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Sketchbook of James Wolf Strehle

The Gallery

Daarken, Andreas Rocha &
Bradford Rigney plus more!

SCI-Fi
CUSTOM BRUSHES

Roberto F Castro brings us the forth part in our Sci-Fi Custom Brush
tutorial series by showing us how to create elements foundina
futuristic corridor

concept Art for Games
Bart Tiongson shows us how to create character concepts in the forth
chapter of our Concept art for Games tutorial series.

Painting (reatures From Folklore
Nykolai Aleksander shows how she created he own interpretation of
faeries in the second chapter in this tutorial series.

Superhot Female Marines
Alex Ruiz paints some battle hardened female marines in the forth
chapater in our Painting Futuristic marines series.
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Editorial

Hello and welcome to the

October issue of 2DArtist.

If you are anything like me

you are already wondering

where the nice sunny

days have gone, and are
slowly getting depressed by the short days and dark nights. But it's not
all doom and gloom, if you are stuck inside what is there better to do

than sit down with the new issue or 2DArtist and be inspired.

And if it is inspiration you are after this issue is perfect for you. This
month’s gallery is full of exceptional art by exceptional artists, including
work from Brad Rigney, Daarken, Andreas Rocha, Ignacio Bazan
Lazcano and Sergey Musin. | can almost hear your jaws drop to the

floor!

As if that wasn’t enough our making of this month is by surrealist genius
Yang Xueguo, and he tells us how he created his great image Concrete
5 and gives us a master class in painting light! From the Surreal we
jump to the stereoscopic, you all thought that 3D was limited to the
world of 3D Modeling and sculpting, well this month we are proved
wrong as we catch up with Theo Prins. Theo is an amazing digital

painter who has mastered the art of stereoscopic painting.

James Wolf Strehle is this month’s sketchbook artist. James has been
in the 2DArtist gallery on many occasions, and this month we get to

have a look at how he starts his digital painting process.

Ok, so on to the tutorials. For all of those who have been enjoying the
Futuristic Marines series we have a slightly different twist on the subject
this month. Alex Ruiz shows us that Futuristic marines don’t have to be
male to look tough, and shows us how he broke away from his usual

process to create his great locker room scene.

On the subject of futuristic marines, the next instalment of the concept
art for games series shows us how to design the main character of our

game. Bart Tiongson is our instructor again this month, and gives us
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another fantastic insight into working in the games industry, and shows us

how to create fast and original concepts in Photoshop.

We stick with the same subject matter for this month’s Custom Brushes
for Sci-Fi tutorial. Roberto. F. Castro shows us ways to create brushes
to help with our workflow and overall appearance of your work, and in
this issue he concentrates on vents and wires, and shows a great way of

creating volumetric light using a custom brush.

Moving away from Sci-Fi and on to Fantasy, this month’s creature

from folklore is a Fairy and showing us how to paint them is Nykolai
Aleksander. Nykolai is full of tips and tricks, including a cool way to create
a color palette. Fairy’s are something that we are very familiar with, but
Nykolai puts an interesting and modern twist on the subject.

Well there is plenty in there to keep you going, have fun!

Issue 058 October 2010



http://www.2dartistmag.com

Get the most out of your

Magazine!

If you're having problems viewing the double-page spreads that we
feature in this magazine, follow this handy little guide on how to set

up your PDF reader!

Sefting up your PDF reader

For optimum viewing of the magazine it is recommended that you have

the latest Acrobat Reader installed.

You can download it for free here: DOWNLOAD!

To view the many double-page spreads featured in 2DArtist magazine,
you can set the reader to display ‘two-up’, which will show double-

page spreads as one large landscape image:

1. Open the magazine in Reader;

2. Go to the View menu, then Pﬂgﬂ (liSlllﬂY
3. Select TWO-II[) Cﬂlllillllﬂlls making sure that Sll0W COVBI’
Pﬂge is also selected.


http://www.adobe.com/products/acrobat/readstep2.html
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Contributing Artists

Every month many artists around the world contribute to 3DCreative and
2DArtist magazines. Here you can find out a bit more about them!
If you would like to be a part of 3DCreative or 2DArtist magazine, please

contact: simon@3dtotal.com

Roberto F.

Castro

An architect and visual artist; he
has won awards in architecture

and design and is the author

of several architectural
projects. As a visual artist he uses both traditional
and digital techniques alike, and he develops
works incorporating digital painting, concept art and
animation. A great part of his work is focused on
architectural environments, futuristic design, and
character/creature design.
http://robertofc.com/

contact@robertofc.com

Allﬂg‘kolal

sander

A UK-based freelance character
illustrator and portrait painter,

she’s been working in the CG

field for the past eight years,
with publications in several Ballistic Publishing books
and 3Dtotal’s ‘Digital Art Masters’ series, as well as

numerous magazines around the world.

http://www.admemento.com

X@admemento.com
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Theo

Prins

A young artist with a passion
for environments, he works

internationally as a freelance

concept artist and travels
frequently in search of inspiration for his own work.
His latest projects include a growing collection of
stereoscopic paintings and he’s currently in the

process of creating an illustrated book.

