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Welcome

To Issue 10! Still going strong...We are actively
searching out new and experienced 2D artists
to contribute towards the magazine! If you think
you could contribute gallery images, tutorials or
just answer a few questions then please get in
touch with us! Contact details are on the About
Page at the end of the magazine. Also, feel free
to let us know what you think of the magazine
and give us any helpful feedback or suggestions
towards future content. We do listen to what you
have to say and we also reply to every email we

get so don’t delay...do it today!

Anrtist Interviews

Lined up 3 Atrtists this month. Cover artist
Ryohei Hase from Japan, who has some really
different Character designs from influences
such as his dreams and his dog! We talked to
self taught digital artist Mikko Kinnunen about
his great style of painting. German Film School
graduate Stephan Stolting makes it 3. Stephan
has both 3D and 2D skills but feels you can only

be truly creative when painting.

Jidorials

Kind of Top-Heavy on the tutorials this month.
We have digital painting tutorials for Landscapes
and Ice by Adonihs, Clouds by Marek Hlavaty &
Elements ‘Flesh Wounds’ by Richard Tilbury and

Benita Winckler.

Making of s

Baby Sitter by Roy Stein, Jealous Bodyguard
by Andrew Berends and Set out for Lover by
T.G.Jay, gives us 3 different insights into the

digital artist creative processes.

About us

Zoo Publishing is a new company comprising of
a small team here in the Midlands UK. 2DArtist
is our second magazine project following the
successful 3DCreative (www.3dcreativemag.
com). We are very grateful for the support of the
following CG sites which have help promote and
spread the word about our publications. As well
as ourselves, all digital artists owe a lot to these

communities for the incredible amount of work

they do for the CG Industry.

ek from

the Wierd and Wonderful Artwo!

Concept Art, Digital & Matte Painting Magazin
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Every month, many artists from around the world contribute to 2DArtist
Magazine. This month, we would like to thank the following for their time,

experiences and inspiration.

Roy Stein

lllustrator/3d and compositing
artist/graphic designer. Tel Aviy,
Israel. | have studied illustration

at the Maryland institute college

of art in Baltimore, Maryland,
and | am graduate of the visual communication
department at the Bezalel academy of arts and
design, Jerusalem. Since my graduation working as
a 3d artist and compositor for an advertising related
animation company, and doing freelance 3d and
illustration.
roy_splinter@walla.co.il

www.roystein.com

A.K.A ‘Adonihs’. Conceptual
Artist , California, USA. | got into
art around the age of 3, my dad

told me that I couldn’t draw this

crocodile villian from Teenage
Mutant Ninja Turtles. He came home that night &
was proved wrong, from that day on | always drew,
everyday. | would create my own characters, stories,
creatures, vehicles, etc. As you can see, I'm into art:
mostly conceptual art. | want to major in Production
Art, & work on films once | graduate from school.
dmxdmiz@aol.com
www.adonihs.deviantart.com/gallery/
Ryohei Hase
2D artist, Freelancer,
Yokohama, Japan
| have been working as freelancer

since my time as a university

student. | have recently been
working as a character designer for videogames and

have also illustrated a book cover.

ryohei_hase@f6.dion.ne.jp

www.h4.dion.ne.jp/~ryohei-h/test/table/main.html

‘www.2dartistmag.com

Artist > Team17 Software >
United Kingdom. I'm 24 years old
and | started out as an illustrator

and 2d artist for mobile games.

I've also worked as a freelance
concept artist for companies such as Kingslsle

Entertainment and Sucker Punch Productions. I'm
currently working at Team 17 Software as a 2d/3d

artist.

mikko_kinnunen@yahoo.com

www.artbymikko.com

Student / Freelance lllustrator
Berlin, Germany.
| have always been interested in

visual storytelling, and when | first

discovered Wendi Pini’s work, |
knew that | wanted to do my own graphic novel some
day. Creating characters is another great love of
mine. After | have finished my studies | want to work

as a concept artist for computer games..

benita@dunkelgold.de

www.dunkelgold.de

Marek Hlavaty

Freelance lllustrator / Concept

artist . Bratislava, Slovak
Republic. | have several years

of experience in game industry

as modeler and texturer, but last
year | have changed my orientation to illustration
and concept art, which is closer to my nature. I'm

working as a freelance for more than year.

prasssa@gmail.com

http://artillery.sk/prasa/
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Humans & Creatures

The Original Total Texture
collection was created in
2001, utilising the best
methods and technology
of the time. Since then,
techniques and
technology have both
moved forward, and here

at 3DTotal we felt that
although the original
collection is still widely
used and highly
regarded among artists
and studios of all
calibers, it was time for

an update...

