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			PREFACE

			Hey, True Believers! We meet again.

			I know, I know; you’re scratching your head and wondering what’s left to be said about drawing comics that we need a new volume. A Master Class, no less. What’s a “Master Class“, you ask? Beats me, having never taught one before, but having worked with the masters of storytelling for eighty years, I have picked up more tips and techniques than could fit in just one volume. So, if you haven’t yet read Stan Lee’s How to Draw Comics, start there. After devouring that and practicing your skills for a while, you’ll be ready for what follows.

			While the techniques have grown increasingly sophisticated since the days we were lucky enough to have pencil and ink for the art, the need to tell a clear, exciting story has not changed in the slightest. Readers need to know who is in each panel, what they’re doing, and where they’re doing it. The exciting part comes next, making it visually compelling. I developed the instincts to find the most dramatic and exhilarating angles and perspectives so the reader had no choice but to turn the page. Back before you could easily attend conventions or even take courses on graphic storytelling, John Buscema and I first put our joint experiences together in How to Draw Comics the Marvel Way, a classic if ever I saw one. There, we show how you can take a perfectly good, but ordinary, moment and find a way to capture the reader’s attention and add some drama.

			When I next cobbled together my thoughts in the first book in this series, I expanded the examples by showing you how the greatest artists throughout comics history told their stories, designed their characters, and made their fantastic worlds feel familiar. While I still go back to the classic pioneers, from Jack Kirby to Jim Steranko, I also make sure to include current favorites here. As you study the following pages, you will see how the styles have grown more sophisticated and realistic, but also pay heed to the larger-than-life needs of our kind of storytelling.

			This time around, I go even further by including the internationally acclaimed and highly influential Japanese style of comic art, known as manga. We’ll examine the styles: chibi (cute), shoujo (romance), shounen (action), furry friends and magical creatures, and, of course, monsters.

			In every case and with every style, there remain certain basics that cannot be ignored, especially if you want to earn the title of “master artist.” You have to talk the talk and walk the walk, my friend, and here I take you through the current terminology and tools of the trade. Man, if I had a laptop, I could have dialogued pages during the 1965 blackout rather than write by candlelight. You guys have it easy today, let me tell you.

			Again, regardless of the style you develop, whether you’re influenced by Van Gogh or McFarlane, Kirby or Cho, you still need to understand the basics of anatomy, especially when putting your characters into action. I’ll walk you through a dozen useful body poses to get you started. But that’s not all! No, effendi, I also tackle the challenging, but necessary, perspective to ground your action in a realistic setting. We’ll start you easy with one-point perspective but get you up to experimenting with curvilinear perspective and creating depth.

			Now, I mentioned “realistic” a few lines ago, but clearly, not every story is set in New York City. Through the years, I’ve had to help imagine countless alien races from awe-inspiring galaxies and new civilizations. I’ll share some of the tips I’ve learned along the way from lifeforms to machinery, architecture to clothing. After all, the Skrulls couldn’t buy off the rack at Macy’s, could they?

			Let’s say you’ve diligently worked your way through all this and are ready for more. Then we begin to put it together as you tell your story. For me, pacing is incredibly vital, so the action rises and falls, with each page forcing you to turn to the next. You’ll learn how to design a page and wrench every drop of emotional drama out of each panel. You have to make sure the reader is rooting for the hero, hissing the villain, and hoping Earth survives to see another sunrise.

			Let’s say you’re an artist but don’t think you’re ready to tell your own stories. No problem. For my Master Class students, I provide you with three practice scripts so you can practice without worry.

			Now, books like this don’t happen without a little help. This time, Dynamite Entertainment recruited Keith Dallas, David Roach, and Robert Greenberger to help me take you through the ins and outs of contemporary comic book drawing. Follow these tips and guidelines, learn to walk before you run, and in due time, you will feel like a master. The results are something I can only look forward to so for now, I wish you the very best of luck.

