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FANTASY CASTLES & FUTURISTIC CITIES
Medieval Mountain Castle and City!

Alex Broeckel takes us high into the mountains, and explains how he
created hisimage for the Painting Fantasy Medieval Scenes tutorial.

SKy Scrapers and Flying Traific

Jama Jurabaev unleashes hisimagination as he explains how he created
his environment in the Painting Futuristic Cities tutorial series.

Steampunk Environments

Chee Ming Wong continues his tour of Steam World and stops off in the
realm of the Diesel Punk Engineers.

Sewer Monster

Lurking in the depths of the sewers, we discover how Andrei Pervukhin
created his fearsome creature for the Painting Monsters tutorial.
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Editorial

Welcome to the May issue of 2DArtist.
We hope you all enjoyed the excellent
April issue of 2DArtist and are looking
forward to another great instalment

of tutorials from some of the best 2D
digital Artists around.

Some of the regular readers of 2Dartist
will remember a great making of a few
months back for an image called The

Beast by Jama Jurabaev. Well this
month Jama is back with not one, but two articles. Firstly Jama gives
us an insight into how he sketches out his work before applying color

in this month’s sketchbook. Jama shows us how he creates the base
for an image by using black and the grey scale to explore shapes and
lighting. Jama’s second article this month gives us an opportunity to see
how he puts his methods into practice as he talks us through Painting a
Futuristic City. Jama has a great way of building a scene and exploring
all options to make sure he has the composition he desires. Follow

his interesting techniques as he talks us through creating flying traffic
around his Futuristic City.

This month, 2DArtist have had the privilege of interviewing the fantastic
surreal artist Yang Xueguo. Yang talks about the path he took to
become an art teacher at a university in China, and goes into detail
telling us why he chooses to paint surreal subjects rather than real life
topics. Yang also shares with us a selection of his work that is unlike
anything you would have probably seen before so | recommend taking
a look.

This month’s Monster comes from an excellent artist that has had work
featured in our online and magazine galleries in the last few months
Andrei Pervukhin. Andrei shows us and shares with us his selection

of brushes, and tells us how he used them to paint his excellent Sewer
Dwelling swamp monster. We also get an insight into how he explores
the subject with his initial sketches and then uses them in his painting to
make his excellent image that has been used on the cover of this issue.
In this month’s Fantasy Medieval Scene we are taken high into the
mountains to look from a distance at a Castle surrounded by a mountain
city. The artist that brings the scene to life this month is Alex Broeckel.
Alex shows us some great techniques for ensuring that you maintain
depth in your image and how to explore your painting to get the most
from it by looking at it from different angles.

For those of you that have been enjoying the tour of the steampunk
world with Chee Ming Wong we have a great treat for you this month
as we are taken into the engineering sector. Chee talks us through
making a scene dramatic by using up lighting and how to create an
underwater environment.

What a feast of inspiring content we have for you this month, and as if
that wasn’t enough we also have a making of by Jone L. Leung, and
some great gallery images from Kerem Beyit, Ignacio Bazan Lazcano,
Neil Maccormack and many more. Enjoy!
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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 ﬂiSlllﬂY
3. Select TWO-lll) Cﬂ“ﬂ““ﬂ“s making sure that SIIOW COVCI’
Pﬂge is also selected.


http://www.2dartistmag.com
http://www.adobe.com/products/acrobat/readstep2.html

Contributing Arfists

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
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Yan
Xueguo

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

Andrel
Pervukhin

Andrei Pervukhin is a 25 year
old Russian artist who in 2007

graduated from the Veronezh

art College. Andrei has worked
as an illustrator for a Moscow based publisher and
does traditional and digital artwork. He has been
doing digital artwork for 2 years. In his spare time
he enjoys boxing, watching movies and playing

computer games.

http://pervandr.deviantart.com/gallery/

earfirst@gmail.com

dila
urabaev

After Jama’s graduation as an
aerospace engineer in 2004 he

never thought that his life will be

related with digital art. But now
he is working as a concept artist, and digital art has

totally consumed his life.

He has done a lot of illustrations for advertising
agencies but now is searching for serious projects in
the game or film industry.
http://jamajurabaev.deviantart.com

jama_art@tag.tj

Alex
Broeckel

is a freelance Concept
Artist and lllustrator. With a

background of 12+ years as

a professional 3d artist he
spent most of his time building and lighting digital
environments for the entertainment industry. He
worked as a lighting TD on movies like Harry Potter
and the Prisoner of Azkaban and Roman Polanski’s
Oliver Twist before he decided to become a Concept
Artist.

http://lwww.alexbroeckel.com

alexbroeckel@googlemail.com

Would You Like To Coniribute To
3DCreative Or 2DArtist Magazines?