This enormously
improved version of
the original texture
collection now contains
272 individual Materials,
comprising of over 938
individual, hand crafted
texture maps. Every
Texture now has its own
unique colour map, bump
map. There is also over 50
new alpha and 100 new
specular maps.

totallexturess

SN J/0I0)

E
i

What's new?
This new collection
consists of 272 materials,
comprising of 938
individual maps!! (Colour,
Bump, Specular and
Alpha maps). We have
also included 36 psd files
for some of the textures,
allowing you to
customize some new
textures of your own.

2 Creatur:

14 Cre
27 Crea Skin (Facial)
16 www.3d.sk images
16 Human Eyes

2 Human Hair

12 Human Misc (Body)
24 Haman Misc (Facial)
7 Human Skin
(Abnormal)

2 Human Skin (Old)

13 . Human Skin (Tatoo)
34 Human Skin (Young)
15 Human Skin
(Reference)

r fullinformation and pricing indluding discounts of up to 25% visit www.3dtotal.com
Existing v4 owners can get the new upgrade for only $29 usd!
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After disastrous results for art at school, and
now taking inspiration from his dog, Ryohei
tells us why he likes to create weird and B Al &

wonderful characters from his dreams...




Could you tell us a little about your art
background and how you came to be an
illustrator?

| was a very bad at art during high school and
achieved only embarrassing grades in the
subject. However, in my third grade | became
engrossed in drawing, but unsure of what
influenced me at the time. Now it is perhaps the
face of Kotaro, my small Japanese dog. Whilst
studying art at university | eventually developed
some technical ability which was important in
order to work professionally, and also help my
overall enthusiasm. | now work for a graphic
design company in Tokyo, but | try to create as

much of my own work as | can.

Your work is obviously very character driven,
but how did you come to develop the interest in
cross pollinating humans and animals?

Hmm. | am not sure if | look for the human in
the animal - again, Kotaro my dog would be

an influence here, or perhaps | cannot avoid

Issue 010 October 2006
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L
the animal in the human. Really, though,

my interest is in fantasy populations where
the human-animal is physically, as well as

psychologically, mixed up.

Do you ever see your characters as being part
of a story that relates them to one another and if
not would you like to somehow tie them together
in a graphic novel for example?

At this point nothing relates to each other as |
am still in the middle of a phase looking for ways
to express things with my art. However, | really
would like to create a story tying my characters

together some day.

What do the animals in your work represent ?
Either people | love, people | am scared of or
gremlins and fantasies from the dark corners of

my mind.

When you mention the dark corners of your
mind it is somewhat suggestive of dreams and
nightmares. Do your sleeping hours ever have a
bearing on your work at all?

Yes. Sometimes dreams and nightmares inspire
my work. | really enjoy looking back at dreams
especially when | had really fantastic ones as
they could come from feelings deep in my mind.
As you know, remembering dreams is not very
easy after waking up, but it is very interesting

as it is like a finding treasure filled with ideas.

www.2dartistmag.com
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There seems to be a strong theme in much of
your work concerning the relationship between
humans and nature. Do you see this as being
something close to the Japanese heart?

As my heart is Japanese, it is difficult for me
to know how much of my work is influenced by
this. Surely it must be a factor, but then again |
promise that not all Japanese hearts are full of

these images!

www.2dartistmag.com

Your work appears to share some
characteristics with that of the 15th century
Dutch painter Hieronymus Bosch. Is that a fair
comment?

I love Bosch, but | am not sure that he is a direct
influence. H.R.Giger is somebody who | feel has
been a stronger influence, but even more so |
think my student friends and colleagues have

and continue to influence me.

page9

Ryochei"  Hase
In what way do your friends and colleagues
influence you?
Yes. | get influenced by people | know
personally more than old masters. For
example, works of old great artists’ are really
wonderful, but | get a feeling of nothing more
than just wonder. On the other hand, works
by living people of the same generation and
same environment as me do give me a lot of
inspiration and prompt questions such as “How
do they come up with this idea”, and “How could
| improve on this work if | were him.” Just like
thinking about how to arrange colour, shape,
and composition in my work. Also, especially
when somebody of my age group creates
something really wonderful, it fuels the spark of

my imagination.

