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WHAT IS ANIME & MANGA

Good question. There is no short answer. So here’s a long one.

Many people might say, “Manga are Japanese comics, & Anime is the Japanese version of animation. Anime is usually, but not always the animated version of popular manga”. That’s partially true, but it can be misleading.

First of all, though an outsider may think Japan “stole” comics from the west, this is not true. Japan has been making cartoonish art for a very long time (there are humorous ink drawings of animals and caricatured people from hundreds of years ago, bearing striking resemblances to modern manga). True some aspects of manga are taken from the west (Osamu Tezuka, the “father” of modern manga, was influenced by Disney & Max Fleischer), but its main features, such as simple lines and stylized features, are distinctly Japanese. It may be Chinese art had more influence than Western.

Secondly, Japanese manga and anime come in all types, for all sorts of people. Unlike the U.S, which generally seems to believe that “comics are for kids” Japanese manga-ka (manga writers) write for everyone from innocent young children to perverted sex-starved men (there is even a category for ex-juvenile delinquent mothers!). But even the kiddie stuff tends not to be as simple-minded as the American versions (not including intelligent American comics, but more thinking of TV shows). Children’s manga and TV anime shows in Japan will sometimes depict death---While the U.S (on children’s TV) seem determined to run away from such realities of life. And, not surprisingly, much of Japanese manga and anime includes scenes of students in class or doing homework, or of people working in their offices. The work ethic seems omnipotent in the background. Manga and anime also tend to portray technology sympathetically, while some U.S comics seem almost to avoid it, or revile it or simplify it as much as possible.

A third major difference is the unique Japanese manga and anime style, which is distinctive and fairly easy to recognize. This is not to say the style is limiting. Within this broad common stylistic ground, each manga artist’s technique is distinct & unique. The stereotype is of character with huge hair and large eyes, but there are many, many variations, from L.Matsumoto’s (space pirate captain Herlock) seemingly unevenly drawn squash-shaped “ugly” protagonists, to the soft-edged figures of Miyazaki’s work. And, of course, there is less emphasis on the “superhero” world of the U.S. In most manga men & women aren’t necessarily exaggerated extremes of their gender stereotypes, and they wear things other than their skin-tight costumes. In fact, manga and anime characters tend to have unique and aesthetic tastes in fashion. (It’s true that many modern U.S comics have thankfully broken this stereotype.)

And one minor difference between Japanese manga and general superhero comics like D.C. comics or Marvel comics (aside from the black and white nature of manga), is that manga are usually the vision of a single writer (though many editors have a large say, and sometimes direct the story). Unlike the general superhero type , where many writers tend to do different plots and stories, manga are more like novels, complete and detailed worlds that are visions of a single author. The characters remain consistent, and they are allowed to grow and develop. On a related topic, manga also tends to be drawn from a weekly or biweekly publication containing numerous other comics by other authors---and the editors expect cliffhangers/you really want to read the next issue endings each time. So the plot HAS to develop and HAS to interesting at a fairly rapid clip. (There are after all crowds of hopeful would be manga-ka waiting in the wings).

(One last difference is the onomatoepic characteristic of the Japanese language; sound effects fit in much better, and look less stupid, than in English comics. This is just a facet of the language; translated manga sounds effects also don’t work as well.)

Perhaps it is the mix of harsh reality with the tantalizing world of fantasy that makes Japanese manga and anime so appealing. Many popular series, such as Doraemon, Ranma ½ and Kimagure Orange Road follow the lives of seemingly ordinary people---they go to school, do homework, get reprimanded by parents---who have a shadow life that makes them somehow special, whether by psionic talent or friends who are rather different (robots from the future, or aliens from other worlds). I suppose all this serves to allow the reader to sympathize with the character, and yet escape from bland, normal daily life to a fantasy world that is far different.

Even in worlds that exist in the far future, or long ago, the reader is drawn into a 3-dimensionalcharacter, one who is far from perfect, one who has stupid little habits or major character flaws---and who has hopes and dreams that the reader can sympathize with. Unlike some American super heroes, who often seem to just go around defeating Evil (as wonderfully spoofed in American comic “The Tick”), Japanese characters usually have other goals in life that play large themes within their lives. I heard recently the characterization that manga and anime are “character oriented”. The more I think about, the more I think this the right description. Characters aren’t forced into plots, like a foot into a tight shoe; instead stories grow out of characters. The heart of manga and anime is in the hearts of the characters.

That brings us to three other aspects of manga and anime that I really like: the reality of the other world, the spirituality, and the fact that things end.

With comics, the merging of art and words create a unique medium. The art pulls in the mind, and the words make the reality. A picture may be worth a thousand words, while words may convey what art cannot, but the two types together are truly powerful. As for Anime, animation can do inexpensively what special effects crews couldn’t even touch until the recent rise of the recent rise of computer graphics. Art is a limited form of virtual reality. Art, however, requires a plot to make a story come to life.

As I’ve said, even children’s Japanese comics and animation deal with things like death. The also show that one’s enemies aren’t just Evil. In a series like Gundam, you can see that enemies have hopes and dreams of their own, and do, in fact, have reasons for what they do. They aren’t just crazy, or just plain evil. They’re real.

Actions have consequences. If the protagonist

Screws up, he or she has to deal with those results…and, if the person is smart, he or she will remember not to make that mistake again

The character grows and changes, learn new skills, get better at old skills, mature and gain wisdom (unless, of course, it’s a comical series like Doraemon.

Another trait of manga and anime that I have always liked (though perhaps I hadn’t realizes it until recently) is their tendency to contain a sense of spiritual optimism… and not just simplistic good over evil stuff. Bad people can improve and find redemption. Unhappy heroes can find themselves, through personal crisis, and in doing so find happiness. Life does have meaning and purpose, though it must be fought for. Hard work will pay off…but maybe only in the long run. Difficulties occur, but they can be overcome. Strength is found from helping others, even to the point of self-sacrifice…. Not all stories have these spiritual or philosophical messages, but many do. And when these simple but universal themes are woven more or less convincingly into the fabric of good plots and characters, magic happens.

And finally, like all good stories and all real stories, manga and anime have a tendency to end. Heroes and heroines die, or get married, or disappear. The anime series are especially good about this. They tend to have one of three endings: The hero wins (the throne, the person of the opposite sex, whatever), the hero dies (usually after winning), the hero sort of wins (but at a great loss). Of course, the anime or manga is often carefully crafted to either jerk tears out of your eyes, or make you stare wide-eyed absorption to the very very last line of the credits. I can’t describe it here, but think of the ending of any truly good movie, and probably have it.

I guess I’ve wandered quite a bit over this topic. I also probably displayed semi serious manga/anime (which I prefer), and I also probably didn’t quite describe the nature of certain genres (such as pure business manga, or hentai, or the purely political humour comics). And, of course, I’m sort of glossing over the fact that there is LOTS of trash out there, like any field, manga and anime have their lemons, the ones with no plots, 2-d character, truly tasteless jokes, and artwork from hell. However, the best manga and anime are true gems that should not be missed--little

Portals into other worlds that will entertain educate and delight.

While there were few attempts a few pre 50’s attempts at animated films, the increasingly popular Japanese Animation (Anime) of today started with Walt Disney and his early-animated comics. Heavily influenced by Disney’s style of character with large expressive features, Japanese animators copied the western concept of animation studios and began to retell their folk tales in an animated format.

Moving from fairy tales on film to science- fiction and adventure on television in the mid 60’s, “Tetsuwan Atomu” (Astro boy), “Speed racer” and “Gigantor” gave most Americans their first dose of Anime. The 70’s brought giant transforming robots and extraordinary space vehicles; “Grandizer”, “Robotech”, “Mazinger”, “Danguard Ace”, but for the most part Anime remained the domain of small cult groups of “Anifatics”

Many people believe that Anime’s entry into mainstream American entertainment came in 1988 with the release of “Akira”. College fan clubs and societies also played a large role in the popularizing Anime to the point of joint U.S/Japanese production such as the highly successful “ghost in the Shell”.

