tibows and xnees

II
(/7 t

3. Using your construction lines a5 2
e quide, draw the main shapes of the

body 2nd position the facial features,

/ 4. Add more detail
' / £ & to the face shape - a
( | | LD heart-shaped face will
\\ N\ d 7 S5 show off his eyes. Flesh
> S A\ . | out the arme, legs, body
N\ \ 0] and tal and 2dd some fur.

- E /’
y \N\eL O ) /
U | \-J)" { /
S { ==
e T‘—‘T—\ z
>

5. Erase the construction
lines if you want to and
finigh off all the remaining
details. Try using a
highlight in Maru’s eyes

Practite wicious
facal expeessions

You could try finighing
fhis drawing in ink. The position of the

thumb is important

There are different
ways of drawing
Think about the fur, A more

aew Lllllllll_:‘llll

feet. Achimp will  exagqerated effect
have feet more could show that an
proportioned to animal is wilder

a human than than a more

other animals domesticated pet.

43




Dragon slayer

he dragon slayer is
a fierce and
ferocious knight.
He’ll stop at nothing on
his quest to fight and kill
every dragon in
the land.

5. Using your 4
construction lines, 2dd
the neck and sketch

in the facial features g\ )

1. Draw ovals for the head and
hips and a circle for the body,

2. Add lines for the |
gpine and the angle \
of the hips and A
shoulders, i ‘I
r

3. Add a line
for the sword. /
/ e
A T
4 Draw stick <
arms and legs

with dots for
the joints.

Draw two circles and a construction
line for the dragon’s head, too.
Add more detail s you go along,

l». Flesh out the arms
and \egs, using circles to
indicate elbows and knees,

f}.-{_ \

WX

( [\

=
Xl \{ ,".
L

SN

8. Erase your

construction lines if you

don't want them to show.
»

Finished in ink

D

1. Draw the shapes of the helmet,
sword and armour plates - remember
the plates will protrude at joints

A 3

‘ '
X : :. Y 2
Think about how 7 7(:*/ :

the armour would [ /7
reflect light

Look at pictures of
suits of armour to
get a feel for size
and shyle.

q. Take plenty of time
to finish the details of
the face, armour and
dragon’s head,

47




his donkey can
always be relied
upon to make a lot
of noise. He can’t be
trusted with any secrets!

E4es and ears always go on the centre

line. Sketch an open mouth ghape and
use this to connect the two head circles

~

. ' —'/ /) / . \
‘ s @
| / \‘\ /]

3. Draw stick legs  \
with dots for the \ )

& Joints, The back legs
should be open
= )
A 7
- = ‘/"--) >
- | oo
e
Circies show - ko (s:(s

andltinme of
XS NoNs 01

t &

the joints

48

Daiki donkey

e '

5

SR «

5. Erase construction '\ " Look at the nostrils
Ml lines and take your time and mouth detail!
to finigh all the details /

I. Draw different-sized circles for the
hips, body and mouth, This time we need

a second smaller circle for the donkey's

czlongzm-:.‘\ head shape

58] Bushy mane /

Z Drawin a
curved line

connecting the

circles, for the -~

&oine and neck

4 N

wWhy not try finishing
this drawing in ink?

4. Using your construction

lines, sketch in the basic
shapes of the head, body,
legs and tail

Animals like this have muscular bodies.
Look at pictures of donkeys or horses
and study the way their muscles look
$0 you know where to 2dd lines, Also

look at the shape of their knees

Think about the ezt - hooves

are trianaulac - ghaped




Kappa &i

ol 5. Now sketch the basic shapes of the

he klepil 1S a water I As you've done before, draw r Tagaed outline W, /] kappa. Usz lines and shading to show the

demon. He 1s ovals for the head and body and of 22 anemone AN round shape of its body, and try a sly

hundreds of vears a big circle for the hips, 2s the [F 7 & facial expression. Add more detail to the
S Ll Kappa is quite a round creature Ay face and tail

old, and he kills fish and ' { A ” i,

P _—
- (1 | B o AR
other sea creatures. He 1s \ | > ”‘,4/!-*';"'.'\'\.‘

sly, and it is considered \ Vo7V L
bad luck if you see him. &\

s \ N

‘ |

Finish

deawng y

the fish / / ' r/ J/
~)

