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Dominating it means being creative
ond xnowing how to write
ond how to illustrate.
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Readers have to undestand what we
are telling them.

Readers have to be interested enough
in what we are telling them so they
won'’t leave the comic half read.




[ decissions to maxe |

Once we have a good story to tell, we need to
make decission about five important items:

1 The moment.

2 The framing.

8 The image.
& The words.

5 The flow.




eciding TWE MOMENT

We need to decide wich moments we should
include or discard.

A man is walking, finds a key, opens a door... and a lion appears behind the door!




Whe should choose those moments that are
more important and understandable for our
readers.
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SE PODRIAN HABER UTILIZADO OTROS MOMENTOS
PARA REPRESENTAR “UN HOMBRE CAMINA”, PERO LO UNICO
QUE NECESITABAMOS EN ESTE CASO ERA UNQ, AST QUE

FUE ESE EL QUE SE ELIGIOC. !




Jeciding TWE FRAMING

We need to decide how to show the action:

wheter it is better showing a detail or to go
far away in order to show where the action

1s happening.
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That means dedicing the distance, angle and,
to sum up, where to "cut”.
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Each type of shot and camera angle makes the reader perceive and feel the
scene in a different way.
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Jeciding TWE IMAGKE

We need to decide how to represent objects,
characters and sourroundings inside the
framing in a clear way.

HOLA, PATARDS HOLA, SOL EN HOLA, BALHME EX LA
EN EL ARBOL ENTREADA
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No matter what your style 1s, what it is
important 1s to communicate in a FAST,
CLEAR and ATTRACTIVE way.



It 1s much more than "having a cool style”.
It means studying:

1

2

Anatomy: postures and expressions.
Gestures: emotions and attitudes.

Knowing that a little detail can prepare
the reader for something important that
1S going to happen at any momement.




[SIN LENGUA cilo ENTENDES
| L0 QUE SIGMIFICA SIN ZfWE VAL




Jecicing TWeE WERDS

We need to

choose words
which add valuable
information and
work properly with
the images that
surround them.




Sometimes, a picture is worth a thousand words
so... 1t could be better to get rid of them if
we don’'t need them.




ceciding TWE FLUX

We need to decide how to guide the sight of
our readers around the page and vignettes.

’ From left to right.

L From up top to
bottom.




European and
@ american. @ Manga.




TAL VEZ QUIERAS
EMPEZAR CON BO-
CETOS BASICOS
DEL COMIC ENTERO...
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There are different ways to start a comic or
manga. You might want to start sketching...

.Y LUEGO ANADIR
EL DIALOGO Y LA
NARRACION...

..Y LUEGO PRODUCIR
EL DIBUJO ACA-




Another way is to start by writing the script. It
can be yours or it can be written by another
person, by hand or computer...

/ O TAL VEZ QUIERAS \ / .Y LUEGO USAR \ / .Y LUEGO PRODUCIR

EMPEZAR CON UN ESO PARA HACER EL DIBUJO ACABADO.
GUION COM- TU BORRADOR DE
PLETO, ESCRITO DISENO DE PA-
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Or you can just draw vignettes one by one and
let the story flow.

TAL VEZ INCLUSO QUIERAS

PRODUCIR UNA VINETA ACA- ..i¥ LUEGO HACER LO MISMO CON LA VINETA
BADA SIN TENER NI IDEA DE DOS ¥ TIRAR PARA ADELANTE!
_ip QUE VA A PASAR LUEGO...
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What is important is not to stop drawing and
creating!
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The appearance of our characters
depends on our own style and
personal taste.

We have to think about three
different characteristics:

4 Interior life.

92 Visual distinguish.

& Expressive features.




persomality

It means creating characters with their own
ideas, feelings, tastes, problems, family,
money, education level...

You should
always have
1n mind
what do
they want.




There are three archetypes that you can follow...
But you should try to avoid stereotypes.

4 The wise man.

2 The hero.




Feciel expressions

Our characteres should show different basic
human emotions that we can summarize in 6:

ANGER -
DISGUST (i .
FEAR | -

JOY It's true, there are

much more emotions...

SADNESS but we can represent
SURPRISE them by mixing or

altering those six.
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With these facial expressions we try to show our
readers what is happening in our character’s
mind in that exact moment.

JEARNING HOWTONY -~ &
@ CREATE GOOD COMIES)

Just take a mirror and have a look at yourself...
There are a lot ofexpressions that are shown
even though you don’t want to.




bedy lemguage

Body language can tell your readers who a
character is even before he/she start talking.
Body language and facial expressions work
together to express the same feelings and
emotions.