			Excelsior!
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			THE TOOLS
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				Even heroes need the proper gadgets and devices to complete their job. Project Superpowers #1 cover art by Alex Ross

			

			As you probably know, I’ve been in the comic book business for many, many years. The number of wonderfully talented artists I’ve had the pleasure of working with is too many to count. One thing that strikes me about artists, though, is how differently they all work. For instance, some artists like to get up at the crack of dawn and start sketching. They don’t even wait for breakfast! Other artists like to burn the midnight oil, drawing away when everyone else, especially yours truly, is fast asleep! Some artists like to talk on the telephone or listen to music while they work. Others need complete silence to concentrate. I tell you, no two artists seem to work in the same way.

			This maxim holds true for the tools that artists use as well. By tools, I mean the things artists actually use to create art! Some artists have a favorite pencil they draw with—no other pencil will do. Don’t even think about showing them a different pencil! Other artists have no problem switching pencils, especially if they feel they need a different “look” for the comic book they’re working on at that moment. Some artists only feel comfortable penciling their artwork, and they want someone else—a different artist—to handle the inking. Other artists want to do it all by themselves. They’ll do the pencil work, the ink work, and sometimes even the coloring work!

			Let’s not forget this is the twenty-first century. Everyone uses a computer! Even me! And you better believe the use of the computer has become widespread within the comic book industry. Just about every professional uses a computer for one part of the art process or another. I know many artists who draw their layouts and then scan them in order to continue the process on the computer. Heck, I even know artists who do all of their artwork on a computer! They don’t even use a pencil or paper. What an age we live in!

			However, just because some artists do all their work on a computer doesn’t mean you have to as well. It’s important to remember that professional comic book artists have spent years figuring out what process, what work schedule, and what tools will give them the best results. It’s up to you to figure that out for yourself! Don’t buy the same tools or use the same computer software just because your favorite artist uses them. What works for them might not work for you! Experiment! Try out different techniques. Go to the art supply store and buy different pencils, paper, brushes, inks, and so on. Only by sampling everything that is available will you be able to figure out what works best for you.

			That said, if you’re just starting out and would rather not spend a lot of money right away, stick with the basics. The beauty of creating comics is that you really only need two items: a pencil and a piece of paper. So, as I describe all the different tools a comic artist uses, let’s start with those.
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				The art store: Emporium for an artist’s gadgets.

			

			PENCILS

			There’s nothing wrong with starting off with the standard #2 pencil that you used in school. However, before too long, you will want to head over to your local art supply store to get your hands on pencils that have specific HB grades. HB is a measure of a pencil’s lead weight. “H” stands for “hardness,” and “B” stands for “blackness.” A pencil with a high H value will leave lighter, finer lines on the paper. A pencil with a high B value, on the other hand, will leave heavier, darker lines (which will be more likely to smudge). Buy some pencils with different HB values and give them a try to see how the texture of your artwork changes depending on the pencil you use.
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				Pencils: The most common and necessary tool of a comic artist’s tools.

			

			You can also choose to use mechanical pencils. Unlike regular pencils, you never need to sharpen mechanical pencils. You just press the button to push out more lead. Just so you know, though, the points of many mechanical pencils are so sharp that they can puncture the paper you’re drawing on if you’re not careful! Unlike your #2 or HB, mechanical pencils come with different casings, and you should experiment to find the one that feels right in your mighty grip. Consider an anti-slip finish along with a solid grip along the case (too rubbery and your fingers might slip). Unlike the sturdy wooden casing around the lead of regular pencils, these mechanical marvels come in a variety of widths, so make sure it feels absolutely comfortable in your hand.
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				Mechanical pencil: Handy for artists who always need a fine line without using a pencil sharpener.

			

			PAPER

			Speaking of paper, you might think one sheet of blank paper is the same as another, but try to draw on different kinds of paper and see what happens. Take a pencil and draw a figure on a sheet of paper that you use for the printer. Using the same pencil, next draw that same figure on a sheet of “fancy” paper, like the kind that you might use for printing your résumé. Just for good measure, draw the same figure on a thin piece of cardboard. Now place all three of your sketches side-by-side and examine them. See any differences? Without even looking that hard, you should be able to notice how the texture of your artwork changes according to the paper on which you draw.

			Naturally, you’re about to ask, “What paper is best for a comic book artist?”  Just about every professional I know uses Bristol board. You can buy it at art supply stores or online. It comes in pads of twenty sheets of paper. Bristol board is a heavier, sturdier, oversized kind of paper than what you might use in your printer. Heavier paper better absorbs ink, which is good because a comic book artist can end up using a lot of ink, and the last thing he wants to see is ink bleeding all over his paper!