/ N

./I N \\:
-

2. Draw construction lines for
the spine and the angle of
the hips and shoulders

N

N,

J

3. Draw stick s ‘ 3~ J /\ (
arms ?-ﬂd \egs. \ Add e = '{'l A C’U?'\le m’ thie }‘/_‘7 A_/ ; N
with dots for L\ ™ hat shape ' kappa's shell, <& ' \
3 — e o » ! / \! _. |
the joints —=( S o , ) ' Ly

|

Look at p‘.cmrcé of turties, frogs and
similar water dwellers. Details like these
spots on the skin and the webbed feet will
make the creature look more lifelike.,

: 4. Using construction lines, flesh
webbed hands , out the main parts of the body
and feet! ' - and face. Draw the basic shapes
- ‘ T of the fish's head and tail — lp. Erase your construction lines and
o \ take your time to finish all the details

Try finighing this drawing off in ink

all al




3. Mart drawing the details, such as
the webbed feet and eyes. Flesh out
fhe body shape. Look at the typical
body shape of a frog the front and
back legs are long and flexible. ~_

Kenzo frog

enzo 1s not the
sharpest tool in the

]
) . Eemember to il i . ‘/\
shed, but he has ey 4 S Q
2 2% raw where r Large pupils 1
good mtentions and . 7N Joints should be.

makes everyone around
him laugh.

1. Draw the various ovals and
construction lines, This time we need
two overlapping circles sitting on the
centre line for the eyes.

4 Erast construction linzs
before adding final details such
, 26 shading and the highlights
in fhe eyes,

Shading: think about
the arzas the light
doean't reach, like the
insides of his legs

A\ 2. Add the limbs, feet and
.\\ hands. Create an open mouth
A triangle at the / (: .. shape by drawing a curved
base of the head ( ' line from the centre line
makes the bottom » <\/ of the head, and another
part of the mouth. / “\ from the centre line of the
closest eye, Comnect them,

5. Here's the same drawing
hmfhcd with brush and ink. This
style is often used for illustrations
in faghion magazines. Decide
which lines you want to ink in
before you make any brushmarks

aep Ll'lllllj_:lllll
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- 4@( 3. Dtart drawing details, such
I n g g 0 § ,}%\@ . . as the facial expression and
’;’\ ') l )

0 / the mermaid’s clothes, Keep
~/ building up the hair too!

Cramatic facial =
expression — @ s

he ningyo 1s a very

beautiful mermaid.,

but also very
dangerous. She rules the
sea and lures sailors to
their death.

1. Draw the various ovals and
construction lines as you have done
before. This time, instead of stick legs, <~
draw 2 basic line and fish tail shape,

r B Think 2bout the
\ g ¥ind of outfit this
Don't forget the __ LYy mermaid would
webbed hands! AT ‘/ wear, [t should

By S\\ 2. Using your construction lines, be feminine.
(O | b 2dd the basic shapes of the
[ \ 4 torso, arms and tail. Sketch in
¥ o / 2 ‘/
- (K 3

¥

AdA line detad

the facial features. 4 Erase construction

‘ lines before finishing off
. \:{ \ all the details.
S " Start drawing wisps of hair and
Ll build this up gradually to get 2

swept mane effect.

5. Here's the same drawing fmished
with brugh and ink. Decide which lines
you want to ink in before you make
any brush marks,
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charm. Her

Miu protects him
from harm.

2. Use your construction lines
to add facial features and ears
Draw the arms 25 1arge folds,

with long flat paws and feet

i 1s a good luck

owner k(‘(‘[)s her
on his shoulder. and

I Draw the basic ovals and
construction lines, The hamster’s body

for the leas too

Try sketehing from 2 difterent

//

C .’” e d
=’ ' 4 o
\y bgrtls 0 o
-
- e AIA
_ ) v ﬁ
'\ s
) )
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4 )/|
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shape is very round, 50 draw circies

3. Make the body shape rounder,

filling in the neck. Add details to

he paws, feet and face.