Many of your pieces are made up of muted and
limited palettes and are almost monochromatic.
What is the reasoning behind this?

Perhaps | am trying to capture the emotion of
ruins, where part of what exists now is a hardly
visible memory of what existed before. A limited
palette seems best to capture this air of memory
that is not physically there but still lives on
without ever completely disappearing: it creates

a beautiful space that | strive to represent.

Issue 010 October 2006
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No and yes. By the way, t

Silent hill games went to the > Tama B

0

University and studied the same de »g'f) subm‘

A
e,

me - although a different generation.

)

If you had the chance to work on a computer game what
would it be and what type of role would you ideally like ?
| would like to work as a concept artist creating monsters’

or on package illustrations.

Thank you for taking the time to talk to us

Ryohei Hase

You can see more of this artists work at:
www.h4.dion.ne.jp/~ryohei-h/test/table/main.html
And contact them via:
ryohei_hase@f6.dion.ne.jp

Interview by : Richard Tilbury
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We are delighted with the Digital-Tutors
RenderMan® for Maya® Training. Containing over 3
hours of lessons and examples, it is proven to be
an invaluable resource for many artists using Ren-
derMan for the first time. As the first educational
product for RenderMan for Maya, Digital-Tutors
has set an excellent standard and we look forward
to future training initiatives together.

- Chris Ford
Business Director, Pixar RenderMan

Ilintroductionls

over 3 hours!

Introduction to RenderMan for Maya

A comprehensive guide to getting started with RenderMan for Maya

order today at www.digital-tutors.com
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You have a very painterly style in your
approach. Is your art background one of
painting or fine art?

I’ve been playing around with computers
since | was a kid. | was doing a lot of pixel
graphics with DeluxePaint ten years ago. It
was only a few years back when | realized
you could actually paint with a computer.

| had gotten more and more interested

in traditional painting when | saw some
great digital artworks around the internet
forums. Nobody ever taught me much about
painting, despite the fact that | spent a while
in an art school. Now that I've been working
full-time for a while, | haven’t had much

spare time for traditional, let alone fine art.

How did you come to work in the games
industry?

| went to an art school in Finland but didn’t
quite feel comfortable over there. | quit and
took a day job so | could practise painting
during the evenings and did that for a year.
Having a crappy job made me take painting

more seriously as | didn’t want to stay there

www.2dartistmag.com

[1

any longer than necessary. | finally got a
full-time job at a local developer, thanks to
the many internet forums | had been posting
to. | recently moved to UK to join Team 17
Software, and I'm very happy about my

current situation.

Do you get to do much drawing in your
current job or is most of your time spent
working in a purely digital medium?

| like to do quick marker sketches when I'm
trying to put down ideas. I've done that a lot,
but recently I've shifted even more towards
a purely digital approach. My current job
involves a lot of 3d work, so I’'m not just a
2d artist any more. Instead of working in an
assembly line of specialized artists, me and
my friends here have had the opportunity to

do a broad range of game art assets.

Could you talk us through how you approach
a new painting and describe the processes
you follow?

There’s so many ways. | try to avoid

developing a routine. | often start with a

page13

mess, and try to build something out of it.

Somehow it all ends up looking the same, so
| guess I'm not trying hard enough. As | work
mostly on environment type paintings, I've
found using 3d block modelling very helpful.
It helps you to set up the perspective, and
generally play around with the camera. Then
| usually do a greyscale value study, just

to get the basic forms down quickly. | keep
adding colour gradually, refining the forms

at the same time. All in all, | try to keep the
process as simple as possible, avoiding

any unnecessary “tricks” that could drift my
concentration away from the subject. | like to
play around with different tools, but when it
comes to communicating an idea, | like to be

as strict and fast as possible.

Could you describe how block modelling
has helped your work referring to specific
examples?

What | refer to as block modelling could be
just creating a simple 3d grid to help with
the perspective drawing, or something as
complicated as modelling a series of rough
buildings and rendering a greyscale image
With radiosity and cast shadows. It all

depends on the complexity of the picture

Issue 010 october 2006


http://www.2dartistmag.com

What do you see as the most crucial
aspects that run through all of your work
and make the difference between a

successful piece or a.failure?

www.2dartistmag.com Issue 010 October 2006
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I may like something that no one else

will. Sometimes people seem to respond
better to something that | didn’t see as a
particularly strong piece. I'm still learning
this stuff, and to me, the trick is to see
success in some aspect of the image, even
if the end result wasn’t as good as | was
hoping for. In the commercial world on the
other hand, the success of a piece depends
solely on the client’s response - it's not

about feeding the ego of the artist.