http://www.theoprins.com/

theo.w.prins@gmail.com

Kok

Yang Xueguo comes from
Kunming, China. He started

painting when he was a little

boy and now is an art teacher
at an art university. After graduating from university
he decided to engage in 3D animation and digital
painting. Yang prefers fantasy and surreal arts, and
usually paints digitally, but plans to do some oil

painting in the future.

http://seedsfromhell.blogspot.com
blurl977@126.com

Barl

Tiongson

Bart was born in the Philippines

and raised in Toronto,

Canada. Currently employed

as a concept artist at Robot

Entertainment, Bart was the lead artist on Halo
Wars at Ensemble Studios and has over 10 years of

industry experience. Bart loves to eat!

http://riceandeggs.blogspot.com/

BTiongson@RobotEntertainment.com
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“I spend a lot of time
biking around with my
laptop, sitting in diiierent
places and painting”

Theo Prins is a fascinating digital artist living in Washington USA. He's
spent periods of his life in a variety of different and diverse locations around
the world, which have clearly influenced his art, and he’s also a pioneer of

Stereoscopic painting. Sound interesting? Read on to find out more!

How to view the Stereoscopic paintings
While looking at the center of the stereoscopic pair, place your finger about
halfway between you and the screen. If you converge your eyes to focus on

your finger you will notice the images on the screen begin to overlap.

Adjust your finger’s position until the images completely overlap. Because
you are still focusing on your finger, the images on the screen will be

blurred.

The trick is to remove your finger and allow yourself to focus on the screen
without uncrossing your eyes. Done correctly, you will see three images on
the screen. The center image will have depth and the two outer images will

not.

Your brain translates the disparity between the images that have

overlapped into the experience of depth.
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Fulfill your

The magazine for creatives'
all around the world

Get to know the
airbrush technique

Bring your motif
on any surface

Improve your digital
artwork with airbrush

Detailed how to
descriptions for
beginners

& advanced learner

Events & news
from the European
airbrush scene
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James shares a selection of his sketches and started pieces with us in this month’s
sketchbook. James is a great believer in getting straight in to Photoshop and putting
some color down, and we can see in his images how he can turn a dash of color

here and there into a great finished image.
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SKETCHBOOK OF
JAMES WOLF
STREHLE

As a digital artist | don’t think | really have what you
would consider a conventional “sketchbook”. It is

a cluttered pile of folders and files, but the heart of
this digital mess contains much of what the artist

is about. When you do open it up you are opening
a folder of a thousand unfinished fantasies. It is

a world of undiscovered lands and characters
searching for a purpose. | have so many unfinished
works that it was hard to make a selection for this
article, but I've managed to scrounge up a few to

write some words about.

When it comes to sketching environments | usually

don’t get much further than a few scribbled lines
before filling the screen with color. The reason is
that environments have a lot more freedom than
figurative work, because you don’t have to be
completely accurate to be believable, so | let the
textures and brush work fill in the details for me
(Fig.01).

| usually reserve slightly more involved

environment sketches for clients, because there
tend to be more restrictions involved and there is
no point in wasting time adding color in until you

know you are on the right track (Fig.02).
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With figurative work | tend to spend more time with
the character’s anatomy. | don’t spend too much
time perfecting it, but | try getting the anatomy close
enough that | can use it as a guide, because | can

always tweak and adjust during the painting stages.

Towards the end of the sketching process | fill

in the major shapes to aid in the painting later,
because | can quickly select the masks under the
Channels tab later. This allows me to make large
color washes and brush strokes without having to
be precise, at least until a later point in the painting

(Fig.03 — 04).
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Lately I've been jumping right into the landscapes
with full color because | find the process of

experimentation to be very exciting. The time involved

is still low and it allows me to get a more finished look.

| also like getting the color in early in case | run out
of time and the sketch ends up getting lost in my pile
of unfinished work. | can open it up and immediately
know what | was going for when | originally started

the image (Fig.05 — 06).

o
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| have also been doing this with smaller
illustrative work, because I've been trying to
loosen up my style and not be so nitpicky
about the small stuff. It lets me keep the image
fresh and | don’t get caught up in following the

sketched guidelines (Fig.07 — 08).






This is a small selection of my “sketchbook” but
hopefully | was able to give you an idea of what
goes on behind the scenes that are normally
kept in the shadows (Fig.09 — 10). If you would
like to see the finished versions of many of
these sketches, feel free to check out my art
blog at: Jameswolfart.blogspot.com. Thanks for

looking!






