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THE OFFIGIAL
HOW ‘[T@ DERAW

ROBON=GE]

A monthly manual devoted to teaching how to learn to draw the ROBOTE
characters and fighting craft in an intelligent and easy to understanc «z,
one or more characters or devices from each of the three majr' story i
ROBOTECH™ saga. Each storyline will be featured in rotation. lss 1es 1 through £ w

10 through 12 will cover the NEW GENERATION characters. lssu s 13 through 24 will re
rotation examining new material from the storyline.

WRITTEN AND DESIGNED BY

ROBERT A. MILLER AND
ANDREA LAFRANCE

LANCER (YELLOW DANCER)

AGE: 22 |
RANK: Resistance Fighter,
Non-Military

Lancer is a veteran freedom fighter who
meets Scott Bernard and joins his band of
fighters in waging a guerilla war against
thelnvid Invaders. Possessing a complex
and enigmatic personality, Lancer is suited
te his role as freedom-fighter and spy.
Modeling himself after the legendary Lynn
Minmei, Lancer moves freely through
Invid territory by disguising himself as
the popular female singer Yellow Dancer.
He takes his role as the performer Yellow
Dancer so seriously that he becomes a
morale-builder to the downtrodden inhab-
itants of Earth. Fortunately Lancer’s sense
of humor allows him to make light of his
perplexing dual identity. Because of this
ability to laugh at himself, he is a good
friend to others as well as a thoughtful
advisorand acourageous, talented fight-
er. Lancer soonbecomesthe object of the
infatuation ofanInvid Princess who wants
‘to know what it is like to be human. The
combination of her infatuation and Lan-
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the end of the Third ROBOTECH™ War.
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Unfortunately for the Regis. Sera. like her
pradece::r"rs Miriya Sterling and Mus-
ica, cannot fight off the emotions she is
beginning to develop. The feeling that
troubles her most are those that she has
for Lancer. E entually she realizes that
she is in love with him, and from that

moment on is tom between her duty to
her queen and her devotion to Lancer.
Finally Sera and Lancer help to change
the thinking of the Invid Regis and win
freedom for the earth.
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INTRODUCTION

Hello and welcome to what | like to think
is the greatest issue of the greatest “how
to draw” book on the market;, HOW TO
DRAW ROBOTECH™ 11. 1 just want to say
that it's my pleasure to have you people
back and | think that you all will agree
that this is the “IT” comic of 1987. The
creation of this book is, once again, a
product of the insatiable desires of a pro-
duction team that feels no need for sleep,
food or even pay. Our only desire is to
show you how to draw the characters of
ROBOTECH™ (butif we can geta small cup
of coffee and stale donut we'd be kinda’
happy too.)

And we've got two of the most important
characters in the ROBOTECH™ saga. First
it's the enigmatic spy, LANCER-YELLOW
DANCER. Along with a variety of his
interesting poses, we've also included an
important piece of mecha: his Armored
CycloneCycle. We have also included the
equally mysterious Invid spy, Sera. Her
piece of mecha is the Invid Scout Ship.
Finally there is the armor of the Invid
Shock Troopers.

This is a real handful to draw so you had
better lock the door on your bedroom,
take out your art tools, turn the T.V. off,
turn the radio to a nice soothing station,
unplug the phone, pull down the shades.
get outthe drawing and tracing paper and
startdrawing ROBOTECH™; and remember,
YOU LEARN TO DRAW BY DRAWING!




SPECIAL ANNOUNCEMENTH!
NEW ADDRESS! NEW ADDRESS!

Man, am | happy. The room here at the
production departmentis beginning to fill
up with R[]B"II]TECH”‘ fan mail and art. It’s
all great, and in honor of all the fine work
that's coming in we have decided to print
the names of our contributing fans onthe
frontcover. Yep! You may getto see your
name on the cover! Keep your eyes open
for the issue bearing your name.

| also want to rave about our new world
headquarters from which we hope to take
over the planet. It looks like a geodesic
dome and is stocked to the teeth with the
most futuristic scientific weaponry I've
ever seen. | think this place has orbital
capabilities but right now we are in this
new spot to stay, so get your pen out and
write down this new address:

BLACKTHORNE PUBLISHING CO.

1340 Hill Street

El Cajon, CA 92020
Remember that we can only print xerox
copies of your art, so pleasedon’t sendin
original artwork or color work (as we
print solely in black and white); and
please don't send in sandwiches, coffee
or stale donuts either. Thanks.
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“ FACE FRONT

Todraw Lancer’s head, make a circle and
place horizontal and vertical centerlines
through it to match the tilt of the head.
Draw in Lancer’'s jawline on the bottom
half of the circle. Now draw in the body
centerline. -

Start sketching in Lancer’s hair, head-
piece and face. Draw inthe shoulders and
collarline. If you have any trouble, erase
and start over. As long as you recognize
your mistakes they can only help you to
grow.