In relation to the commercial world can you
tell us a little about what your job requires of
you and the type of day to day routines you
follow?

The most important lesson I've learned in
the past three years I've worked in games
is that you have to be flexible. I'd sure like
to paint all day, but sometimes you have

to deal with less interesting things like
scheduling, managing the asset lists and
such. | was not very interested in 3d work
in the past, but nowadays | spend a big part

of the day modelling environment objects

www.2dartistmag.com

in Maya. | enjoy doing texture work, so the
3d aspect has just made my skill set more
diverse, and I've managed to avoid being
labelled as the ‘one-that-can-paint-but-
not-much-else’ guy | used to be. There’s
constant balancing between doing one thing
really well, and being able to work on all

areas of graphical content creation.

Can you tell us about the types of brushes
you use?

have scanned some strokes of acrylic
paint and used those in Photoshop, but it's
nothing too fancy really. Ninety five percent
of my work is done using the basic brushes
including square chalks and some soft
brushes for blending. | use a lot of overlaid
textures too; those can provide interesting
surface details far more quickly than any

brush ever will.

Before starting a piece do you gather any
relevant photos that may be useful as
overlays or indeed take photos yourself?

| do look around for good reference images

page15

Issue 010 october 2006



http://www.2dartistmag.com

on both the subject matter and the colour
scheme. So when | try to paint a sunset, |

will actually find a bunch of beautiful sunset
photos and try to capture some of the things
that | feel are working in them. The problem
with using reference photos as overlays

is one of copyright. | may use some very
obscure parts of photo texture that is out of
context with what I'm painting. Like a brick
photo in a castle wall or something, just to
get some basic surface to work from. It's
more about trying to come up with interesting
surface variations, rather than using parts of a
photo to depict a major element in the piece.
If the photo textures (or custom brushes) start
to dictate the artistic decisions too much, |
usually just scrap them and paint over with

a broad brush. | do take photos myself, but
these days, I’'m mostly using the resources at
the company, instead of travelling around to

shoot texture/reference photos.

nile

Which games do you feel have some of the
best art content and why?

I've always liked the art of Splinter Cell
games. The overall mood is so strong in
those. | don’t play a lot of games these days,
but I'm still very passionate about them. If
the game play doesn’t work, | don’t care
about the visual flair. To me, it’s the overall
package that either works or not, the artwork
being just one, yet very important piece of
the whole. Recently, I've been very excited
about the new Unreal Engine and the trailer
of the latest Metal Gear Solid title. The way
the boundaries of art content are pushed
marks for interesting times in the games

industry!

okl

=ty O
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9. t.ﬁ ﬁ qa.
Which artist’s inspire you and have had a
bearing on your own artistic

development?

I’'ve found so much great talent online
during the past couple of years that it makes
my head spin! I've always liked the 19th
century painters; there’s too many of them
to mention. Among the digital artists, people
like Ryan Church, Dusso, Sparth and Craig
Mullins have had a huge impact on me. It's
all a matter of visual taste and mine isn’t
the most original. | generally tend to go

for better rendering over shape design or
drawing. It’s the flow of light that fascinates
me. In that sense, nature is and will always
be my biggest source of inspiration. | can
walk outside with my dog and stare at the
sky for a long time. It must look really stupid

to anyone passing by!

e LB iy
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Uninspired by the
Advertising Industry,
Stephan began his
education at the German
Film School, deciding to
invest time doing what he

felt was his passion...



l

Most of your work seems to be 2D so what
specifically led you to The German Film School
as opposed to a course in pure illustration for
example?

Well, to be honest. | didn’t really know what

to expect when | came to The German Film
School. | always drew a lot during my childhood
And at school. | knew that | wanted to do
something like that for a living. | just didn’t
know how. | didn’t like what | heard about the
advertisement industry, which seemed to be
the only serious way to earn some money with
drawing things. From what | had heard it was
a very stressful area to work in with not much

freedom on what you are allowed to create. |

Stephan®Stolting

knew that if you want to break into the movie or
games industry it became increasingly important
to learn about 3D. The problem was that there
was just no place to learn how to create 3d
content. The public universities had a pretty

bad reputation regarding new technologies and
the internet was not as helpful and available to
me as it is now, so | didn’t really know what to
do after school until my brother luckily saw a
feature on the German Film School on TV which

sounded like the perfect way to go.