For more information please visit:

Or contact them at:


http://www.jamiestrehle.com/
mailto:jameswolfstrehle@yahoo.com
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VFS ANIMATION & VISUAL EFFECTS ALUMNI CREDITS INCLUDE 9 Mike Lharniey, s, Texture Artist

Zeke Norton, Previsualization Supervisor | Anuj Patil, Senior Technical Director | Christine Peterson, Digital Compositor 50 Cent:

Blood on the Sand (VG) Giorgio Bertolone, Creature Technical Director Aliens in the Attic Rex Ahn, Pre-Visualization

Lead | Craig Calvert, CG Supervisor | Julianna Kolakis, Character Designer | Ben Sanders, Supervising Animator | Rommel Shamoun,

Compositor | Noel Wright, Digital Compositor | Adam Yaniv, Animation Supervisor Alvin & the Chipmunks: The Squeakuel

Nicholas Augello, Technical Animator | Christopher Downs, Technical Animator | Amy Lu, Animator | Adam Yaniv, Animation

Supervisor Amelia Armando Velazquez, Digital Compositor | Clement Yip, Animator America's Army 3 (VG) Matthew Turner,

Artist Angels & Demons Craig Calvert, Pre-Visualization Artist | Jessica Wan, Lead Rotoscope Artist | Noel Wright, Digital

Compositor Armored Riley Benard, Digital Compositor | Yuta Shimizu, Visual Effects Artist Astro Boy Andreas Hikel, Layout Artist

Kim Ooi, Animation Director Avatar Michael Cozens, Lead Animator | Tamir Diab, Technical Director | Aaron Gilman, Character

Animator | Alfredo Luzardo, Layout Technical Director | Ben Sanders, Animator The Beatles: Rock Band (VG) Mike Krentz, Ul Artist

Briital Legend (VG) Marke Pedersen, Senior Artist Case 39 Riley Benard, Digital Compositor | Craig Calvert, CG Supervisor | Matthias

Lowry, Visual Effects | Fion Mok, Matchmove Artist | Teh-wei Yeh, Matchmove Artist Cirque du Freak: The Vampire's Assistant

Nicholas Augello, Technical Animator | Julianna Kolakis, Character Designer | Ai Saimoto, Lighting Lead Cloudy with a Chance of

Meatballs Andrew Lawson, Animator | Arun Ram-Mohan, Senior Color and Lighting Technical Director Coraline Brian Demoskoff, Animator

A Christmas Carol Kirk Chantraine, Motion Capture Technical Director | Joel Pennington, Motion Capture Technical Director | Shraga

Weiss, Character Modeler | Brent Wong, Character Modeler District 9 Neill Blomkamp, Director/Co-Writer | Jelmer Boskma, Modeler | Robert

Bourgeault, Lighting Lead | Freddy Chavez, Visual Effects Compositor | Dominic Cheung, Lighting Technical Director | Paul Copeland, Visual Effects

Artist | Anthony Di Ninno, Animator | Brian Harder, Creature Rigger | Bernhard Huber, Effects Animator | Brett Ineson, Motion Capture Supervisor

Steve Johnston, Render Wrangler | Patrick Kalyn, Animator | Bernhard Kimbacher, Visual Effects Data Coordinator/Compositor | Julianna Kolakis,

Creature Texture Painter | Adam Marisett, Visual Effects Artist | Nikolai Michaleski, Compositor | Brendon Morfitt, Digital Artist | Fernando

Pazos, Animator | Dan Prentice, Visual Effects Artist | Mike Rhone, Visual Effects Artist | Cesar Rodriguez Bautista, Digital Paint & Roto Artist

Cynthia Rodriguez del Castillo, Digital Paint & Roto Artist | Marc Roth, Visual Effects Artist | Derek Stevenson, Matchmove Lead | James Stewart,

Creature Supervisor | Richard Sur, Lighting Technical Director | Anna Tonrungroj, Digital Compositor | Shawn Walsh, Visual Effects Executive

Producer | Joey Wilson, Modeler/Texturer | Samson Wong, Matchmove Artist Drag Me To Hell Thomas Schelesny, Visual Effects Supervisor Dragon

Age: Origins (VG) Bobby Bath, Character/Creature Artist | Ryan Lim, Lead Creature Character Artist | Herbert Lowis, Artist | Brian Sum, Concept Artist

Nathan Zufelt, Cinematic Animator Escape from Planet Earth Giorgio Bertolone, Creature Technical Director | Anthony Di Ninno, Layout Artist | Craig

George, Head of Story | Gary Hendry, Layout Artist | Nicholas Smolyn, Layout Artist Eureka Anuj Patil, Lead Compositor | Mike Rhone, Visual Effects Artist