Divide the horizontal centerline in half
again for Lancer's eyes. His eyebrows
will be placed on the harizontal centerline
and the eyes below it. The nose will be at
the bottom of the circle. Lancer’s mouth-
line is 1/3 the distance from his noseline
to his chin. Draw in his necklines and
shoulderline.

\

Now lay a piece of tracing paper aver the
sketch. Redraw the finished piece without
the construction.



To draw Lancer’s profile, start again with
the circle and draw your vertical and
horizontal centerlines throughitto match
any tilt in his head. Draw in the jawline
from the centerline to the front of the
circle.

Now start sketching in Lancer’s face and
hair. Pay attention to his headpiece.

Draw inlLancer'seyebrow onthehorizon-
tal centertine and draw the eye below it.
The noseline should be drawn from the
bottom of the circleto the front of Lancer’s
face. His mouthline is 1/3 down from the
nose toward the chin.

i

Trace over your sketch of Lancer for your
final drawing.
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LANCER

To draw Lancer’s figure, begin by draw-
ing a centerline. Indicate where you want
the top of the head and the bottom of the
feet. Now divide the centerline into eight
equal parts. The shoulders are one space
down, the crotch is four parts down, the
elbo ws are at three and the knees are at
six. Now use the Double-Diamonds to
create the skeleton for the body. Use balls
and sticks to to lay down the arms and
legs.

If you've got your foundation down, start
turning sticks into solid masses. Sticks
become cylinders. Start sketching in the
lines to place the features of the face on.



You can start roughihg in Lancer’s cos-
tume and other details.

Now on tracing paper outline Lancer’s
finished form and costume design. If it
looks good then send us a copy of this
drawing.

J4N914 114



LANCER

Todraw Lancer’'s sideview, start by draw-
ing a vertical centerline. Mark off the
eightequal parts of the line in accordance
with how tall you want the figure to be.
Using the same measurements you used

~on Lancer’s full figure, construct the

basic skeleton with the Double-Diamonds
and balls and sticks.:

Now start turning balls and sticks into
cylinders. Begin to indicate the features
of the face and start sketchingin Lancer’s
hair.



Start sketching inLancer’'s body and cos-
tume. Since his costume is tight you will
not have to worry about folds or creases.
Draw in the details of Lancer’s face and
hair. Make sure the proportions are cor-
rect by checking them against the origi-
nal drawing.

When you are satisfied with your sketch,
pull outthat magic piece of tracing paper,
slap it down over your sketch, grab your
pencil, and start drawing!




Here is Lancer in a variety of poses. Try to use the line of action to begin constructing
these poses. By using the line of action you can get the general feeling and movement of
the pose on paper even before you begin drawing the skeleton. Justuse one or two simple
lines to describe the action of the figure you are drawing and then build on that.
Remember to always start as simply as possible.




When you start drawing the details of the figure remember to think in terms of a
three-dimensional figure. Try not to make the figure appear flat. Wrap clothing around
the body and hair around the head. Creases in clothing should appearto go around the

body and not appear flat. Remember that you are responsible for creating the illusion of
depth in your drawings so keep practicing.




Here is a slightly foreshortened view of Lancer's armored cyclone. Begin this
practice by firstlooking at the completed version and trying to find the most simple
forms to describe the bike. It can be any combination of the basic geometric forms
but remember to keep it simple. Now draw a rectangular area on your paper to
indicate where you want the bike to go and the amount of space you want it to fill
up, and then draw your basic skeleton of the bike in that space.

Once you have a basic three-dimensional drawing of the bike in place you can start
finding the smaller shapes on the original bike and draw them as smaller basic
shapes on the skeleton. Remember to use your rulers and any other equipment you
can lay your hands on.
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Now start putting detail to those smaller shapes. Try to draw the smaller shapes
and the overall bike so that they appear solid.

At this point, check your sketch against this original illustration of Lancer’s
Armored Cyclone. If you're not satisfied with the way the bike looks, don’t be afraid
to go back and redraw. If you are satisfied with what you've done, then it’s tracing

paper time! Lay a piece over your sketch, and draw a finished, clean copy—then*®
please, send us a copy!
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SERA

Sera’s figure begins with the Double-
Diamonds. Sera stands 6-'2 heads tall,
with her chest at 1-» heads, waist at 2-'%
heads, knees at 4-%» and "ankles at 6
heads. Sketch in the balls and sticks for
her feet and hands, and an oval for her
head.

Now start turning sticks into cylinders.
Add hair to Sera’s head and outlines to
her face to indicate where her features
will be.