			In general, there are two types of Bristol board: smooth and rough. You should try drawing on both types to see how it affects your artwork. Smooth Bristol board tends to capture details better, but only with the right pencil. For instance, drawing on smooth Bristol board with a mechanical pencil can be very tough. One artist told me it’s like trying to draw on the hood of a car! Rougher Bristol board can be easier to draw on with a softer B pencil and is great for creating tonal effects.

			Both kinds of paper have strengths and weaknesses for inking as well. The smooth Bristol board is perfect for using markers and other kinds of pens, but ink dries more slowly on it (making accidental smudging more likely), whereas ink dries more quickly on the rough boards, but it can be a little harder to get very pure, unbroken lines.

			It used to be that the major publishers would privately produce paper for their artists, adding the rules in non-reproducing blue ink to show where the art had to reside in order to be seen on the printed page. Since then, several art supply companies have produced preprinted artboards in a variety of finishes so you don’t have to start by ruling the pages. Talk about a timesaving service!

			That’s why I keep suggesting to try out different tools before settling on anything. Some practitioners of the craft settled on a set of tools and never changed during their careers, while others constantly experimented with different pencils, brushes, inks, and paper stocks. You have to find the materials that you feel will bring out the best of your talent.
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				Paper: Bristol board paper is the most common for the comic artist.

			

			ERASERS

			Believe it or not, besides buying different types of pencils and paper, you will also want to buy different kinds of erasers. You’re probably most familiar with the pink rubber variety of erasers. Those are very effective, perhaps too effective. You can rub off the surface of the paper if you rub too hard with them! For that reason, you will also want to buy white plastic erasers, as well as gray kneaded erasers. You can mold kneaded erasers into different shapes to allow for very precise erasing. Let’s say you only want to erase a very small line of your artwork. You can shape your kneaded eraser into a small point so it will only erase that line and nothing else. On larger areas, the best approach is probably to use a kneaded eraser to take the top layer of graphite off, then gently go in again with the white to take off the rest without rubbing too hard on the surface of the paper.

			Of course, you can only use erasers on penciled artwork. Even I understand that you can’t use an eraser on inked artwork! Nothing can erase ink lines. Many artists correct an inking mistake by going over it with correction fluid (also known as Wite-Out or Liquid Paper) and trying again. Any professional artist will tell you if you plan on drawing with ink, have plenty of bottles of correction fluid handy. Some artists also use a white paint, usually gouache, which you can then ink over with a brush, though it is harder to work on with a pen.
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				Erasers: There are many types for removing mistakes, such as pink, acrylic, and kneaded.

			

			INK

			While I’m on the subject of ink—if you think I’m talking about drawing with a ballpoint pen, think again. I’m talking about dipping brushes or quills into bottles of ink and then employing techniques such as feathering and cross-hatching to make your drawing look truly magnificent! Artists can also use ink to show shadows or to give their artwork a sense of depth and weight. As you’ll see when you shop online or go to your local art supply store, there are many different brands of ink. As a result, it might take you a while to figure out which brand you like the best. Whatever brand you choose, make sure it’s labeled “waterproof India.” That’s the most durable kind of ink, and it won’t smudge once it has dried.
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				Ink: Used for dipping a brush or quill.

			

			As far as brush and quill selection goes, you will want to have a variety of them on hand, as each one will produce a different kind of line. Many artists prefer red sable brushes, but others use watercolor or acrylic brushes.
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				Quill or pen: for dipping into a bottle.

			

			I could probably write an entire book on the pens and brushes artists use to create their magic, but let me just give you the basics. This is another case where experimentation is vital. You want to hold the brushes in your hands, use them on your paper of choice, and get a feel.

			Going back to when I first began working in this wacky world of comics, Winsor & Newton have been the most popular brand of brushes, but they are by far from alone. They’re numbered like the HB pencils, so the lower the number, the thinner the line. A number 2, for example, will give you a very thin line for texture, while a number 7 provides a thicker line for outlining figures.
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				Brush: The most versatile of inking tools for both fine and thick lines.

