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ROCK AND

COMICS
Exhibition coordinated by Hippolyte with the colla-

boration of Romain Philippon and Freddy Leclerc, 
on the occasion of the 10th edition of the festival 
Rock à la Buse which takes place March 18th and 

19th at the Cité des Arts. This Music Festival, now historic 
in La Reunion, has since its creation privileged the meeting 
between Rock and the world of comics. As a graphic novelist, 
comic book author, photographer and illustrator, Hippolyte is 
increasingly interested in the interaction between drawing and 
photography within a narrative. He wrote comic strip stories 
like «Les Enfants de Kinshasa», which was selected for the 
Prix Albert Londres in 2012, or «La Fantaisie des Dieux», 

written with Patrick de Saint 
Exupéry, about the geno-
cide in Rwanda. He works 
regularly for various 

 magazines and 
publishing houses.
The Rock and Bd 
project presents the 
work of many country 
artists who, under 
the guidance of the 
cartoonist Hippolyte, 
have endeavored to 
make the universe 
rock by imagining the 

posters of dozens of imaginary 
and improbable concerts. Filled 
with humor and originality, these 
graphic proposals create a link 
between drawing, image and 
music, the means par excellence 
of claiming and communicating an 
identity, a revolt, an era.
Le Cri du Margouillat is a staple 
of the event. It was a comic 
magazine published on the island 
of Réunion, created in 1986 by 
the association Band ‘Décidée. 
The newspaper is proclaimed at 
«random periodicity» and brings 
together, at its origins, students 

and high school students of Saint-Denis around the editor-
in-chief, Boby Antoir. Over the years, the team became more 
professional and several authors from Margouillat made a 
career in metropolitan France. The newspaper is also open 
to the subregion, and hosts Malagasy authors , Mauritians 
and Mahorais. The meeting with the team of the South African 
newspaper Bitterkomix allows new exchanges between Reu-
nion and South Africa. A publishing label, Center du Monde, 
was created and the first albums were published, including 
the Tiburce series by Tehem, which had a resounding success 
in Réunion. The first formula ceased in May 2000 after 28 
issues. The newspaper then became monthly, under the new 
name Le Margouillat, in June 2000. Its editor-in-chief was 
André Pangrani. This new formula comes close to publica-
tions such as Charlie Hebdo, and mixes pages of comics 
and satirical or critical articles on the news Reunion. In 2001, 
the newspaper participated actively in the creation of the 
comic book festival Cyclone BD, and awarded each edition 
a Margouillat prize rewarding a work published in the year. 
The magazine Le Margouillat ceased in its turn to appear in 
January 2002 after 13 issues to which must be added a free 
and committed series against the participation of Jean-Marie 
Le Pen in the second round of the presidential election.

NEW BOOK BY LE CRI DU MARGOUILLAT The comic 
collective is preparing a special issue of the long lost magazine which kickstarted a lot of 
comic artists in 80s/90s such as Malika Secouss’ creator, Tehem. The magazine will feature 
the old generation of the Cri Crew and the newcomers.
One of the members returns on the event of Les 24 heures de la BD, saying it helped him 
prepare for the upcoming magazine :
«I remember the first time I entered such a contest, I had no idea how difficult it would be : 
I stayed at a friend’s house during the contest duration who was not participating. 18 hours 
in, I was tired, my body filled with Red Bull, sugar coating my teeth and I had to resist the 
urge to choke my supportive and sleeping friend. And of course, this time, I was prepared 
mentally and physically ! I had it all figured it out : the time management, the story and the 
equipment. I was ready. And true to the nature of this contest, every thing went the other 
way. And i’m glad it did, this is all part of the charm. (My favorite unplanned moment was 
when I took a bath and nearly drowned myself.) Well, excuse me, now I have to prepare for 
the magazine.»
To get more news on the next issue go to : http://www.lecridumargouillat.re/

Exhibition opened 
until April 16, 2016! 
The exhibition is 
freely accessible 
7 days / 7 from 12 
to 7 pm and every 
evening of live 
performance. 
FREE ENTRY
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SKETCHTIPS

LOOKING FOR THE RIGHT IDEA 
BEFORE THE BIG JUMP

Sketching is great for rapid idea ge-
neration. A pencil or a Sharpie and a 
piece of paper invite loose explora-
tion. Remember to keep on genera-
ting ideas—you’ll want to push past 
that first bunch of surface ideas to 
get the deeper concepts out of your 
head.
For quick idea generation, I like to 
read notes I wrote during the kic-
koff phase of a project, letting those 
words and thoughts rumble around 
my head until they lead me to new 
ideas. Once an idea comes to mind, 
I capture it on paper, add notes, and 
number each sketch as reference 
for later review. Sketching offers 
you the freedom to explore alter-
native ideas. Early in a project it’s 
important to see a variety of diffe-
rent ideas so you can choose the 
best option. Sketching works well 
for this, as you can explore those 
varied ideas quickly.
When you’re sketching, your mind 
is free to play and explore other 
directions that surface. Sketches 
help filter out “rabbit hole” ideas—
concepts that are impossible to pro-
duce or impractical to deliver on. 

source : alistapart.com
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It’s very common for painting tutorials to treat light as an addition to the picture, an atmosphere-maker. 
We can easily get the impression that the object has a universal form, and then with proper lighting we 
can change the mood of the picture. The truth is without light there would be nothing to paint! Until you 
realize that, you’re shooting blind.
Here comes the first, the most important rule of painting: light is the only thing we can see. It’s not an 
object, not a color, not a perspective, not a shape. We can see only light rays, reflected from a surface, 
disturbed by the properties of the surface and our eyes. The final image in our head, one frame of the 
never-ending video, is a set of all the rays hitting our retina at that one moment. This image can be 
disturbed by differences between the properties of every ray—every one of them comes from a different 
direction, distance, and they may have hit a lot of objects before hitting your eye last.
That’s exactly what we’re doing when painting—we imitate rays hitting different surfaces (color, consis-
tency, gloss), the distance between them (the amount of diffuse color, contrast, edges, perspective),  
and most certainly we don’t draw things that don’t reflect or emit anything to our eyes. If you «add light» 
after the picture is almost done, you’re doing it wrong—everything on your painting is light. 
Shadow is an area untouched by direct light. When you’re staying in shadow, you’re not able to see the 
source of light. But wait, if light doesn’t touch the area, how can we see something that is in shadow? 
How can we see anything on a cloudy day, when everything is in the shadow of the clouds? That’s the 
result of diffused light.

LIGHT AND SHADOW
source : design.tutsplus.com
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Deep in the Forest, 2014, Guillaume Clarisse. For the main character, the lighting is much smoother and the traits 
are round. Her appearance is nearer to realism than the rest of the painting. The animals are sharper and more 
cartoonish. The two styles tell the story of an individual lost in her thoughts and out of reality.
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