Another indicator pointing the increasing popularity of Anime can be found on the Internet; just 5 years ago there were only a few web pages dedicated to Anime. Today a query on a search engine results in a count of over 1,00,50,000 entries for the term “Anime”.

MANGA

Manga in today's world is to be considered Japanese Comics. The word manga literally translated means "irresponsible pictures". Manga or Japanese style comics are considered professional comics. A writer/artist of manga are called Mangaka. As in any culture and hobbies there are fans that wish to be able to create the same high quality work as professional writers and artists, which leads these people to also make manga of their favorite shows or manga. When the amateur writers and artists create manga in this way they are commonly refered to as Doujinshi.

Doujinshi can vary from very high quality to very poor quality. Amateur fans will sometimes be noticed by the original writer/artist or a publication company. This sometimes can result in being hired on by the original artist to help work on the manga series or a new one or it can also get you a job drawing your own original manga and being published.

Manga is a respected form of literature/artform and can be made for any age group. It may vary from young children to students to parents to businessmen to even perverted men and women. In some cases, manga can be considered a predecessor of anime, video games or even live-action films.

Manga is distributed in Japan by being printed in a thick phonebook size book called a manga magazine. They are very cheap and their circulation is widespread. These books come out from weekly to monthly and will contain anywhere from 10-20 works from different writers/artists. Each book that comes out will feature a certain manga and will give it 10-40 pages of just the manga. They will also include one short and/or very short manga runs. That might have been a little hard to understand so let me sum up a bit. We shall say you have Volume 1 from 10 of your favorite comics. Now you take all of them and compile them into one book. When a manga in this format becomes popular, they will be then reprinted into a "tankou-bon", also know as a Graphic Novel. The graphic novel is about the same size as a paperback book would be in America and is the compilation of some or all of the volumes of the manga.


HISTORY OF MANGA

The first examples of what might be called "manga" were picture scrolls created during the 6th and 7th centuries by Buddhist monks. The scrolls ran continually, using common symbols such as cherry blossoms and red leaves to indicate the passage of time. The most famous of these works is Choujuugiga, meaning "animal scrolls", a work that depicted animals behaving like humans and satirized Buddhist priests.

	
	




Around the beginning of the 13th century pictures began to be drawn on temple walls, depicting images of the afterlife and of animals. These pictures were crude and deliberately exagerrated representations, and bear a remarkable similarity to modern manga. This phenomenon continued over hundreds of years, branching out to include numerous other subjects, although the style remained the same.



Around the start of the 1600s these pictures were made attractions in themselves for the first time, they were not drawn on temple walls but on wood blocks. These were known as Edo, and the subject was less religious, often graphically erotic, although they branched out once again to include various other subjects, particularly buildings and satire. At around this time the word manga was first used to describe the artistic style. The pictures were by now generally composed in monochrome, with simple outlines and rudimentary blocks of colour which forewent shading. The subject took precedence over the method of representing it.

In 1702 Shumboko Ono, an early celebrity manga artist, made a book out of prints of these pictures with captions, although it was a collection of pictures rather than a progressive story. This method developed over the next hundred years, in books which combined stories with ink-brush illustrations blurred distinctions between text and picture for every paragraph, allowing the art to be just as sequential as the narrative and the narrative to be more frenetic and pacy. The tradition of Toba-e, as these comics were called, grew over the next century, until they were the main form of literature for most of Japanese society. The most popular ones were called ukiyo-e, portraits of the "floating world." These illustrations were generally salacious images of scenes from the red-light district, though they also depicted the age's pleasures, such as the latest outfits and the most popular places to visit. In the late 18th century, kibyoushi, or "yellow-covers," gained popularity.

	


Ukiyo-e Example
	


Ukiyo-e Example


In 1815, the artist Hokusai, a prolific artist who lived from 1760-1849 and left over 30,000 works, created the term manga. He was the creator of the woodblock The Great Wave, his most famous picture and the one most closely identified with traditional Japanese art. His new term for some of his artwork was made of the words "man," meaning "in spite of oneself," "lax" or "whimsical," and "ga," meaning "picture."
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The Great Wave


When Japan was opened to the outside world, European artists introduced shading, perspective and anatomy. They also introduced word balloons and separate sequences. Also, new printing techniques were introduced at this time they were more efficent than woodblock prints. Under European influence, Japanese started making humor magazines similar to Punch, the most famous of which was Marumaru Chimbun in 1877.



The Japan Punch


At the end of 19th century, the first comic strips appeared in John Pulitzer's New York World. Comics of this type appeared in Japanese newspapers soon after and quickly became extremely popular, and Japanese comic artists flourished. But during the late 1920s and early 1930s, the Japanese government started intimidating artists and publishers. Many magazines either closed or started censoring themselves harshly; magazines who did neither frequently had their editors arrested. These types of arrests happened so often that magazines would sometimes pick an employee to be a "jail editor" who would have the honor of taking the punishment and saving his company.

World War II brought this sort of treatment to its logical conclusion. Some cartoonists already believed in what the government were doing; many were forced into tenkou, or a sort of forced conversion. Those who cooperated were greatly rewarded, and those who didn't cooperate were punished with detentions, ostracized and forbidden to write. Artists who had spent their entire careers criticizing the government suddenly changed their tune. During the war, cartoonists would produce three basic types of strips: single-panel strips about Japan's enemies, family comic strips that portrayed home life during a war, and propaganda.

After World War II, cartoons flourished. The publishers who had been powerful before the war were now in shambles, which allowed many tiny new companies to grow. These tiny companies published extremely cheap comics called "red books." One of the red book artists was a medical student named Tezuka Osamu.

One artist deserves credit for modern manga, the late Tezuka Osamu. Mighty Atom, his most popular creation, is famous around the world; a 1960s animated version was broadcast in the U.S. as Astro Boy. In his autobiography, Tezuka described how his manga differ from his predecessors':

Most manga were drawn from a two dimensional perspective like a stage play. Actors' entrances from stage left and light focused on the audience. I came to realize there was no way to produce power or psychological impact with this approach, so I began to introduce cinematic techniques from the German and French movies of my student days. I manipulated close-ups and angles and tried using many panels or many pages to faithfully capture movements and facial expressions that previously would have been a single panel. So I ended up with works more than 1,000 pages in length. The potential of manga was more than humor; using themes of tears, sorrow, anger and hatred, I made stories that did not always have happy endings.

After drawing four-panel comic strips for newspapers, Tezuka debuted in comic books in 1947 with New Treasure Island, a story published as an akahon ('red book'), cheap comics named for the gaudy red ink on the cover. Akahon were a small niche industry providing children with the little entertainment affordable in the crushing poverty of early postwar Japan. New Treasure Island changed manga overnight, selling an unprecedented 400,000 copies. Tezuka moved to a rundown apartment building in Tokyo to be near publishers, and quickly developed a following of budding manga artists, some of whom even moved into the same building. Tezuka's innovations led to a broadening, radical restructuring of the market: children, raised on the manga of Tezuka and his followers, unlike predecessors, didn't stop reading manga when they got to middle school. Or high school. Or college.

In 1956, Toei Animation was founded. Its president, Hiroshi Okawa, wanted to create a Japanese film studio comparable to Disney. Its first film, The Tale of the White Serpent, was released in 1958. It, and the next few films the studio released, paved the way for more mature animation. Shortly after, Tezuka Osamu founded his own animation company, focused on creating movies and series for TV. His Tetsuwan Atomu became the first real animated series for Japanese television.

What would those early Japanese artists think of today's manga industry? What would they think of the lavish movies and television series made out of them? Would they be dazzled by the giant robots, or confused by salaryman heroes? Perhaps, instead, they would feel completely at home among these "whimsical pictures."