Fast & Furious Ben Dishart, Texture Artist | Armando Velazquez, Digital Compositor The Final Destination David Yabu, Animator G-Force John Iskandar,
Lighting and Compositing TD | Ken Kaiser, Animator | Hyun Chul Jung, Animator | Andrew Lawson, Animator | Phan Wiantrakoon, Animator Ghostbusters: The
Video Game (VG) Giorgio Bertolone, Creature Technical Director | Winston Fan, Compositor | Harry Liu, Junior Motion Capture Editor | Jessica Mih, Modeler | Maya
Zuckerman, Visual Effects Artist Gl Joe: The Rise of Cobra Jelmer Boskma, Modeler | Patrick Conaty, Digital Compositor | Ben Dishart, Texture Supervisor | Aruna
Inversin, Digital Compositor | Julianna Kolakis, Concept Artist/Modeler | Sean Lewkiw, Visual Effects Artist | Tom Piedmont, Digital Artist | Jeremy Stewart, Senior
Animator | Jeff Tetzlaff, Lead Modeler | Jessica Wan, Lead Rotoscope Artist Grey Gardens Armando Velazquez, Digital Compositor Halo 3: ODST (VG) Bartek
Kujbida, Cinematic Animator Harper's Island Steve ). McLeod, Digital Compositor Harry Potter and the Half-Blood Prince Harry Mukhopadhyay, Lead Effects
Technical Director | Pietro Ponti, TD Generalist | Gia Sadhwani, Digital Effects Artist | Kieran Tether, Digital Artist | Teh-wei Yeh, Lighting TD Ice Age: Dawn of the
Dinosaurs Scott Lemmer, Animator | Thom Roberts, Animator | Brent Wong, Modeler Invictus Christopher Ahrens, Lighting Lead | Geoffrey Hancock, Visual Effects
Supervisor | Sean Lewkiw, Digital Effects Supervisor | Jason McKeeman, Lead Technical Animator | Farhad Mohasseb, Compositor | Michelle Skrzyniarz, Matchmove
Artist | Jose Yapor, Animator Killzone 2 (VG) Andrea Arghinenti, Technical Artist King of the Hill Michael Loya, Director Knowing Tim Rowlandson, Rigging
Technical Director | Richard Sur, Lighting Technical Director Land of the Lost Nicholas Augello, Massive Technical Director | Tony Etienne, Lighting Supervisor
Amy Lu, Character Animator Law Abiding Citizen Freddy Chavez, Compositor | Veronica Marino, Compositor | James McPhail, Effects Animator | Jacob Curtis

Miller, Matchmover | Jay Randall, Visual Effects Supervisor | Derek Stevenson, Matchmover | Shawn Walsh, Visual Effects Executive Producer The League

of Super Evil Daphne De Jesus, Compositor | Barry Karnowski, Animation Supervisor The Lord of the Rings: Conquest (VG) Michelle Lam, Lead
Character Artist The Lovely Bones Michael Cozens, Previs Animator Monsters vs. Aliens Jiyoung Lee, Texture Artist Night at the Museum: Battle of

the Smithsonian Rex Ahn, Previsualization Lead | Nicholas Augello, Technical Animator | Christopher Downs, Technical Animator | Joshua Herrig, Lead

Lighter | Zeke Norton, Previsualization Supervisor | Ai Saimoto, Lighting Lead | Ben Sanders, Supervising Animator | Derek Stevenson, Previsualization

Artist | Joey Wilson, Previsualization Artist | Adam Yaniv, Animation Supervisor Orphan Francisco Moncayo Moreno, Digital Artist | Shawn Walsh, Visual

Effects Executive Producer Paul Blart: Mall Cop Riley Benard, Digital Compositor Planet 51 Sandro di Segni, Senior Effects TD | Jorge Kirschner Torres,

Modeler | Gianfranco Valle, Effects Animator Prototype (VG) Harry Ahn, Lead Cinematics Animator | Bobby Bath, Lead Character Artist Punch-Out!!

(VG) Nelson Garcia, Concept Artist Pushing Daisies Scott Dewis, Visual Effects Red Faction: Guerrilla (VG) Dilber Mann, Project Manager Resident

Evil 5 (VG) Jacob Palmer, Animator Rock Band Unplugged (VG) Mike Krentz, Artist Sanctuary Julie Bergman, Animator | Mladen Miholjcic, Visual Effects

Artist Shorts David Yabu, Animator Sorority Row Mike Rhone, Visual Effects Artist Star Trek Aruna Inversin, Digital Compositor | Tom Piedmont, Digital

Plate Restoration | Kieran Tether, Digital Artist | Teh-wei Yeh, Digital Artist Stargate Universe Daphne De Jesus, Digital Compositor | Julianna

Kolakis, Character Designer | Daniel Osaki, Lead 3D Modeler | Anna Tonrungroj, Digital Compositor Supernatural, Daphne De Jesus, Digital
Compositor Surrogates Anthony Di Ninno, Animator | Joshua Herrig, Lighting Artist/Look Dev Artist | Matthias Lowry, Digital Compositor | Laurie

Powers, Compositor | Teh-wei Yeh, Digital Artist Tales of Monkey Island (VG) Jason Findley, Character Artist Terminator Salvation Geeta

Basantani, Digital Matte Painter | Teh-wei Yeh, Lighting Technical Director Transformers: Revenge of the Fallen Allen Holbrook, Animator | Aruna

Inversin, Compositor | Stephen King, Animator | Henri Tan, Creature Technical Director | Kieran Tether, Digital Artist | Teh-wei Yeh, Digital Artist

The Twilight Saga: New Moon Dominic Cheung, Lighting Technical Director Uncharted 2: Among Thieves (VG) Mike Yosh, Lead

Animator Underworld: Rise of the Lycans Pearl Hsu, 3D Artist | Lon Molnar, Visual Effects Production Executive Up Bill Watral,