4. Complete the shading,
and 244 touches like the
whiskers and tufts of fur

Try finishing this picture with 2
brush and ink. Decide which lines
you want to ink in before you

make any brush marks. -
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4\‘: 3. Draw the details of the Look at pictures of
' clothes, face, hands and feet *“‘""":"'”"‘ﬁ"‘"""‘
(\ P aete ing tnem
s Grradually build up the hair _&/"‘
0D ) Draw these tufts in
N M Pon the same way as

A

- "/}%‘/ . \ | the hair

he warrior ._9,11’1 1S I. Draw the basic ovals and construction
warhke and lines as usual, Femember the lines for

: o fhe spine and hips. Draw stick arms and
ruthless. :Sh( legs with dots for the joints. Draw a line
protects her \'l”ilg’(‘ for the sceptre too

fearlessly, and any

trespassers fall victim to

her wrath.

‘ ’
~F

r‘ 7“\.
-

Y
o)

p

2. Sketch the arms and
legs and the main facial
features. Think about the
pose of the warrior girl -
she is putting her weight
on her right leq, 0 her
body is \eaning slightly left

4. There is 2 lot
of detail in this ~
@ drawing such as £ ANy 5. Erase the
~Practise drawing fhe fringes on the B 22, ' : construction lines
Circles represent denched hands to cdothing, the jewellery . and iry finishing this
fhe joints get an idea of grip. W 2nd the scepire drawing in ink.




Glossary

Chibi  Japanese slang meaning
small’. In manga art, it is 2 style
that gives characters short bodies,
exaggeratedly stubby limbs and
big heads.

Construction lines Guidelines used
in the early stages of a drawing
which are usually erased \ater,

Cross-hatching A series of
Crigs-crossing lines used to add
shade 1o 2 drawing

Elongated When something is
exceptionally long and thin,

(rouache Paint made with pigment,
water and 2 9luc—\ikc substance

Hatching A series of parallel
lines that are used {0 add shade
to 2 drawing.

Manga A Japanest word for comic
or cartoon’; also the shyle of drawing
that is used in Japanese comics

Parallel When two or more things
are placed side by side and have
consistently the same distance
between them,

Perspective The technique of
depicting 2 three-dimensional object
in a two-dimensional picture by
making sure that each part of the
object is in the correct position

in relation to the others and the

position of the viewer.

Proportions The size of each
part of something in relation to
the whole

Pupils The tiny holes in the middie
of a person’s eyes through which
light passes, allowing them to see
the world.

Sceptre A staff, usually decorated,
sometimes carried by a ruler,

Silhouette A drawing that shows
only a dark shape, like a shadow,
sometimes with a few details

left white.

Streamlined  When something has a

shape that offers little resistance to
water or air and can therefore move
faster through these substances.

Tone The conirast between \ngh1 and
shade that helps to add depth to 2
pncturs.

Vanishing point The place in a

perspective drawing where parallel
lines appear fo meet,

b1
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Index

A
aKemy 22-73
akuma %%-249

C

claws 38-H
construction lines 8, 14,
24, 20-21

correction fluid 15, 22
cross-hatching 19

D

dog P-31

donkey 48-49
dragon slayjer 4l-41

€
prasers 14
eye \evel 12-13, 20-21

ejes 9,24, 29, 41, 45, 48,

52-53

F

facial expressions 24-25
felt-tip pens 1411

folds and creases 28
frog 51-53

fur 33, 71, 41, 45, 51

62

(s
gouache 15, 41

H

hair 20, 33, 35, 43,
54-55. 91

hamster S6-51

hatching 19

heads 10, 20-21, 24-21

highlights 35, 41, 45, 53

(
ink  14-10, 19, 22-23

K
kappa 50-5|

L.
\egs 20

M
monkey 44-45

N
mght hunter 34-35
ningyo “A-55

4

paints 14-15, 41

paper 14, 1l

pencils 14, 18-19, 22
pens 14-17, 19, 22
perspective 12-13, 71, 39
proportions 20-21, Zb, 45

°

sandpaper block 14

satsuki 40-41

ghading, shadows 18-19,
33, 35, 31, 39, 41, 43, 5\,
53, 51

sithouette 16

sketching -9, 1, 1

stick figures 8, 21

T
tail %2, 71, 40, 44-45,
48, 50-51, 54-55

\Y
vamshmg points 12-13

W

warrior girl 5%-959
watercolour 14-15
witch 42-43