Do you feel as though your knowledge of 3D
has been beneficial to your 2D work in any way
as a result of your training?

Hmmm, not really. When | did my first models
during my studies, it was of course a big
learning experience. It was so new and
unfamiliar to work in a three dimensional way.
You have to put much more thought into the
topology of your creation. So maybe it helped

me a little bit to think “around” the object when
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Stephan®Stolting

| am drawing something. In a way my drawings
became more 3d production orientated maybe.
But having said that, | don’t think that this had
too big an impact on my 2d work. Understanding
the 3d form is quite mandatory when you are
drawing or painting. So pretty much every artist
is thinking this way, with or without 3d program
knowledge. 3d can be very beneficial as a tool
for 2d images though. Sometimes | use 3d as a
basis for my paintings, when | have to deal with
difficult perspectives or when | have to work out
complex 3 dimensional shapes which are hard
to display in a 2d image. In these cases the
knowledge of how to model in 3d is extremely

helpful.

You mention on your website that you learnt a
broad base of skills there but in what area does
your passion really lie and why?

Even though (or maybe because :)) | learned
about all the 3d stuff at the university my
passion definitely still lies in drawing and
painting. It simply is the easiest and most direct
way to create something. You don’t have to
worry about all these technical problems and
limitations that you experience in all the 3d
projects. In fact you don’t have to worry about
anything. Even in the final stages of a painting
it only takes a few brush strokes to change
something you dislike. In 3d you have to go
back to model, unwrap, rig or whatever and

it can take quite a while. | find that painting/
drawing is the most natural way of creating
something. It is much more like a constant

process. You are more in a creative flow.

3D packages are highly complex tools
compared to say a brush or pencil. Do you

think they over complicate the process to the
point that reduces the artistic merit of a work
compared to say a painting?

No, | wouldn’t say so. They do over complicate
it and thus make the actual creation of 3d
artwork less artistic and creative. But the merit is
pretty much the same if not even higher in 3d,
because all the thought process that is involved

into the development of a painting is put into 3d
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work as well. It's just that the development

of the two is very different. Where the
painting stays very free and keeps the
creativity of the artist involved until the
picture is done, this part of the work is done
preliminary in a 3d production by doing
sketches, mood paintings, storyboards etc.
| think they have a different quality to them.
2d artwork can serve a different purpose
than 3d stuff. Because 3d takes way more
work, longer time to create and usually
several people in a team, a lot more thought
. ~ is putinto it usually. A painting is more like
a snapshot of what’s going on in the artists
t- mind :) But the 3d tools progress very fast.
Everything becomes more artistic and less
technical. | just recently had the opportunity
to take a look at. Mudbox. It's awesome and / -
very easy to learn. I'm looking forward to the
day when we can actually create 3d meshes
by using our hands to mould and knead

them into the desired form.

es differ for

ompareﬁ to game

Hmm, | am not sure.

now is the first full

asically the same in <

ames industry I'd say



that the opportunities for graduates don’t
differ much. The education you get at the
German Film School for example will allow
everybody who puts some effort into what
he learns to get a job in either field right
after graduation | think. Having said that,

| have to admit though that some kind of
degree isn’t worth all that much in this field.
Nobody will hire you just because you have
been to a good university. What counts is
your portfolio. And the time in a university
with lots of like minded people will help you

build one.

Well, I've always been an avid gamer

myself of course and I've been drawing

" since | was a little kid. So this is simply a

way to combine two hobbies of mine and
even getting paid for it. It's awesome! Plus
when | was younger | heard that most of
the games industry is located in California.
That was even more important for me back
then. :) | could already see myself playing
computer games and drawing monsters for
a living and going to the beach during lunch
break. Unfortunately it didn’t turn out to be
like that... :)




Stephan®Stolting

What games have inspired you and which do
you feel have been the most successful in terms
of their artistic content ?