Visual Effects Artist Warhammer 40,000: Dawn of War Il (VG) lan Cumming, Senior Artist | Allan Dilks, Artist | Nathan Hocken,
Lead Animator | Christine Hubbard, Artist | Claire Roberts, Artist | Jefferson Takahashi, Artist Watchmen Ori Ben-Shabat, Compositor
Jelmer Boskma, Previs Modeler | Freddy Chavez, Compositor | Dominic Cheung, 3D Artist | Ben Dishart, Texture Artist | Ty Duperron,
Modeler | Pearl Hsu, 3D Artist | Bernhard Kimbacher, Digital Artist | Sean Lewkiw, Technical Head of 3D | Matthias Lowry, Digital
Compositor | James McPhail, Digital Effects Artist | Jacob Curtis Miller, Digital Artist | Lon Molnar, Visual Effects Supervisor | Harry
Mukhopadhyay, Lead Effects TD | Cynthia Rodriguez del Castillo, Digital Artist | Derek Stevenson, Matchmove Artist | Shawn Walsh,
Visual Effects Supervisor | Samson Wong, Compositor Wheelman (VG) Laura Gorrie, Senior Animator Whiteout Armando Velazquez,
Digital Compositor | Clement Yip, Animator Wolfenstein (VG) Jason Martin, Modeler X-Men Origins: Wolverine Geeta Basantani,
Digital Matte Painter | Rommel Shamoun, Compositor | Jeremy Stewart, Previs Artist Zombieland Mike Rhone, Visual Effects Artist

VFS student work by Thiago Martins


http://vfs.com/2dartist
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Horned Dragon

Ghassem Farhany
http://www.gh-farhany.com
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Ivan Kashubo
www.kashivan.blogspot.com

ivankash.art@gmail.com
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A Deadly Encounter
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Me, a Drawing Robot

Jxing
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Concept art for computer games is a fascinating field and an industry that a lot of aspiring digital artists would love to be involved with. This
tutorial series has been written by some of the biggest and best names in the gaming industry, who will guide us through the way they would
tackle the three main areas where concept work is required: environments, characters and accessories. The artists involved in this series have
created a games brief themselves and are free to create their own vision of the description. They will reflect on the steps they choose to take

from the point of receiving the brief up until they have created a completed concept for their required section.

Chapter 4: Characters | Bart Tiongson



-“ First person shooter 'I.“ The setting is dark and cold. The planet is basically a
@emree - Yee®E 00 giant rock. There is no lush foliage or vast bodies of water. Instead there

are pits of oil and sludge. The terrain has large, jagged rock formations

The setting is Earth and the prison planet, Asturia. 90% of the game is jing out sporadically throughout the landscape. The sky is constantly

on Asturia. filled with flashes of green lightning, which brings on poisonous rain storms.

Pleemmmenyz - (oo polce ofer s o e chielof There is a giant prison facility that has been placed on the planet to house

security at Skye Global, the largest manufacturer of pharmaceuticals the galaxy’s most violent and evil criminal element. Escape is rarely ever

on the planet. Lex discovers something about the company he works attempted because of the sheer fact that outside the walls survival is not

for that he shouldn’t have, and this starts a chain reaction that causes possible. The extremely harsh climate, along with the predatory dangers

him to be wrongly accused for the murder of his family and a local that exist on the planet, make it so that the prisoners would rather stay

politician. He is sentenced to life imprisonment on the prison planet of  .,hfined to prison. At least there is food, shelter, warmth etc., inside the

Asturia. On the prison planet he is constantly targeted by the criminals jail.
that he put there all those years ago, along with an unknown enemy

within the prison walls hired by Skye Global. Lex was framed by Skye Prisoners are forced to work as part of their sentence. The labor camps
Global’'s CEO, Lance Shepherd, and Shepherd is now trying to have him are set up throughout the perimeter surrounding the prison. They are
killed in a place where nobody will miss him or even realize he’s dead.  forced to mine for the oil that exists deep within the surface of the planet.
Lex is trying to escape from the prison and return to Earth, where he’s  Along with these intensely laborious tasks of digging and mining, the
convinced he can find the evidence to clear his name. Along the way he prisoners are also constantly expanding the facility to house yet more

forms unexpected alliances and is disappointed by shocking betrayals.  prisoners.
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Bart Tiongson

For more information please visit:
http://riceandeggs.blogspot.com/
Or contact them at:

BTiongson@RobotEntertainment.com

o
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e-on software is proud to announce the winners of the Vue 3D Environment Competition 2010

“A PERFECT PIECE OF NATURE’

said Eran Dinur, Framestore NY, about the winning entry “Promenade” by Laurent Rodriguez:

s or registered trademarks are the property of their owners and are used for identification purposes only.

Vue 3D ENVIRONMENT
A A_ COMPETITION 700

Vue artist Oliver Regueiro:
“Qver The Clouds’, first runner up
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The perfect Vue for 3D Enthusiasts Vue for 3D Artists
introduction to 3D! Starting from $49 Starting from $199

Free! \ /7

GROW AT YOUR OWN PACE
THANKS TO VUE'S MODULAR ARCHITECTURE!