Now start roughing in her costume and
details. Don'tbe afraid to erase and make
corrections. Once you have Seradrawn to
your satisfaction, vou can prepare to
draw your final version.

i
i
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SERA

To draw Sera’s side-view, start by draw-
ing a vertical centerline. Mark off the
eight equal parts of the centerline in
accordance with how tall you want her
figure to be. Using the same measure-
ments you used on Lancer’s side figure,
begin to construct the basic skeletonwith
the Double-Diamonds and balls and sticks.

Now start turning balls and sticks into
cylinders. Begin to indicate the features
of Sera’s face and start sketching in her
hair.



Start sketching in Sera’s body and cos-
tume. Draw in the details of Sera’s face
and hair. Make sure the proportions are
correct by checking them against the
original drawing.

When you are satisfied with your sketch,
pull outthat magic piece of tracing paper,
slap it down over your sketch, grab your
pencil, and start drawing the finished
version!

111104d
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FAN MAIL

Attention all aspiring ROBOTECH™ artists.
As was mentioned earlier, Blackthorne
has moved its world headquarters in
order to further its long-range plans to
some day become the dominating force of
the universe.
Our new address is:

BLACKTHORNE PUBLISHING CO.

1340 Hill Street

El Cajon, California 92020
Wish us luck! And now on to your letters.

Dear Blackthorne:

Forthe pastfew months, | have enjoyed
your series, How To Draw ROBOTECH™. |
didn’t want to draw a “copy me” picture,
so after about an hour, | produced an
original of Nova Satori proudly display-
ing her police badge. | also used your
books to help me draw a ROBOTECH™ pos-
ter for a school contest. | came in second
place.

Thank You
Lee Mabie
Memphis, TN

Dear Lee:

Congratulations on your coming in sec-
ond place at school. Keep up the good
work and first place can’t be far behind.
Your art looks great.

Dear Blackthorne:
| think your book, “The Official How To
Draw ROBOTECH™” is a fantastic idea. It
does a great job in explaining the con-
cepts behind drawing. | think it would be
a good idea to have a little section
explaining Japanese style noses and ears,
like you did the eyes. The Japanese have
a unique way of drawing these, too.
Regards
Andrew Miller
Gaithersburg, MD

Dear Andrew

We thought your art was fine. Thanks
for sending itin. '

If we can getthe material together for a
section on ears and noses then we would
be glad to do it for you and the other
Robotech fans. Thanks for the letter and
art.

To whomtit may concern:

It's hard to write to a magazine and not
know who will be reading it. Do we send
the letters to the editor, or Robert A.
Miller, the writer and compiler? |f Robert
A. Miller gets them, do we call him Mr.
Miller, or can we call him Rob?

Tell us who’s gonna’ go through the
mail and we’ll be happy to call that per-
son by his or her name (it's better than
some other names | can think of!)

0.K., about H.T.D.R. (that’s an abbrevi-
ation), think it's an excellent idea! I've
been buying eachissuesince #1.1've been
drawing all my life, ('m 18) and have
become relatively good atit (ifl do say so
myself). I candraw any ROBOTECH™ char-
acter provided | have a picture of that
character in the given position. | could
not put that character in any position |
chose. Thanks to your mag, they (the
characters) can now sit back and put
their feet up instead of standing stiffly
and posing for "ROBOTECH™ Art 17 pictures.

You've already covered my favorite
character, Max Sterling, in issue 4, but
will you feature my favorite, Lancer,
when the New Generation rolls around?
(Some Rohofacts for ya': Jimmy Flinders
provides the voice for both Max and
Lancer. Thanks, Jim!) If Lancer is por-
trayed, will Yellow Dancer, his alternate
identity, be featured also? Hope so!

Keep up the good work,
Karen Dove

Japanimation lover and RDF
recruit.

Dear Karen,

This is Mr. Miller writing to let you
know that you can call me Rob any time
you want. Any other names need not
apply.

| really enjoyed your letter and thank
you for any and all compliments. | also
want to thank you for that great picture
you drew. You're pretty good. Please
send in more of your art work (especially
the ones of the characters with their feet
up) and we’ll see if we can get it printed.

Thanks for the great letter and art,
“recruit”.
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The following is a partlal list of books that will be of inferest and help to you in
learning more about drawing. Remember that books can only show you the
way. YOU LEARNTO DRAW BY DRAWINGI

BRIDGMAN'S COMPLETE GUIDE TO LIFE DRAWING
George B. Bridgman
Weathervane Books

DRAWING THE HUMAN FIGURE
Jack Hamm' Grosset & Dunlap

DRAW
Kurt Hanks and Larry Belliston
William Kaufman, Inc.