			

			Among the pen nibs, the Hunt brand remains the most enduring and popular. Each quill nib has a number as well, ranging from 99 to 108, but most artists start and stop with a 102, with 107 being the second most popular.

			If you would rather not handle bottles of ink, you can use inking pens instead. Many artists like to sketch with Micron pens. These produce very fine lines and are more precise than Sharpie markers. Best of all, these pens are not very expensive! However, if you can afford to spend more money, you should also buy a set of technical pens. Rapidograph pens are arguably the best around and they have the added bonus of having refillable cartridges. This way you get to keep each pen’s high quality point. On the other hand, with Micron pens, the whole thing needs to be replaced after it runs out of ink.

			One interesting difference between these pens is that the Rapidograph ink lays on top of the art and the page, while the Micron pen ink gets absorbed into the paper.

			RULERS

			I don’t care how steady your hand is: You are going to need to use rulers, not only to draw a perfectly straight line, but for other purposes as well. For instance, a T-square is invaluable for drawing a series of parallel lines (which are, in turn, very helpful for constructing your panel borders). French curves enable you to draw accurate arcs and seamless sweeps. Need a circle? Use a circle stencil! Want to get angular? You’ll need a 30-60-90 set square. Get your hands on as many different kinds of rulers as possible—long rulers, short rulers, see-through rulers, raised rulers, triangles, and so on. You will soon learn that rulers are the best friends a comic book artist can have.
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				Rulers: All types are beneficial for one reason or another in drawing.

			

			DRAFTING TABLE

			Some professionals consider a drafting table a must-have tool. Others consider it a luxury that artists should get only if they have the money to buy it and the space to fit it. If you haven’t seen them before, drafting tables have surfaces that you can tilt upward. This feature allows artists to draw in a more comfortable position. Of course, there’s nothing wrong with using your desk or kitchen table to draw your comic books. It’s just that when you use a standard desk or kitchen table, you have to hunch over your artwork. Sitting in that position puts a strain on your body. It won’t take long for your neck to get sore and for your back to ache. An artist using the tilted surface of a drafting table, however, sits with better posture. With a drafting table, you can draw for longer hours than you can at a standard desk or kitchen table. It’s like the difference between a cushioned recliner and a steel chair. You can sit in both, but which one feels better?

			Some drafting tables have glass-top surfaces. You can put a light underneath the table to create a “light box” effect; that is, when one page is placed over the other, the light shines through both, allowing the artist to see the image underneath. Many people use this technique to trace through the key elements of a rough layout onto the final sheet of paper, or to copy reference photos. It also allows you to see perspective grids or layouts when you place them underneath your drawing paper or art board.

			A cheaper alternative to both is a small tabletop board with adjustable legs which sits on top of any table and allows for a degree of adjustability in how flat or vertical you want it to be. This won’t be as big as a drafting table, but it will certainly be cheaper! You can also use it as a lapboard for when you’re drawing away from home. My old pal Vinnie Colletta was known to use a lapboard as he inked while floating in his pool—not something I would recommend to beginners.
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				Drafting table: If possible, get one with an adjustable surface.

			

			COMPUTER

			If all this talk about drafting tables, Rapidograph pens, and Bristol board starts to intimidate you, then allow me to repeat something I said at the beginning of this chapter: The beauty of creating comics is that you really only need a pencil and a piece of paper. With just those two things and your imagination, you can create comic book magic!

			All of those tools have been around in one form or another for the last century, leading to some of the finest comic art you can imagine. But times change and for the last thirty years or so, new tools have been added to an artist’s arsenal.

			Having said that, I know many of you aspire to become professional artists or to show your comic books to someone other than your parents and friends. In that case, you simply must own a computer. Only with a computer can you create the kind of visual effects that you often see in professional comic book art. Only with a computer can you connect with other comic book creators, from around the world! Thanks to the internet and email, a writer in England can get in touch with an artist in Argentina, and the comic book that the two of them create together can be sent to a publisher in the United States. (And none of these people ever have to get on a plane in order to meet each other.) Heck, with a computer, you really don’t need a publisher to bring your comic book to the masses. You can post it online yourself!

			The kind of computer you should buy depends on your personal preference and your budget.
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