Vue artist Laurent Rodriguez:
“Promenade’; winner

Vue artist Barry Malarcher:
“Rock and Clouds At Sunrise’, second runner up

Professional Solutions
Starting from $995

Discover to our
plugins for
3ds Max
Cinema 4D
Maya
Lightwave
Softimage
Sketchup

Solutions for Your Digital Nature

www.e-onsoftware.com
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Futuristic soldiers and marines appear in many pieces of digital art. We see them
in huge sci-fi scenes or even as a lone soldier wandering in a deserted landscape.
They regularly feature in first person shooter computer games and even on the
covers of books and comics. In this tutorial series our artists will be showing us
how to create an original futuristic soldier that could live and thrive in some of the
different environments a marine may face. The artists will also explore different

methods of creating futuristic and organic armour and weaponry.

I I
Chapter 4: Female Marine Alex Ruiz Oct 10
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Painiing Futuristic marines -

Female Marine

Software used:

Introduction

Sketches

4l
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Deciding on Final Skeiches

Scan and Clean Up
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Separation Using Lasso/Paths O
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Adding Color
Painting/Rendering Forms Anatomy
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Textures/Finishing Touches
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Conclusion
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Alex Ruiz

For more information please visit:
http://www.conceptmonster.net/
Or contact them at:

ziurx@earthlink.net
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Conceptualize. Create. Complete.

Shadow Box “00% ZBRUSH

Clipping Brushes
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View additional new features at www.Pixologic.com

’
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P]XO[O 'IC Join our online artist . ...
community at .
N—" Now available for


http://www.pixologic.com/zbrush4/

concept art, digital & matte painting for only 275 (approx $3.78 - €2.93)

3DTotal presents the new issue of 3dcreative
magazine: a downloadable monthly magazine for

visit WMWW.3dcreativemag.com

to download the free ‘lite’ issue, the full issue, subscription
offers and to purchase back issues.
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is not within reach of the blue glow. The result
should be visible, but not over the top, just
enough to really pop the Orchids and Faerie as

the main attraction in the painting (Fig.42).

We flatten the image again, and adjust the

Levels one last time if needs be.

We're pretty much done now, but to really finish
off the painting, we may want to consider adding
some focal blurring. It's easiest at this stage to
do this by hand with the Blur tool. But carefully,
as it's quickly overdone, and we want to avoid
that. We want everything still clearly visible.
Just soften the edges of some of the things that

would be slightly out of focus.

And there we have it!

Happily Ever Aiter

So, it is possible to paint these creatures without
glitter or the token butterfly wings... and even
if you're a fan of the classical Fae, there were

hopefully still some things that you found useful.

Now go and get your pins and glass jars ready,
and catch yourselves some Faeries. Happy

Hunting!

Nykolai Aleksander

For more from this artist visit:
http://www.admemento.com/
Or contact them at:

x@admemento.com

- Free Brushes
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Custom Brushes For Sci-Fi
Chapter 4 - Underground
Corridor

Software used: Photoshop

Introduction

| have focused this tutorial on some of the
elements you can find in underground corridors,
such as wires, tubes, volumetric light from vents,
and other typical sci-fi architectural elements.
These small elements may seem superfluous
but an image looks better when its smaller parts
work perfectly. My intention is not to show the
reader how to draw underground corridors,

but how to design brushes to help him in the @

process. | always recommend gathering photos
and illustrations of sci-fi environments to have
a good collection of images that will help you to

create brushes.

Custom Brushes to Draw
Tubes

First of all, you have to know what kind of

tube or wire you want to paint in the scene. |
have selected a corrugated tube photograph.
The geometry is easy, but drawing it without a
custom brush will be boring and hard. It has a
repetitive pattern along its length and we can
design two brushes to draw it depending of the

perspective of each segment (Fig.01).

These patterns must have rotation controlled @
by the stroke direction. Photoshop allows on the movement and direction of the pen. control parameter to Direction and control
us to position the brush image depending You only have to change the Angle Jitter the roundness jitter with the Pen Pressure to

simulate perspective (Fig.02). Unfortunately we
can't convert our brush parameters to create

a straight line (if we set the Roundness to 0%,
the shape disappears). Because of this | have
designed two brushes (to cover all perspective
possibilities) (Fig.03). You'll find these among

the free brushes provided with this tutorial.

We are going to view this brushes in action.
First, | create a layer and draw the tube in solid
color with a normal round brush (I have used

@ a light tone to do it). If the size of the brush is
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affected by pressure, you can vary the size

of the tube to simulate perspective (Fig.04). |
lock the layer to shade the tube with a normal
aerograph-shaped brush (Fig.05). Then, in
another layer, | select the brushes | designed
before to draw the corrugated surface of the
tube in a darker tone (Fig.06). | have used

the two brushes | designed before (marked
numbers 1 and 2) to show the importance of the

perspective.

Try different types of tubes, changing the brush
spacing or creating new shapes for the tube
segments. Take a look at the tube on the top of
Fig.07. | have drawn it with two brushes (“Tube
2") that you can find in the set of brushes that

comes with this tutorial.