Part 2: Boys' Manga
A surprisingly clear line separates the pre-manga from manga generation. Those born before 1950 stopped reading manga after starting junior high, but those born after 1950 have always seen man-ga as entertainment for adults and children. Why 1950? At that time Tezuka transformed manga from simple children's entertainment into a sophisticated medium children were reluctant to abandon, as they grew older.

In 1954 when TV broadcasting began, only 866 TV sets existed. By 1959 when Japan went wild over the crown prince's wedding, there were 2 million. Television's weekly programming set the pace for information flow and entertainment in a post-war Japan undergoing rapid economic development. Other media followed. In 1956, the boom in weekly magazines started. In 1959, children's weeklies were launched. Initially, they focused on general information and entertainment; manga were no more than 40% of an issue. Circulation was low, about 200,000. Soon, however, editors realized the more manga they published, the higher the circulation. Educational items were phased out to the horror of educators and parents.



In Japan, no government hearings intimidated or crippled the comic book industry as in the U.S. Sales continued to rise. Adventure and sci-fi stories like Tezuka's dominated shounen (boys) magazines, but his readership aged. Teenagers, college students, and young laborers turned to rental bookstores, where sophisticated, serious manga (gekiga 'theatrical pictures') had been developing since the late '50s. Often grim, pensive or violent, rental manga focused on realistic drawing and content. Black humor predominated; there was no slapstick comic relief as in 'story manga' where the lowest common denominator had always been primary school boys. Popular artists working for gekiga manga included Sanpei Shirato and Takao Saitoh, known for The Legend of Kamui and Golgo 13.

In the late '60s rental books declined; seinen ('youth') manga hit the market. Some artists moved to shounen ('boys') manga, but many more worked for new seinen magazines, which soon ate into shounen circulation. Shounen magazines responded to the threat by incorporating a toned-down gekiga style to bring back older readers who found gekiga too oppressive. Seinen magazines reverted to story manga to add appeal. In the battle for older readers, leading shounen manga began to lose younger boys, their traditional readers. Circulation plummeted. Shueisha's Jump, a latecomer underdog founded in 1968, stayed faithful to preteens and took the lead in the early 1970's. Their greatest handicap, inability to attract the most famous artists, became its greatest advantage. While older competition had to give their star artists free rein, Jump told rookies to meet reader demands. Jump continues to publish blockbuster hits like long-running Dragonball by Akira Toriyama and more recently Slam Dunk by Takehiko Inoue. In 1980, Jump's circulation was 3 million, in 1985, 4 million; in 1988, 5 million; in 1994, an amazing 6.2 million, far and away the best-selling magazine in Japan. The competition in 1994 was at 3.74 million and 1.27 million.

Part 3: Girls' Manga 
Like shounen manga, shoujo ('girls') manga rose in the decade after 1945. Magazines for primary school girls had simple, humorous comic strips like those in US newspapers until 1954 when Tezuka pioneered longer, more technically, sophisticated stories with adventure, drama, fantasy, tragedy, humor and romance in Ribon no kishi ('Knight of the Ribbon'). In the 1950's and early 60's, men drew shounen and shoujo manga. Mother-daughter relationships predominated. Boy-meets-girl stories were rare, due to readers' ages. Shoujo manga shifted to weeklies in 1963.

Publishers needed artists; they sought out women. From 1967 to '69, a steady stream of new artists turned to a flood, focusing on the Fabulous '49ers born in 1949: Moto Hagio (They Were Eleven and A, A'), Yumiko Ohshima, Keiko Takemiya (Toward the Terra), Riyo Ikeda (Rose of Versailles on the left), and Ryoko Yamagishi. They rejected the limitations of traditional Rose of Versailles shoujo manga, experimented with new themes, stories and styles to appeal increasingly to older readers. They dealt with gender, sexuality, science fiction, the weightiest issues of human existence. Interestingly, weekly shouojo did not last: artists felt weeklies made them focus on action and work at a pace that made depth difficult. Weeklies became bi-weeklies, then monthlies.

As with men, women born after 1950 read manga as adults. By the end of the '70s, shoujo manga were no longer homogeneous. Science fiction, fantasy and homosexual romance were distinct from the mainstream, more sophisticated heterosexual romantic comedies, now less governed by taboo. In the early 1980's, they narrowly targeted clerks and housewives with manga like sleazy U.S. soap operas, but young adult women did not buy the new 'ladies' comics'. They continued with shoujo manga from high school days. Finally in the '90s manga for adult women branched out: 'artsy' publications like the progressive Feel Young, conservative topseller YOU, mainstream newcomer Chorus, and clearly pornographic Comic Amour. Few 7th grade girls (except diehard Sailor Moon or Ray Earth fans) still read Nakayoshi, while others give up Ribon by high school. Margaret makes more conservative manga readers blush; Hana to yume stigmatizes sci-fi/ fantasy geeks; the popular Special Edition Margaret strikes some as too middle-of-the-road. Even today, Americans read novels on trains, but everyone, even businessmen, reads comic books in Japan."

ANIME

Anime (pronounce as ah-nee-meh) refers to Japanese animation. The actual word is borrowed from the French term for animation. Japanese animation is a distinctive form of animation that is almost always noticeable by either the style or quality. Unlike American animation, not all anime is targeted to young audiences. Subjects in anime range from the obscene to the insanely cute, this is because Japanese censorship laws are different from many other countries. Related to anime is manga (pronounce as mah-n-gah). Manga is what comics are called in Japan. The word manga was coined by the artist Hokusai in 1815, usually translated to mean "irresponsible pictures." 

NOT NECESSARILY FOR KIDS

Many people assume that since anime is a style of animation cartoon it means that they are simply cartoons for kids only. While there are anime made with a younger audience in mind many can appeal to people of any age group. In fact a single anime can appeal to both kids and adults at the same time. The younger viewers may like it for the action, humor and the general "look" of it. At the same time older viewers will enjoy it for these reasons and the certain subtleties that kids just couldn't fully grasp or appreciate. 

FORMATS ANIME COME IN

 As in America, Anime comes in many different formats on how it is distributed in Japan. There are TV episodes, OVAs, and        Films.

· TV Episodes: This is Anime that is shown during primetime such as "ER" and "The X-Files" have been/was. The animation quality in TV episodes tends to be good, but nothing spectacular, but it is the long story lines and character developments that tend to make the series so enjoyable. Normal anime TV seasons run 26 Episodes, each new episode shown once a week. Depending on how well the series does another season will be made. Some popular series will be over 100+ episodes. Each episode normally lasts about 30 minutes just like any other TV series.

· OAV or OVA: The letters stand for Original Animation Video. They are released as direct to video. Disney has done this for many squeals of their popular movies. You will find them on Video or DVD or LD only. Each OVA can run from 20-50 minutes but normally not much longer. OVA's tend to be shorter series, but with higher quality animation.

· Full Length Feature Film: They are one story line that begins and ends in one sitting. Anime of this type goes straight to the theater and is released like any other movie. Here of course the animation being done is the highest quality that you will find. They can be anywhere from 60 minutes or more.

WHY FANS LOVE ANIME & MANGA
That depends upon the taste of the individual viewer. However, some of the contributing factors, not in any particular order, may include:


· Intricate plots and storylines. Most anime and manga consist of a great storyline, and there is a great amount of detail, which you have to look out for. In general, Japanese culture is less hung up on nudity and violence, but this does not mean, however, that anime and manga have less plot; quite the opposite in fact. Anime and Manga are usually less cliche'd, and contain much more variety and life than most western animation and comics, not to mention quite a few live-action shows and movies.

· Wide variety of topics and styles. There are anime and manga to fit any and every subject, ranging from the very silly to the very serious. Be it action/adventure, comedy, fantasy, horror, martial arts, science fiction, or sports all genres are represented. Also, anime and manga are usually not specifically intended for any particular age group which adds to their broad appeal.

· The Emotions. Anime and Manga tend to be very emotional. Be it an action/advenutre, comedy, romance, or tragedy, anime and manga fire up emotions that other animation and comics and even non-animated shows fail to do.