| have been really inspired by all the Blizzard
games. Lots of people tell me that they

don't like the artistic style of that stuff. The
exaggerated proportions, the big hands and tiny
heads. | can understand that, but for me it’s not
so much about that. | just loved the atmosphere
of those games. The redneck space marines in
Starcraft, the overwhelming Zerg masses or the
beautiful landscapes in Warcraft. You are just
instantly drawn into the scenarios. Plus all the
games are actually real good game play wise.
Blizzard certainly know what they are doing. |
just hope they don’t forget Starcraft 2 with all
the World of Warcraft and movie making hype
at the moment. Another really inspiring game
was Home world. Again, it just felt epic. And |
really liked the design. Those tiny fighter planes

against huge battleships were impressive.
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While playing | found myself often at times just
admiring the beautiful cinematic scenery. The
colours and especially the brilliant hand-painted
cut scenes. Everything was just awesome. Evil
Genius had a nice artistic style as well. It felt like
a 60’s James Bond movie mixed with the pink
panther. Unfortunately it didn’t sell many copies.
| really would have liked to see a sequel. If you
read this and didn’t play it, go check it out. It's
definitely worth it.

Matte painting featured in your list of topics
covered at film school. Is this something you are
interested in exploring further?

| had already done a few matte painting jobs for
TV productions. But to be honest | didn’t really
like that work, especially because it was for ultra
low budget, rushed projects. But additionally
there’s close to no artistic freedom and to
acquire the level of detail that is needed for a
painting that comes anywhere close to resemble
real life and with the tight deadlines you need to
use photos. So basically, after you finished your
layout and getting the lighting right you work

on the rest of it like on a collage, using lots of
textures and things. And | think it is really hard
to get to work on the good projects. There are

lots of well established Matte Painters working in
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this field already. And they had a proper painting
education and can basically create a painting
that looks real from scratch without using any
tricks if they have the time. So | kind of went into
a wrong direction educationally to do something
like this full time. But | admire the stuff that | see
from artists like Yanick Dusseault, Craig Mullins

or Deak Ferrand.

What do you feel are the most important things
to practice or bear in mind when choosing an
artistic path?

The most important thing is to draw, draw,
draw! Unfortunately | realised that way too late.
There’s loads of kids starting off their artistic
career by painting in Photoshop, because in a
way it is the easiest path to choose. | did this

as well, amazed by how fast | could put down
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the colours and actually have something to
show. But unfortunately that doesn’t get you
very far. After a while you end up betraying
yourself, doing the same pictures over and over
again. | for example found myself using lots of
silhouettes and very simple perspectives in my
paintings. | simply lacked the basics in drawing.
Luckily I met some very inspiring artists over the
last few years and especially here on my first job
who blew me away with what they were able to
do with a pencil. Now | am doing my best trying
to catch up. | remember how the professional
artists’ on the art forums were always going on
about how important the basics and a traditional
foundation are. Back then | thought that | could
kind of go my own way, because then | was
satisfied with what | could do. But now | could
slap myself for not listening to them. So my

advice for aspiring artists is: draw all the time!
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Always carry a small sketchbook around with
you and draw whenever you are bored. On the
bus station, at home, at school. Do studies on
different things. Draw what you like. Have fun

with it. It's really rewarding.

Do you think it impossible to learn the
fundamentals of 2D anywhere other than on
paper and if so what are the key mistakes
beginners make when starting with a graphics
tablet?

I’d not say that it is impossible to learn the
fundamentals on a computer. It probably
doesn’t really matter with what medium you
work. The problem is just that when you work
on a computer for all your stuff you tend to do
certain things while omitting others. When you
are drawing on paper you do lots of sketches,

small drawings and doodles that don’t really
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have to mean anything. You have more freedom
on paper as you don't feel the pressure that
what you are working on at the moment has

to be anything worth showing. It's ok to do
crappy drawings that just help you learn stuff.
Plus I really like the feel of working with a pen
on paper better than drawing with a wacom. It
is more responsive in a way. But | know some
people who prefer drawing with a graphics
tablet, so | guess its just personal preference.
The mistakes you see most often on beginners
work is simply a lack of understanding anatomy,
3d form, perspective etc. All these basic things
that you usually learn when you try to draw
from life. Instead less experienced artists get all
wrapped up in colours and values, because you
can still get good results with only that. But it

probably will get back at you one day :)
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You can see more of this
artists work at:
www.stephanart.com

and contact them via:
stephan@stephanart.com

Interview by : Richard tilbury
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