A Lot of Wires

Wires are common elements in underground
sci-fi environments. The main problem when
drawing wires is not the wire itself, but creating
a quantity of them. We have two options when
facing this task: Draw each wire with a single
round brush, or create a brush that paints a set
of wires. The second option allows us to draw
a set of cables at once with the advantage of
maintaining the same space between them. |
created a new brush pattern with three circles
(Fig.08). We need to control the size with the
pen pressure. If necessary, try the brush to paint
different angles that show perspective (Fig.09).

| have rotated the pattern slightly to draw the

Cremcernemnere (1 (ONUBITISHeSFORNCEEF

wires in a new layer and create a credible
perspective (Fig.10). Finally, | have locked the
layer to shade the wires (Fig.11).

®
o)

o
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This brush may be as complex as you need
it to be. Try adding more wires of different
thicknesses. There are thousands of

configurations.

Drawing Volume Light from
vents

Volumetric light in an illustration can be a
doubled-edged sword for an artist. The effect
can be great and stunning. On the other hand,
creating credible lighting is difficult and many
artists add exaggerated effects that ruin the
final image. The volumetric light must be
considered as part of the image composition.

| would recommend that you do not force its
inclusion. In my corridor image, | decided on
the area of volumetric light right from the start.
An area of lighter tones is perfect to define an
image (Fig.12), but what can | do to make this
light look better? | need the light to appear as if
it is passing through vents or grills. To show this

effect | have designed an easy brush.

The first step is creating a brush pattern similar
to a single ray of light (Fig.13). To create a
new custom brush you have to set Opacity and
Flow Jitter to 100% to simulate different light
intensities passing through the ceiling vents
(Fig.14).

Applying this to the image is easy. First make a

straight horizontal stroke in a new layer (Fig.15).

Then, select the rectangular Marquee tool to
distort the geometry of the layer and adapt it

to the area and direction of the light (Fig.16).
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Finally, we adjust the opacity of the layer and
make a few adjustments to create a good result

(Fig.17).

Don't forget to add a dusty atmosphere in this
kind of underground scene. Volumetric light
appears when the air has particles and dust in
it. Try the “Dust” brush | designed. It's based on

a single dot with Scattering effect and Opacity,

Angle and Roundness Jitter (Fig.18). The result
is a helpful brush full of particles with different

shapes, angle and intensity.

Thousands of Brushes

Let's move on to something a little easier.

Most sci-fi scenes have a lot of geometric

and repetitive patterns that are repeated in
architecture. Grids, buttons or bolts for example,
are elements that can be simplified with good
brush designs. Dirt and metal reflections are
also essentials for surface treatment (Fig.19).
Take a look at the longitudinal vent on the top
left corner of the corridor. A simple brush of
parallel bars is enough to give complexity and
realism to the environment. You only need to
use it at an adequate angle and set the brush
size sensitivity to pen pressure. As you can see
with most of the brushes in this tutorial | have
controlled the size with pressure. It's common
in images with strong perspectives, because
you need to work with elements that vary in size
to show depth and perspective. Gathering a
collection of this kind of brush makes our work

faster, easy and more effective.

Creating custom brushes is a meticulous task
that creates a new range of possibilities in your
drawing technique. All the custom brushes |

created for this tutorial are used in the image,

@ and you can download them for free. Explore

them and design new ones to create different
elements in your underground environment
scenes. Before you draw any element, think
for a while about how you can make it with a
custom brush. Having your own set of brushes
is essential if you want to achieve a more
complex and personal drawing technique.

The time spent creating custom brushes it is

regained in the creation of your paintings.

Roberto F Castro

For more from this artist visit:
http://www.robertofc.com/index.html
Or contact them at:

contact@robertofc.com

— Free Brushes
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http://www.shareoneplanet.org

“Share One Planet” Wild Animals CG Art Elites Invitational Competition is organized by Wild Animals Cultural Project Fund, China Foundation
for the Development of Social Culture, China Institute of Strategy and Management (CISM), the International Association of Computer Graphics
Artists (IACGA), China Association for Global Development under the United Nations and co-organized by leewiART International Computer
Graphic (CG) Art Promoting Organization and Beijing Imperial Court Development Company Ltd.. It is an art gathering on CG art platform and in
the theme of wild animals’ protection. “Share One Planet” is the first one who combines CG art and wild animals’ protection together, invites top
global CG artists for raising attentions towards the survival of wild animals. “Share One Planet” is the first global competition of “Share One Planet”
series. The Organizers hope the platform of “Share One Planet” can be built for encouraging artists to create meaningful and inspiring CG works to
our times, for promoting great CG artists and for raising attention to wild animals even global environment protection by employing the power of art.
Winners will be awarded with prize money as well as special designed golden, silver and copper trophies. Winning entries of the competition will be
first exhibited in China and then toured internationally. As one of the top CG art competitions, it won many global top CG Medias’ full supports, they
are: CGSociety, ImagineFX, 3DCreative and 2DArtist, 3DTotal, Chinavisual, CGW and 32D. Their participation echoes with the theme of this grand
meeting and surely will be a “Share One Planet” visual of CG world.