· Great artwork. The animation and artwork in anime and manga usually far surpasses other animation and comics, both in detail and style. Anime and Manga characters are drawn to fit an environment, and don't appear like two-dimensional add-on's. And yes, everyone notices the big eyes that some anime and manga characters have. Though many traditional animation fans see Disney as the pinnacle of animation achievement, anime tends to concentrate on a higher level of detail in the artwork rather than fluidity of motion. 

HISTORY OF ANIME
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Dr. O
"Walt Disney of Japan", "God of Comics", "A Legend in his Own Time". Many of these phrases will forever be used to describe Dr. Tezuka, but mere words cannot even begin to describe his work, or how it changed an industry, or even the incredible wealth of material produced by this one man. As I began to research this article, friends sent me copies of magazines that attempted to detail his works, and among them, I discovered that the more I learned about him, the more I realized how little I knew. This single person output more Manga than can be detailed in these pages. The sheer volume of his works could fill several warehouses. There are those much more qualified to explain his Manga history, and I will leave that task to them, and instead, I will concentrate on his animation career. 

Osamu Tezuka was born 1926 in Osaka, Japan, the son of a doctor. According to Tezuka: 
"My career as an animator began when at the age of 4 I copied a picture of Popeye. My house was full of comics when I was a schoolboy. Because we were able to obtain a projector and several films, I was able to see Mickey Mouse, Felix the Cat, Chaplin, and Oswald Rabbit at home. When in the third grade in primary school, I drew comics in my notebook, which was immediately taken away by the teacher. Later, however, he encouraged me with praise....." The then still young Tezuka was heavily influenced by Disney and especially the Max Fleischer cartoons of the period. The early 1930's character designs coming out of the New York based Max Fleischer studio featured round heads, and large round expressive eyes. 



Commercial Animation

While studying to enter the medical practice, following in the footsteps of his father, he also conceptualized and then published several Manga, most notably Tetsuwan Atom (Mighty Atom), the story about a robot boy invented by a man who lost his own son. Like Pinnochio, the robot wishes he were human. His art style was fully formed, the characters were appealingly designed, the story well written, and rife with subplots, intrigue, and danger for the little robot. Tetsuwan Atom was an instant hit, and made Osamu Tezuka's name a household word. Suddenly the manga industry was reborn. Before, comics were not widely read, but Tetsuwan Atom spread far and wide, engulfing all walks of life in Japan.

In 1957 Toei Animation was formed as a subpart of Toei Productions, currently the largest film company in Japan, with the goal of producing animated feature films. Tezuka, currently the country's most popular cartoonist, was contracted to direct one of their first feature length productions, Monkey King (seen in the U.S. as Alakazam the Great). Though a large success within Japan, the film was panned by critics in the U.S., although many admit that it was the poor quality of the translation that ruined it. The year after Toei Animation opened it's doors, Osamu Tezuka became Dr. Tezuka, when he received a doctorate in human anatomy in 1958.

In 1962, his contract with Toei expired, and he set out to form his own company, Mushi Productions, which at first, seemed like a move to put him in direct competetion with his former employer. This was not so. Dr. Tezuka saw the rapidly expanding technology of television as his future. He predicted that the best way to reach a larger auidence than the movies was through the black and white box that sat in any and every home that could afford one. He also decided that his first made for T.V. animation would be based on his number one best selling Manga, Tetsuwan Atom.

This was a rapid departure from the norm, and in effect, changed almost all Japanese animation from that point on. Dr. Tezuka's drive, vision, and determination brought about a new concept to the then young Japanese television industry. The animation was fluid enough for T.V. audiences, with movie like plots and methods of direction previously reserved only for live action flims, such as attention to lighting and using close-ups for dramatic effect. When NBC bought the rights to show Tetsuwan Atom in the U.S. as Astroboy, Tezuka's worldwide success was assured. The move also gave birth to a new era of production as Japanese studios refitted themselves for TV production and new studios formed quickly, as producers raced to catch up to the level that Dr. Tezuka's pioneering spirit had brought him. Mushi Productions grew to be one of the largest animation houses in the business by the time Dr. Tezuka stepped down from the position as Acting Director in 1970. Among his achievements there, it should be noted that he produced an animated version of his Manga, Jungle Emperor (seen in the U.S. as Kimba the White Lion), and that he beat out Ralph Bakshi's Fritz the Cat as the first X-rated animated film with his production Cleopatra, Queen of Sex. Though he never actively practiced medicine, he continued to study and vacillated between his two lives. His manga series' sold consistently in record-breaking quantities, and he continued to receive profits from Mushi, so it goes without saying that, by this point, he was extremely wealthy, and internationally known. But, he could not rest on his laurels, the animation bug had bit him. He took again to directing and producing when in the late 1970's he formed Tezuka Production Co. Again; one of the first productions of this new unit was a color T.V. series of Tetsuwan Atom. Also, the feature film Space Firebird 2772 was produced. Space Firebird was a story loosly based on one of his longest running Manga works, Hino Tori, which was the story of the legendary chase for the immortal Pheonix. The work was semi-autobiographical, and a very personal piece for Dr. Tezuka. Space Firebrid broke new ground in animation quality, and became a yardstick to measure all other films by.


Tezuka's Other Life:

While his dual life as Doctor (though he never actively pursued a medical career), and commercial cartoonist is well known, what many fans of Japanese animation do not know was that Dr. Tezuka led yet another life within the field of animation, that of an independent producer. Independent animation is a field usually reserved for the terminology "art film", but the genre is an area full of experimentation, and art styles vastly diffrent from those we see daily. Almost every modernization in the field of commercial animation was the result of experimentation in styles, camerawork, and usage of the medium in independent animation.

In 1961, Yoji Kuri started a group known as the "Animation Party of Three" with Ryohei Yanagihara and Hiroshi Manabe, and later that year, organized the first Japanese inedependent animation festival. The very next year, Tezuka joined, and produced two films with his own funds, Story of a Street Corner, and Male. Over the years he continued to experiment with the medium and discovered that there was much more freedom in producing his own work in whatever style and form he wished, than bowing to the limitations set by the Television Industry. While Mushi productions continued to grow and produce several animated shows at the same time, employing over 400 people, who would later go on to become some of today's top animation producers and directors, the man who started it all, Osamu Tezuka, was already starting to feel boxed in by the world he had created. Already, many other studios were copying his techniques, and animation was acheiving a "standardized" look. The Japanese love for copying and conformity was strangling the creative atmosphere he needed to work in.

In 1982 he left commercial animation altogether, and went to work full time for his own films, completely abandoning the animation "factories" he helped create. His efforts bore fruit when he premired at the internation Zagreb Animation Festival, held on alternating years in Czechezlavokia, the experimental film, Jumping. Jumping was a seven-minute piece of genius, and won the grand prize at the festival. Not to be outdone by himself, next year, the Festival in Annecy saw the premire of Broken Down Film; which is what the title claims it is. The elaborate pranks confused even hardened projectionists, and the audience loved it. Though no awards are given at the Annecy Festival, it won grand prize at the Hiroshima Festival. Osamu Tezuka became a honored name among independent animators. He continued to promote the medium, appearing at many animation festivals around the world, right up until the point of his death. Osamu Tezuka collapsed after arriving home from a festival, where he shared his experience with those who had alot to learn from this one man. Osamu Tezkua literally changed the face of Japanimation. Before his influence, Japanese animation was traditionally oriented, with a style of it's own. Tezuka homoginized it, making it a widely accepted form of entertainment because the style was not recognizable as belonging to any particular nation. He introduced techniques normally reserved for feature films into the television market, and created an industry in his wake. When he discovered his own Frankenstein's Monster in the stifleing air of the animation factories, he left commercial animation and pursued his own goals. He made the films he wanted to see, and in doing so, gave us something more than anyone had ever imagined. He had a unique love for the medium, and expressed it in a way that we all could appreciate, and also love. It is interesting to note that he has influenced a new generation of American cartoonists, when he himself was influenced by American cartoonists at Disney, and the Fleischer studio. It has come full circle, and we are in a unique position to continue to carry the kind of love he had towards the future. That is Osamu Tezuka's greatest legacy: That so many people love his work, and are striving towards the elusive symbiosis this man shared with his artform and the artform he shared with the world. 