HERO: Chin up, chest out, arched back.

If you want to show distance or disconfort:
serious face, crossed arms, distance.




cheracter moee] sheet

It is recommended to create a character model
sheet for every character. It is a series of
drawings of it including different clothes,
facial expressions (with body language), shots
and angles, important details...

'ﬁ'.oug‘h 5“'&.“'lf—,
Hhese Jiews of
Bart from five

main angles
are essertiol o
understanding
how his body
works, ond thus
being able +o
drow him in motion
condingingly.
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[ s @ merkier of belones |

Most of good comics have a dynamic balance
between drawings and text. Sometimes there
are more words, and sometimes there is more
text... but they always work together.

There are a lot of ways of telling the same
story (script), you just have to find yours.

Bob era un bebe Feliz.

A los 18 anos, fue a la querra.
A los 36, compro una coisai.
Murio o los 72.




MUY DIRECTA.

PODRIAS ILUSTRAR LOS ACONTECIMIENTOS DE FORMA
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PODRIAS DIBUJARLO TODO USANDO SOLO LAS MANOS.

808 ERA LIN BERE LOS 18 ANOS, FUE A=

LA GLERRA. [ ——

A LOS 36, COMPRO

LINA CASA, E Mh




PODRIAS MOSTRAR A UN NARRADOR HABLANDO PODRIAS INCLUSO ILUSTRARLO COMPLETAMENTE
DIRECTAMENTE CON EL LECTOR. CON STMBOLOS.
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Whatever you do,
remember that
sometimes

a picture is worth a
thousand words.
So... Sometimes it's
better let the images
speak by themselves
and not writing a
word.
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Their shape and style it's up to you (and, of
corse, the situation).

They can
have different
shapes:
rounded,
squared, with
thin or thick
outline,
without
outline...).




The most usual way to write down the text in
balloons is in capital letters... but this “tradition”
1s actually changing.

DAYDREAMING
GR HAPPY
THOUGHTS

NaRMAL
SPEECH
VERTICAL

NORMAL SPEECH

WEAK OR

!
FADING SPEECH \ WHISPERING ) ANNOUNCEMENT
£

Don’t forget that writing down the text using
a bigger size and/or bold makes the reader
understand that you are shouting!




[ CReERepoeete |

It means listening something with our eyes.

They suggest sounds
by using:
Typography.
- Size.
- Shape.
Colour.
- Texture.




[ visuel meEphers |

Using visual metaphors allows you to draw
emotions, feelings, movements or even bad
words without having to write a word.
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You have to make important decissions on

how to introduce the scenario and background
to you reader.

WHY'S MY
SPIDER-SENSE i
GOIN' NUTS!
CAN'T BE 'CAUSE |

"OF A COMMON /-
\ THUG LIKE
you!
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Sometimes, a long shot i1s recommended to start
a scene in order to show the reader where we
are before getting closer to the character.




After showing where everything is happening,

you can choose closer shots and even using
shoc

NOTHING PARTICULAR,
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You don’t need to use your ruler and triangles...

In comic and manga, using perspective means
trying to represent a 3D world in a 2D page.

There are four easy tips that you can use...

POSITION



But, of corse, a proper knowledge of traditional
perspective is always helpful.




Perspective grid.







recl] basic teels

Your MIND Your HAND




You don’t need expensive tools, just normal
sheets of paper and a black fine point.

MAUS (Art Spiegelman) was drawn using just
those two "ingredients”... and it won a Pulitzer
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RUSHES: they offer variable, soft lines.
RUSH-PEN: similar to brushes.

B PEN: you can change the nib and the type

of line given with it.
FINE LINERS: you can buy them with different
thickness.

PC.
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Draw everything by pencil first (sketch).
After that, you can use ink (in any way) or scan
it to keep on working on your computer.
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Use different type of lines and thickness.
It's useful to use thicker lines for the outline of

every object, and slim
[P

lines for what's far away.
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[ Intensity)

Try to achieve intensity to get reader’s attention.
You can use:

* Exagerated perspectives.

* Variations on the sice and shape of the

vighettes.

* Virtuous drawing.

* Diagonal compositions.

* Different shots.

* Different angles.

But... be careful! Too much intensity can make
the reader to feel lost.




Try to find the balance between intensity and
clarity.

Intensity Clarity

A
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It's always a good 1dea to start by copying your
favourite creators: this allows you to practice
and learn about this art.

But in some point you will have to go one step
further and start testing your own style and
comic or manga style.