READING LIST

DYNAMIC FIGURE DRAWING
Burne Hogarth
Watson-Guptil Publications

HOW TO DRAW THE MARVEL WAY
Stan Lee and John Buscema
Simon and Schuster

FIGURE DRAWING FOR ALL IT'S WORH
Andrew Loomis
Bonanza Books

CREATIVE ILLUSTRATION
Andrew Loomis
Bonanza Books

FUN WITH A PENCIL
Andrew Loomis
Bonanza Books

THE NATURAL WAY TO DRAW
Kimon Nicoaides
Houghton Miffin Co.

ATLAS OF HUMAN ANATOMY FOR THE ARTIST
Steven Rogers Peck
Oxford University Press

THE ART OF DRAWING
Willy Pogany
Littlefield, Adams Co.

HOW-TO-DRAW TIPS FROM THE TOP CARTOONISTS
Donnar Publications

HOW TO USE CREATIVE PERSPECTIVE
Ernest W. Watson
Van Nostrand Reinhold

PERSPECTIVE DRAWING
Ernest Norling
Walter Foster

THE OFFICIAL HOW TO DRAW ROBOTECH™
{ISSUE 7-3

David Cody Weiss-Bob Miller
Blackthorne Publishing
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IT WAS A ROUGH PLANET. ‘ '
THEY NEEDED 1,000 LAWMEN. :

THEY GOT ONE.
HE WAS ENOUGH.

It was a lousy planét, but it did
have oxygen. Earth named it New Texas
and forgot about it. Then one day, Kerium
was discovered on New Texas—therare,
fantastically expensive, mineral that
powered Earth's spaceships. A town was
founded and it was a reckless one.
Outlaws roamed the streets and openly
terrorized the merchants and miners. The
town needed a 1,000 lawmen—it got
ONE. Bravestar—he was enough.

Y BraveSiarr ©1987 [
¥ Filmation Associates.
All rights reserved. [ 8
BraveStarrisa
Registered Trademark of ‘
Filrmation Associates\. i

BRAVESTAR™ 3-D #1 is 32, action-packed 3-D pages with full-color, laser-scanned, covers. —_— e
One pair of 3-D glasses is included with each comic. ......... $2.50 ($3.50 Canada) - ==
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STORY BY
John Stephenson

ART BY
E. R. CRUZ

All-out action and
adventure in outer space
as the JOE team has to

- join forces with COBRA

in order to avert a global

disaster! [

PLUS . .. The first-ever

glimpse of the new -

DEFIANT Space Vehicle

Launch Compiex!

GLi. JOE in 3-D #2 - 32 three dimensional RaNSE b}
with full ook, laser-scanned | 1y
covars. Ona pair 3-D glasses inciuded with B

sach comic. . . .. $2.50 (Canada 3.50)

L W\ R ._
Hasbro, Inc. G.I. JOE & a registered trademark of Hasbro, Inc. All nights reserved.
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“After the deep coordinates of space were

explored. After the Great Bounty Hunter

Wars. After the fall of mankind.
This is the time of Serius Bounty
Hunter. )
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~ STORY & ART BY EVAN THOMAS
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e Full color, laser-scannet BOVBIS . .. . .. .. .. ..o ouerarnnnnn $1.75 (Canada 2.50)
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SUPER 2-PART STORY!

Story & Art by RICH HEDDEN & TOM MCWEENEY

Up on the rooftop. Quick, Quick, Quick!
Raider's making Roachmill Sick, Sick Sick!
Roachmill’s most offbeat adveniure yet! The 21st
Century’s top exterminator tackles the people’s hero . . .

“The Rooftop Raider.”

ROACHMILL #6 - 32 page, black and white bi-monthly comic book with full
color, laser-scanned COVEIS . . ... ..o . $1.75 ($2.50 Canada}

|
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strength has nothing
10 do with size.

~ Pencils by Story Concept & Script by Inks & Letters by

ANDY ICE JOHN STEPHENSON JORGE PACHECO

HASBRO. Inc. & Blackthorne Publishing present
BATTLE BEASTS™, a fantastic full color, bi-monthly
comicl, BATTLE BEASTS™, an armada of incredible
little creatures engaged in a never-ending battle for

control of their jungle world!

BATILF BEASTS #1 - 32 page. full color, BATTLE BEASTS © 1987 HASBRO. Inc.
bi-moa:ly comec book with full color, BATTLE BEASTS is a registered trademark
iaser-scamned covers. $1.50 of HASBRO. Inc. All Rights reserved.
{Canada 2 25) :

=
=
——
—
.
E=
—
— W
3
=]
—
— —
=
e
E
_ — -
=
B




an you can draw the exmtmg characiars and
awss,ume weaponry of the Great American
‘Hero™ and the world’s #1 action figure:
6.1 JOE®! Professional illustrator,
Dennis Francis, gives you the
_ simple steps so you can draw
at! yﬂnr iauante hernas!