Editorial 

Mighty Atom: Beyond the gloss.

My article mostly is a roundup of his animation career. What made Tezuka truly stand head and shoulders above the generations of animators he inspired was that above all, he was a fantastic storyteller. Take a look at his most popular creation, Tetsuwan Atomu (Astroboy). Astroboy is sort of the "Mickey Mouse" of Japanese animation, if one equates Dr. Tezuka with Walt Disney. The difference is that while Mickey was a character who played different roles seven minutes at a time dependent upon the cartoon, Astroboy was about social change in Japan, and the future of technology as we view it. Tesuwan Atomu translates into "Mighty Atom", who is a friendly robot, atomic powered. This embraces the idea of atomic energy, and the atom itself, as a friendly device, working for the good of man, and NOT the deadly, violent atom that destroyed Hiroshima and Nagaski. The story's underlying meaning does not stop merely at the prospect of helping the Japanese deal with this new power in a friendly fashion, but also goes on to discuss the possibilities of how we will deal with intelligent machines when they come. Astroboy is a robot who wishes that he were a real boy, much like Pinnochio. However, instead of facing the wraith of a whale, or being beguiled by the Fox and the Cat, Atsroboy faces a much more terrible enemy - the insensitivity of man. Astroboy is treated like a machine, though he has human feelings. It is this "second class citizenship", that focuses on our future of artificial intelligence. Issac Asimov wrote of such things in his classic "I Robot" series, but Tezuka goes beyond that. He makes Astroboy more human in terms of his caring and consideration for life, than the humans he is surrounded by. Astroboy is more human than human, and society does not recognize this. Tezuka tells us that it is we who are the robots, unless we learn to care. Almost all of Dr. Tezuka's other work reflects these same attitudes - Peace, technological achievement through peaceful means, Society's ills, - Tezuka gave us a mirror through which to view ourselves, and the sight was indeed, something to learn from. 

THE GENRES

There are many different genres and styles in anime just like movies in the United States. I've tried to compile them the best that I can and anyone out there sees something wrong or can write something better or any addition please send them in I'd be happy to modify and/or add to this list to help fans know what they are looking to search for.


Action/Adventure: - Your general style where something is always going on or your off on a quest that entales adventures. (IE: The Slayers, Legend of Arislan, Lodoss War, RG Veda)

Mecha: - Big robots. That is the easiest way to describe it. Either robots on their own or robots that need people to pilot them. (IE: Gundam, Neon Genesis Evangelion, Megazone 23, Armored Trooper Votoms)

Hentai: - Not hard to explain here, Adult Title (Porn). There are as in the United States market different styles as follows:

General/Normal: - Your simple guy on girl action. General story line can be action/adventure, scifi, or any vary genres styles just like real adult titles.

Yaoi: - Your gay section of hentai, Yaoi is the guy on guy action.

Yuri: - Your other gay section of hentai, Yuri is the girl on girl action.

Tenicals/Creatures: - I would consider this the more horror/freakish type. It spans from monsters with tenicals that are used or you have demons/other misc creatures that normally have sex with the human girls.



Science Fiction: - The future or advanced technology or even space style. Just like any Scifi flick you see. (IE: Ghost In The Shell, Venus Wars, Iria:Zeiram, Baoh)

Shoujo: - Basiclly made for the young girl audience. Your romance, comedy, innocent loves, strong female leads. You will sometimes see some cute little creatures that the characters have as pets or love etc. (IE: Card Captor Sakura, Fancy Lala, Himi chan's Ribbon, Marmalade Boy)

Horror: - Simple, monsters, killing, death, scary stuff. (IE: Wicked City, Demon City Shinjuku, Vampire Hunter D, Devilman)

Marial Arts: - Fighting, Butt kicking, Weapons, what more can you want? (IE: Fists of the North Star, Street Fighter, Rurouni Kenshin, Flame of Recca)

Comedy: - You can go from down right slapstick stupid comedy, to your general type but always something good in comedy with anime. (IE: Ranma 1/2, Tenchi)

Fantasy: - Things that really don't exsist. (all of anime?) Future type stuff this one is hard to explain. Help? (IE: Bastard, Sorcerer Hunters, Tokyo Mew Mew)

Romance: - Love, the love story, falling in love. Sweet talkers. Your general romance stories. (IE: Tenchi, Fushigi Yugi, Blue Seed)

Drama: - Good story but sad ending, the hero or heroien, friends, dies. Sad stuff. (IE: Key: The metal Idol, Saishuu Heiki Kanojo, Mermaid's Scar)

CyberPunk: - A dark future where technology has advanced, and society has done just the opposite?
THE FEATURES



1.) Hairs - Anime hairs come in many styles, shades and colors. A good amount of anime characters have pointy hairstyles, which looks kinda cool. Hair can go from normal to far extreme, either way it's always fun. Subnote: You will see some characters where the hair disappears behind the characters eyes or just goes way and reappears under the eye. This is used to make it easier not to redraw the face when the character blinks etc.


2.) Waist - The waist is always very slim, small and tiny - For female characters. Male characters will vary but also are in some, slim, small and tiny as well.

3.) Legs - Legs as the waist is very hmm nice slim and take up, on some chacters, 3/4's of the body.

Eyes - There are two main type of eyes in anime. Anime characters with small eyes are usually serious, pretty or good looking. Large eyes can usually be found on a cute, childish or playful anime character. Big eyes, even large, giant eyes are charactaristic features of anime characters that is very frequent. The general reason for this is that eyes are seen as a window into the soul and the larger eyes are meant to give the viewer greater access to the character. Besides, those big eyes make many characters cuter.

Mouth - Characters' mouth gets bigger when they are expressing something big or just shouting and gets smaller when they are talking softly about something or someone (probably bad things).


Bouncy, Bouncy - It's not too hard to figure out what this is going to be about but for newbies let me some it up for you, the female breast in anime can defy the laws of gravity. Gainax I believe was the first to use this technique. This doesn't mean all female characters display this characterist just that they have this power if they feel it is needed, I guess you could say.

Super Deformed - If you either are new or old school fan of anime you will at some point run across a character that either is or changes to a super deformed character. A super deformed character is just a small verison of the original character, sometimes child-like or silly, waky. This normally occurs because of some emotional responds or meant to be funny. A good example would be Ah! my goddess series. You have the original series then you have the Adventures of Mini-goddess, which are meant to be funny.

Lots of Nudity - Anime can contain lots of nudity, the reason being is that to the Japanses Culture nudity is no big deal. As it is over in europe, Nudity is something common and nothing out of the ordinary.


Next would be more expressions than appearances but they work together because sometimes the expressions will change the appearance of the character's physical appearance.


Giant Tear Drops - The teardrops can be small and multiply, as well as being, giant. They appear on the side or back of the heads of the character. Reasons vary why they show up it can be from embarrassed, pissed off, fear, nervous, or them being stupid. Sometimes they will grow bigger or smaller and run down the face or back of the head, but when the next shot and/or camera angle hits it will be gone.

Nose Bleeds - Nosebleeds happen to both female and male characters. I will go, as far as to say it is more 99% male than female. Characters get nosebleeds when the site of the member of opposite sex shows too much skin and/or are seen naked. This happens to all characters but mostly is either complete perverts or virgins. Sub note: Sometimes the character faints due to the shock and/or loss of blood but recovers quickly.

The Blushing - When characters blush could be from many varied reasons such as: embarrassed, happy in love, and being drunk. Blushing sometimes will fill the whole face when embarrassed and most of the drunk and happy in love you'll see little light blush marks under the eyes on the cheeks.