Competition Schedules
Submission: August 1st, 2010 — February 28th, 2011 (BJT, GMT+8)
Judging: March 1st, 2011 — April 1st, 2011 (BJT, GMT+8)

Awards Announcement: April 15th, 2011 (BJT, GMT+8)

For more information, please visit our website: http://www.shareoneplanet.org
Send your works to: shareoneplanet@gmail.com, and selected artist will be granted with an invitation code.
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“Pay aitention to the
changes oi highlight on
the subject, whether it 1S a
rough or glossy suriace”
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Yang Xueguo

http://seedsfromhell.blogspot.com
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DIGITAL ART MASTERS

© 2009 3DTotal.com. Published by Elsevier Ltd. All rights reserved.

VOLUME 5

With the release of 3DTotal’s book, Digital
Art Masters: Volume 5, we have some ex-

clusive chapters for you...

This is more than just an artwork book.
Not only does it feature full-colour, full-
page images, but each artist has given a
detailed description, in their own words,
of the creation process behind each piece
of published artwork. And they’ve done it

especially for this book!

This month we feature:

“COWBOY VS.
SANDWORMS”

BY KEKAI KOTAKI









66 Digital Art Masters is in its
fifth edition now, and can easily
be considered one of the best
showcases of digital artwork
available today. The quality of the
artworks, the fine printing and the
valuable walkthroughs make this
book a must-have for any art lover
and for any CG artist, professional
or beginner. il

Alessandro Baldasseroni | www.eklettica.com

View the entire
Digital Art Masters: Volume 5 book online at
www.3dtotal.com/digitalartmasters_v5

Following on from the success of our first four books, we received yet another
overwhelming response to our call for submissions for Digital Art Masters: Volume 5. Once
again over 1,100 submissions made their way into the Digital Art Masters mailbox, proving
to us that the series is becoming ever more popular with not only our readers, but artists
around the world too!

From this massive number of incredible entries, the 3DTotal team began the difficult task of
choosing approximately 300 images to take through to the next round. To help in the task,
we enlisted the help of industry professionals Tim Warnock (matte painter), Till Nowak (3D
artist) and John Kearney and Chung Wong (videogame artists - VooFoo Studios) to be our
guest judges. These wonderful artists braved the headaches of a grueling judging process
and helped the 3DTotal team to select the 50 stunning images that appear in this year’s
fantastic line-up.

Hardback - 21.6cm x 27.9cm | 304 Full Colour Premium Paper Pages | ISBN: 978-0-240-52171-8

3DTOTAL.COM

Visit 3DTotal.com to see our full range Book products


http://www.3dtotal.com/digitalartmasters_v5/

DIGITAL ART MASTERS

VOLUME 1
The first book in the
Digital Art Masters
series features 48 of
the finest 2D and 3D
artists, including Eric
Wilkerson, Fred Bastide,
Marcel Baumann, Meny
Hilsenrad, Natascha
Roeoesli, Robert Chang
& Thierry Canon

VOLUME 2

The second book in the
Digital Art Masters
series features 58 of
the finest 2D and 3D
artists, including Benita
Winckler, Glen Angus,
James Busby, Jonathan
Simard, Jonny Duddle,
Philip Straub & Tae
Young Choi

VOLUME 3
The third book in the
Digital Art Masters
series features 60 of
the finest 2D and 3D
artists, including Damien
Canderlé, James Paick,
John Wu, Laurent
Pierlot, Marc Brunet,
Mathieu Aerni, Matt

Dixon & Neil Blevins

“Digital Art Masters is getting better and
better at showcasing some of today’s
best digital artists. The way the book
shows the processes of achieving great
pictures provides a good opportunity to
learn from these artists, and keeps you
challenged in your own art.”

Raphael Lacoste | www.raphael-lacoste.com/

Meet some of the finest digital 2D and 3D artists working
in the industry today — Loic €338 Zimmermann, Craig
Sellars, Jelmer Boskma, Maciej Kuciara, Daarken,
Marek Denko, Kekai Kotaki, Andrew Hickinbottom
and Marek Okon. Become inspired by breathtaking
images, paired with the techniques and tricks of leading
industry artists

» More than just a gallery book, learn from the best
digital artists in the world; each artist offers insight
into how their image was created, with discussions of
techniques and problem solving solutions

* A source of inspiration for artists of all levels: cutting
edge imagery showcases the best in today’s digital art

* Featuring more than 50 artists and showcasing over
900 stunning color images in five sections: Sci-Fi,
Scene, Fantasy, Character and Cartoon
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Fdtotal.com

Is a resource website for the CG community;
amongst our growing number of products for CG
artists, we produce two monthly downloadable
PDF magazines — 2DArtist and 3DCreative.

We are based in the West Midlands, in the UK,
and our intention with our magazines is to make
each issue as full of great articles, images,
interviews and tutorials as possible. If you

would like more information on 3DTotal or our
magazines, or if you have a question for one our

team, please use the links below.

Contact Information

http://www.3dtotal.com
http://www.3dcreativemag.com

http://www.2dartistmag.com

Editor & Content Manager > Simon Morse
simon@3dtotal.com

Lead Designer > Chris Perrins
chrisp@?3dtotal.com

Marketing > Jo Hargreaves

jo@3dtotal.com

Partners

If you have a CG community website and would
like to support 3DCreative and/or 2DArtist
magazine by showing our banners, please

contact Simon at the email address above

www.2dartistmag.com
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