Crying Rivers - You will many different variations of crying. It will depend on the situation, some will do the few tear drops which are easily wiped away and thrown, then you'll see some big long streams of tears down the face about an inch thick - the path sometimes is straight or can do a zigzag pattern. Then you will see characters cry so big where is is like a hose is put under the eye then turned on and the water flies out of the eyes and disappears before it hits the ground in most cases.

Pulsating, Bulging, Blood Vessels - This is common when the character is stressed out, angry, frustrated, or over exertion. You will see blood vessels appear either big or small depending on the character's mood and can grow in size if the cause continues. They do not always appear on the head, you sometimes will see it happen on the hand or other body parts but either hand or head is the most common.

Mouth Expansions - Characters mouths can easily grow bigger or wider than the face itself. Most of the time this happens when shouting and/or mischievous smiles.

Nose Bubbles - The nose bubbles will indicate that the character is sleeping and will always pop when they become awake.

Peace Sign - The peace sign, doesn't really mean peace in the anime world it is for "I did it" or "I made it" every once in a while it will mean peace.

Sneezing - When a character sneezes it means someone is talking about them behind their back.


Here is just a small Misc. list of information.


Cute - If it's cute, it’s Deadly! Many creatures and people in Japanese Animation that are cute are almost among the most powerful in the story. Take for example Ryo-ohki, a creature that looks like a rabbit and meows like a cat. She may look harmlessly cute, but don't let that fool you. Ryo-ohki has the capability to transform into a spaceship with enough firepower to level mountains. I shudder to think what a Care Bear would do in a Japanese Animation world.

Skirt - Skirt peeks a plenty. If there is a girl wearing a skirt, we will see her panties, and if she is in battle, her shirt will rip off, wearing a bra only if show is aimed at those under the age of 20. If the girl transforms her outfit, such as when they go into battle, what she was wearing rips off leaving her temporally nude and is then clothed into a new outfit.


Face fall - Face fault is a term used when a character is so shocked by a comment or action they fall down, usually face first. Face faults are normally reserved for the humorous Anime shows like Ranma 1/2.

Dimensional Objects - In many comedies, especially romantic ones, when a female gets upset at a guy, normally ones they are in love with, she pulls a large hammer or mallet out of nowhere and hits him with it.
A HUMUROUS TAKE ON ANIME

ANIME LAWS

The Laws of Anime is a growing list of physical, universal, and natural phenomenon that seem to appear in various forms in all sorts of anime. The original intent was an effort to classify these incidents into a list of "laws" that explained how Anime physics are different from our own (real?) world. Due to the rather dynamic nature of Anime Science, theories and paradigms are generally in a state of constant flux, often shifting or changing with the tide of whimsy. By no means all-inclusive and sometimes not even remotely instructive, the following is an enumerated list of semi-empirical islands in an ocean of conjecture. It is my hope that you find them useful to studying Anime, or at the very least, worth a good chuckle.

#1-Law of Metaphysical Irregularity

     The normal laws of physics do not apply.

#2-Law of Differentiated Gravitation

     Whenever someone or something jumps, is thrown, or                 

Otherwise rendered airborne, gravity is reduced by a factor of 4.

#3-Law of Sonic Amplification, First Law of Anime Acoustics

     In space, loud sounds, like explosions, are even louder because there is no air to get in the way.

#4-Law of Constant Thrust, First Law of Anime Motion

     In space, constant thrust equals constant velocity.

#5-Law of Mechanical Mobility, Second Law of Anime Motion

     The larger a mechanical device is, the faster it moves. Armored Mecha are the fastest objects known to human science.

#6-Law of Temporal Variability

     Time is not a constant. Time stops for the hero whenever he does something ‘cool’ or ‘impressive’. Time slows down when friends and lovers are being killed and speeds up whenever there is a fight.

#7-First Law of Temporal Mortality

     ‘Good Guy’ and ‘Bad Guys’ both die in one or two ways. Either so quickly they don’t even see it coming, OR it’s a long drawn out affair where the character gains much insight to the working of society, human existence or why the toast always lands buttered side down.

#8-Second Law of Temporal Mortality

     It takes some time for bad guys to die…regardless of physical damage. Even when the ‘Bad Guys’ are killed so quickly they didn’t see it coming, it takes them a while to realize they are dead. This is attributed to the belief that being evil damages the Reality lobe of the brain.

#9-Law of Dramatic Emphasis

     Scene involving extreme amounts of action are depicted with either still frames or black screens with a slash of bright color (usually red or white).

#10-Law of Dramatic Multiplicity

      Scenes that happen once, for instance, a ‘Good Guy’ kicks the ‘Bad Guy’ in the face, are seen at least 3 times from 3 different angles.

#11-Law of Inherent Combustibility

      Everything explodes. Everything.

      First Corollary

      Anything that explodes bulges first.

     Second Corollary

     Large cities are the most explosive substance known to human science. Tokyo in particular seems to be the most unstable of these cities, sometimes referred to as “The Matchstick city”.

#12-Law of Phlogistatic Emission

      Nearly all things emit light from fatal wounds.

#13-Law of Energetic Emission

      There is always an energy build up (commonly referred to as an energy ‘bulge’) before Mecha or spacecraft weapons fire. Because of the explosive qualities of weapons, it is believed that this is related to the Law of Inherent Combustibility.

#14-Law of Inverse Lethal Magnitude

      The destructive potential of any object/organism is inversely proportional to its size.

      First Corollary- 

      Small and cute will always overcome big and ugly. Also known as the A-Ko phenomenon. 
#15-Law of Inexhaustibility

      No one *EVER* runs out of ammunition. That is of course unless they are cornered, out-numbered, out-classed and unconscious. 

#16-Law of Inverse Accuracy

    The accuracy of a  ‘Good Guy’ when operating any form of firearm increases. The accuracy of the ‘Bad Guys’ when operating firearms decreases when the difficulty of the shot decreases. (Also known as the Storm trooper Effect) Example: A ‘Good Guy’ in a drunken stupor being held upside down from a moving vehicle will always hit, and several battalions of ‘Bad Guys’

       First Corollary

       The more ‘Bad Guys’ there are, the less likely they will hit anyone or do any real damage.

       Second Corollary

       Whenever a ‘Good Guy’ is faced with insurmountable odds, the ‘Bad Guys’ line up in neat rows, allowing the hero to take them all out with a single burst of automatic fire then escape.

       Third Corollary

      Whenever a ‘Good Guy’ is actually hit by enemy fire, it is in a designated ‘Good Guy Area’, usually a flesh wound in the shoulder or arm, which restricts the ‘Good Guy’ from doing anything more strenuous than driving, firing weaponry, using melee weapons, operating any heavy machinery, or doing complex martial arts maneuvers.

#17-Law of Transient Romantic Unreliability

      Minmei is a bimbo.

#18-Law of Hemoglobin Capacity

      The human body contains over 12 gallons of blood.

#19-Law of Demonic Consistency

      Demons and other supernatural creatures have at least three, loads of fangs, tend to be yellow-green or brown, but black is not unknown, and can only be hurt by bladed weapons.

#20-Law of Militaristic Unreliability

      Huge galaxy-wide armadas, entire armies, and large-war machines full of cruel, heartless, bloodthirsty warriors can be stopped and defeated with a single insignificant example of a caring/loving emotion or a song.

#21-Law of Tactical Unreliability              

    Tactical geniuses aren’t….  

#22-Law of Inconsequential Undetectability

      People never notice the little things…. Like missing body parts, or wounds the size of Seattle.

#23-Law of Juvenile Intellectuality

      Children are smarter than adults. And almost always twice as annoying.

#24-Law of Antagonistic Americanthropomorphism

    The really nasty ‘Bad Guys’ are always skinny Americans.

#25-Law of Americanthropomorphistic Intellectual Inferiority

    The stupid ‘Good Guys’ are always big Americans.

     First Corollary

       The only people who are more stupid than the big dumb Americans are the American translators. (Sometimes referred to as the Green Line Effect)

      Second Corollary

     The only people who are more stupid than the American editors and censors. 

#26-Law of Mandibular Proportionality

      The size of a person’s mouth is directly proportional to the volume at which they speak.

#27-Law of Feline Mutation

      Any basic half-cat/half-human mutation will invariably:

     1) Be female

     2) Will possess ears and sometimes a tail as a genetic mutation

     3) Wear as little clothing as possible, if any

#28-Law of Conservation of Firepower                                                                         
    Any powerful weapon capable of destroying/defeating an opponent in a single shot will invariably be reserved and used only as a last resort.

#29-Law of Technological User-Benevolence

      The formal training required to operate a spaceship or mecha is invariably proportional to its complexity.

#30-Law of Melee Luminescence

      Any being displaying extremely high levels of martial arts prowess and/or violent emotions emits light in the form of a glowing aura. This aura is usually blue for ‘good guys’ and red for ‘bad guys’. This is attributed to good being higher in the electromagnetic spectrum than Evil. 

#31-Law of Non-anthropomorphic Antagonism

      All ugly, non-humanoid alien races are hostile, and usually hell-bent on destroying humanity for some obscure reason.

#32-Law of Follicular Chroma Variability

      Any color in the visible spectrum is considered a natural hair color. This color can change without warning or explanation.

#33-Law of Topological Aerodynamics, First Law of Anime

      Aero-Dynamics * ANY * shape, no matter how convoluted or odd-looking, is automatically aerodynamic.

#34-Law of Probable Attire  

      Clothing in anime follows certain predictable guidelines. Female characters war as little clothing as possible, regardless of whether it is socially or metrologically appropriate. Any female with an excessive amount of clothing will invariably have her clothes ripped to shreds or torn off somehow. Whenever there is a headwind, a male character will invariably wear a long cloak, which doesn’t hamper movement and billows dramatically behind him.

      First Corollary (cryo-Adaptability)

      All anime characters are resistant to extremely cold temperature, and do not need to wear heavy or warm clothing

in snow.

   Second Corollary (Indecent Invulnerability)

   Bikinis render the wearer invulnerable to any form of damage.

   Third Corollary

   No sort of clothing, whether it be a leather body suit or full body armor in no way does it encumber its wearer.

#35-Law of Musical Omnipotence

      Any character capable of musical talent (singing, playing an instrument, etc) is automatically capable of doing much more “simple” things, like piloting mecha, fighting crime, stopping an intergalactic war, and so on…especially if they have never attempted these things before.

#36-Law of Quintupular Agglutination

      Also called “The Five-man Rule”, when “Good Guys” group together, it tends to be in groups of five. These are the five basic positions, which are:

1) The hero/leader

2) His girlfriend

3) His best friend/Rival

4) A Hulking brute

5) A dwarf/Kid

     Between these basic positions are distributed several attributes, which include:

1) Extreme coolness

2) Amazing Intelligence

3) Incredible Irritation  

#37-Law of Extradimensional Capacitance

      All anime females have an extradimensional storage space of variable volume somewhere on their self from which they can instantly retrieve any object.

     First Corollary (The Hammer rule)

     The common item stored is a heavy mallet, which can be used with unerring accuracy on any male who deserves it. Other common items include costumes/uniforms, power suits/armor and large bazookas.

#38-Law of Hydrostatic Emissions 

      Eyes tend to be rather large in Anime. This is because they contain several gallons of water, which may be instantaneously released at high pressure through large tear ducts. The actual volume of water contained in the eyes is unknown, as there is no evidence to suggest that these reservoirs are actually capable of running out. The reason water tends to collect in the eyes is because Anime characters only have one large sweat gland, which is located at the back of the head.

#39-Law of Chromatic Diversity

      Air can be any color of the viewable spectrum.

#40-Law of Old man Comic relief

      One law would be that comic relief comes in the form of a short bald wise mouthed dirty old man or alien Or the combination of any two of those traits.

     First Corollary

     If the old man is present, and is acting too horny, stupid etc, there will invariably be an old woman to whap him over the head with a frying pan or something.

#41-Law of the wise old man

      Little, old Japanese men always know how it ends and withhold the ending from anyone, especially the hero. This includes special power weapons, ancient relics and people who know everything.

#42-Law of Omnipotent Unreliability

     Any ‘Bad Guy’ with omnipotent powers/weapons will never use those powers/weapons against the ‘Good Guy’ until its too late.

     First Corollary

     All ‘Bad Guys’ suffer from Antagonistic Boasting Syndrome which require all ‘Bad Guys’ to threaten with or exemplify their prowess and not use it against the ‘Good Guy’

     Second Corollary

     No ‘Bad Guy’ may use any new, secret or superior military device without one of the following events occurring:

a) The control device being broken

b) The control device being taken by the ‘Good guy’

c) The control device is in fact not the real at all and was just ‘fooled’ by the ‘Good Guy’

d) The ‘Bad Guy’ has already lost and cannot use the device.    

#43-Law of minimum corneal volume:

      Eyeballs may take up no less than one sixth of the face’s total surface area. More so if the case is a blonde woman.

#44-Law of Electrical charges in the hair

      Hair attracts electricity in abundance, resulting in two outcomes:

a) A positive charge will result in the spikes flying everywhere behind me look.

b) A negative charge will result in the hair cascading down to the waist in a single sheet look.

#45-Law of ammunition accuracy

      When there are multiple types of ammunition available, non-lethal rounds will always be more accurate when compared to ‘standard’ or lethal shots.

#46-Law of Active Female Attraction

      In a comedy series, a male character’s attractiveness to women is inversely proportional to how active they pursue them.

#47-Law of Sweat Pore Variability

      When a person is embarrassed, caught in an awkward situation, or otherwise humiliated, all sweat pores on the body contract, except for ones on the forehead. These pores expand to such a degree that a single drop could fill a big gulp from 7-11.

#48-The law of Inverse Training Time 

      A person who has been training for three years is never as good as someone who has been training for 1 month.

#49-Law of needs to few and many

      The needs of the many, outway the needs of the few… of even the one.

#50-Law of Bad Humor

      Whenever someone says something that is intended to be a joke, whether actually funny or not, the rest of the characters on the screen (including animals) would fall to the ground with feet in the air. Sweat would sometimes accompany the fall. 

#51-Law of Extreme Anger

    Whenever a female character gets mad, such as seeing the male character with another girl, she would become extremely strong (despite her usually helpless look) so that she can lift up a 1000 tons object to hurt the guy. She can sometimes perform other punishments that are so cruel such as pinching the guy’s face so hard that it would change shape.

#52-Law of Differentiated Gravitation

      First Corollary             

    If the airborne entity exceeds an altitude equal or greater than two times the height of the entity, gravity is decreased by an inverse coefficient relative to the upward momentum and mass/weight (if within at least 500 km of any gravity source) of the entity ‘jumping’. 

Second corollary

The amount of Newtonian ‘opposite force’ (in accordance to normal downward velocity; ‘Earth gravity’ speed is equal to 32ft/sec/sec)is also inversely proportional to the ‘actual’ speed of the airborne entity. In all actuality, an entity that appears to be flying towards a solid concrete parking lot from space will actually land, producing an opposite force of approximately 1.73 lbs of pressure.  Unless this articular entity is a ‘bad guy’. Then, the law exhibits a mysterious exponentially proportional Newtonian opposite force, thusly increasing this variable by a factor equal to the inverse- gravity potential.

#53-Law of Conservation of Ambient Dramatic Tension

    In any situation where the Ambient Dramatic Tension increases, the ‘Good Guy’s’ Style Coefficient must increase by a proportional amount to compensate. In any situation where this does not happen, the ‘Bad Guy’ inevitably comes out on top. However, this usually leads to a further rise in the Ambient Dramatic Tension, which will always be offset by an exponential increase in the ‘Good Guy’s’ Style Coefficient.

#54-Law of Coersive Vehicular Control

      No matter how complex or well defined the control system, a character controlling a vehicle of any sort always does so through means of undetectable subconscious psychokinesis.

      First Corollary

      Characters can perform actions with their vehicles which clearly defy normal physics (see Laws of Metaphysical Irregularity and Constant Thrust). The velocity, attitude and traction of the vehicle appear  to be adjustable at will, with the degree of absolute control being proportional to the complexity and lethality of the maneuver.

      Second Corollary

      It is effectively impossible to remove characters from or disrupt the passage of their vehicles without the character’s consent. This does not always apply to ‘Bad Guy’ characters, or ‘Good Guy’ characters in situations where the Ambient Dramatic Tension could increase in accordance with the Law of Ambient Dramatic Tension.

#55-Amendment to the Law of Conservation of Ambient Dramatic Tension

      In any situation where the Ambient Dramatic Tension increases without a corresponding increase in the ‘Good Guy’s’ Style Coefficient, not only does the ‘Bad Guy’ usually come out on top, but also his Smugness Factor increases in proportion to the rise in Ambient Dramatic Tension.

#56-Law of The Rushing Background Effect

      Whenever something dramatic occurs, a survival instinct engages, thus rendering all incoming stimulous that is not directly and immediately important to the dramatic situation at hand a meaningless blur. This is often referred to as The Rushing Background Effect. Due to the increase in brain activity and adrenaline levels in the blood steam, the scene is often played out in slow motion.

#57-The Law of Interdimensional Hammers

      Whenever a female character witnesses a male character of her preference performing any sort of questionable act (i.e. looking at another girl or anything she might construe as perverted) she can reach into an interdimensional realm (usually behind her back) and withdraw a huge Anime Mallet of Doom with which to whack the said male over the head with.  

#58-The law of Instant Band-Aids

      Whenever a character is injured (usually in a head shot, maybe from a mallet whack) Band-Aids will always instantly appear on the wounded individual (and always in pairs, set in a cross fashion). These bandages will then, most likely, disappear by the character next screenshot.

#59-Law of Universal Edge Defense

      Any projectile attack, from a blast of magic to a hail of bullets, can easily be defended against by holding a suitably cool-looking sword or other bladed weapons between the attacker and defender, usually so that the edge cuts into the incoming attack(s), causing the halves to go flying harmlessly past the defender. Observed most often in fantasy and martial arts anime.

#60-Law of Intractable Sanity

      There is no such thing as insanity in anime. When faced with horrifying supernatural forces that would drive most men mad, anime characters will either:

a) Die quickly (but in accordance with all other laws)

b) Get possessed by them, especially if they are beautiful girls in a position to ravish beautiful girls, or

c) Kill them, wipe the blood off their blades, and walk on whistling

#61-celestial Body Control

      At a dramatically correct moment, a hero can summon a sun/moon/halo to appear behind him to cause a dramatic silhouette.

#62-Aura of Forgetfulness

      Any hero who wishes his identity to remain secret will invariably succeed regardless of disguise because everyone around him will forget everything. Otherwise, how does Sailor Moon keep her disguise?

#63-cool Hair Factor

      The hair of a hero will always coalesce into thick strands that drape his face in a dramatic fashion, regardless of wind, the elements, etc.

#64-Law of Inverse Coping

      Any single event will happen to the ONE character LEAST capable of dealing with it.
#65-Law of Love

      Anime follows very distinct rules of love.

a) The anime character that falls in love usually must hate each other first.

b) The guy is usually too stubborn to admit his love so the woman is usually the first to admit her love.

c) The character finds out that they love each other 2 seconds before it is too late. 

#66-The law of Necromantic power increase

      The hero will invariably not have the power to defeat the enemy in the first battle and thus will succumb to a seeming death. From this death the hero will receive insight and an exponential increase in power that will make him far stronger than the enemy. This will invariably be surpassed by the next enemy.

#67-The Law of Amendment to the “Five man team”

      If the team is made totally of one sex.
1) The leader (usually doesn't think themselves worthy)
2) The fighter (usually there to defend someone)
3) The intellectual (usually something about them surprises everyone at every turn and can make anything)
4) The good looking one
5) The leader's rival (usually best friend of the leader who constantly points out their inadequacies)
6) The mentor (usually has a vast store of knowledge about the enemies minions, even when the minion was just created five seconds ago)

#68-The Law of Handicap

       When a "Good Guy" is outnumbered by a large group of "Bad Guys," the "Good Guy's" strength will increase as needed to quickly defeat the "Bad Guys." However, when a number of "Good Guys" overwhelm the number of "Bad Guys," the "Good Guys'" power will decrease, thus giving the "Bad Guys" a chance to win and prolonging the battle until the hero shows up. 

#69-The Law of Magnification of Energy

      A martial arts anime that involves characters controlling ki energy, either Good Guys or Bad Guys can spend up to a whole episode charging up, and the God/Bad Guy will just stand there and watch without doing anything to stop him.

The Law of Ki Blast

      The time it takes a character to learn an attack is inversely proportional to its power The Law of Ki Blasts, 1st Corollary 
The size of a blast is directly proportional to the time it takes to perform it.

#70-The Law of Dramatic Staredowns

      Anytime the hero is entering a major fight with the villain, they will stare at each other for at least two episodes.

#71-The Law of Exponential Damage Attraction Increase

(SSFSX17)

      Big bulky guys are exponentially more likely to be harmed for the sake of the girl or for the sake of the greater cause than anyone else.

#72-The Law of Exponential Pain Attraction Increase (SSFSX17)

      The smaller, cuter, or younger that a boy or a girl is in a moody and deep Anime, the more troubles and problems that will befall that youth.

#73-The Law o f Inverse Wound Remnatal Discharge

      Any lethal wound, be it from bullet or blade, will cause bits of flesh and fabric to fly in slow motion from the wound, the total amount of discharge being determined by the potential cleanliness of the wound.

#74-The Law of Demonic Sanguinel Expulsion

      Upon the death of some huge demonic creature, large amounts of blood and gore spew from both the wound and the mouth, covering any nearby surfaces, people, etc. in this (refer to Law of Hemoglobin Capacity). 
First Corollary (Post-Defeat Revenge Factor) - 
Three times out of five, coming in contact with cause either one of three things to happen:

a) Instant death is caused (possibly due to the chemical composition of the demonic blood)
b) Absolutely nothing (This often occurs near the end of a series or movie, when the Hero kills the supreme and hellish uber-Demon)
c) The demon blood causes an instantaneous mutation in the bodily form of its killer, thought to be caused by the supreme concentration of 'evilness' in this blood. (This is most notable in the beginning of a series/movie, or near the middle, when a previous hero slays a powerful demon and becomes one himself, or a friend of the hero slays the demon. This also can be used as a plot device to bring about a sequel.)

#75-Law of Nonrepercussive damage (also known as “the physics of a head butt”)

      Any damage dealt by a fighter-type character will not adversely affect him or his equipment (i.e., the character in question will be able to cut through stone or steel without damaging his sword, be able to punch through solid walls without injuring his knuckles, wrist or arm, and be able to administer several head butts in quick succession with no ill effects, the latter of which being known as the "Kibagami Jubei Effect").

 #76-The Law of Universal Linguistics

       No matter where anyone is they always speak the same language as the native people.

#77-The Law of Romantic Angst

      If at any time, a couple, generally consisting of either one or two shy individuals, shows signs of having romantic success, The Message Theory states that a message from one to the other will immediately be:

A) Lost and never delivered causing heartbreak for one and confusion for the other once he/she encounters heartbroken partner.

B) Passed on via a forgetful friend (whose forgetful tendencies have been overlooked in the euphoria) who garbles the message.

Failing the Message Theory, one of them will die tragically, usually as a result of his/her partner's actions.
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