We are always looking for tutorial artists, gallery submissions, potential
interviewees, ‘making of’ writers, and more. For more information, please

send a link to your work to: simon@3dtotal.com
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Contrihuiors

Dr. (hee Min
Won

Dr. Wong is both a visual
imagineer & director of Opus

Artz Ltd and has over 10 years

of creative visualization and
industrial design experience, working with a diverse
range of game & animation developers worldwide.
His projects have included The Edge of Twilight,
External Enviromental Art Consultant on Bioshock
2 and Senior Concept Artist and Visual Lead for the
MMO “Infinity: The Quest For Earth”.
http://www.opusartz.com

chee@opusartz.com
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Jone Leung is a freelance
artist from New York who

began illustrating during his

senior year of college. He
is inspired by imaginative media interrelated to
one another such as games, film, fantasy, horror,
comics, animation, and sci-fi. Jone enjoys dealing
with everything from coming up with ideas, the
conceptual/sketching phase, and finally executing
finished art. His work can be seen at:
http://www.lwcl.darkfathom.com/

eknerwal@gmail.com

Issue 053 May 2010



http://www.2dartistmag.com
http://www.opusartz.com
mailto:chee@opusartz.com
http://www.studiotomiyasu.com/
mailto:eknerwal@gmail.com

AVAILABLE NOW!

DIGITAL ART MASTERS

3dtotal.com

: VOLUME 4

2388 PAGE PREVIEW ONLINE!

FEATURES 50 OF THE FINEST DIGITAL
2D AND 3D ARTISTS WORKING IN THE
INDUSRTY TODAY, FROM THE LIKES OF:

LOIC E338 ZIMMERMANN | JAMES PAICK
CRAIG SELLARS | JELMER BOSKMA

MACIE] KUCIARA | DAARKEN| MAREK DENKO
KEKAI KOTAKI | ANDREW HICKINBOTTOM
MAREK OKON

BUY THE BOOK TO SEE JUST HOW
THEY CREATE THEIR INCREDIBLE
IMAGERY!

HARDBACK - 21.6CM X 27.9CM IN SIZE

288 FULL COLOUR PREMIUM PAPER PAGES
[SBN: 978-0-240-52171-8

‘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/

for more products in our range visit http://www.3dtotal.com/shop
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“All my works come
from real liie; I just rebuild
them into difierent structures (0 make
them more interesting and attractive”
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Interview with VYang
Xueguo
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Can you tell us a little about your background
and how you developed an interest in digital
painting?

Hi, my name is Yang Xueguo. | come from
Kunming, the Spring City in South West China. |
liked painting very much when | was a little boy
and now I'm an art teacher in the art university
in Yunnan Province. | studied architectural
design in university which failed to maintain my
interest and | spent more time drawing comics
and game characters. After graduating from
university, | decided to engage in 3D animation
and digital painting. At that time, there was no
professional training or way of learning digital
art in my city or even in China and the only way
was to study it by myself. | prefer Fantasy and
Surreal art and usually use the computer to
create works but hope to engage in oil painting

or other media in the near future.

What is it that attracts you to oil painting and
what do you think will be the hardest things to
learn after working digitally?

In fact the CG art in China has never been

accepted by mainstream art circles. The

www.2dartistmag.com
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majority of people have no idea what CG art is
and even a large number of artists believe that
CG art is just an image taken from camera and
easily manipulated by computer. They think CG
is just for commercial purposes with a very low

value. The common idea is that if you want to

page9

practice CG art as a purely creative venture then
you will die from earning no money. Oil painting

has been my dream since | was a little boy and |
love this and CG art. Fortunately I'm a teacher in
a university and CG is not my only livelihood so |

have enough of a reason to do something | love.
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There is a definite Surrealist theme running
through your imagery but where do you think
this stems from and what is it about this art
movement that fascinates you?

| think the first thing good art work should do
is attract those who look at it. If the artist only
pays attention to describing ordinary life, it may
make the audience feel bored. On the other
hand, if art work shows content far from ordinary
or real life, it cannot be so easily understood.
Surrealism is a good solution as all the ideas

come from real life as well as beyond life.

Your work is very meticulous in its detail.

Do you sketch out your characters and
compositions on paper beforehand or do you
develop them digitally?

Usually | start a work digitally once | have

finished the preliminary outline. Sometimes |

www.2dartistmag.com

sketch some part of the work on paper. | carry
a sketchbook with me which is convenient for
sketching anywhere and anytime once | have
an idea which | then scan into the computer and
continue to work on further. “Concrete 7” for

example follows the above-mentioned process.

“I have a quantity oi ideas
deriving irom dreams and
daily works.”

In view of Surrealism having an intrinsic

link to dreams and the unconscious, do you
ever practice automatic drawing as a way of
generating imagery?

| have a quantity of ideas deriving from
dreams and daily works. Sometimes | “see
something” when I'm driving. For example, the

“Concrete7” shows many tubes in man’s head.

page 10

My friends ask me about what prompted the
image and | tell them | was preparing for public

examinations, which was a hard time for me. |
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wanna be a sponge man and absorb everything
in books, imagining many tubes inserted in my
head and so | created the concept. | think the

“automatic drawing” often comes from my mind

and | like this free way of being creative.

“I began to realize thai
900d work could not only be
commercial but can express
real ieeling and describe
our liie.”

What would you say are your main influences
and how would you describe your painting style?
| had thought there were no paintings that
could deeply touch me before | saw the works
of Zdzislaw Beksinski and H.R. Giger. | had
never seen that kind of style before which is so
special and adventurous. | began to realize that

good work could not only be commercial but

()

can express real feeling and describe our life. |
always use abstract elements to express reality
which is interesting and also the reason some
people cannot understand my works. Actually all
my works come from real life; | just rebuild them
into different structures to make them more

interesting and attractive.

Why do you think the surreal arts are unusual in
China?

In China, CG art is mostly done for commercial
purposes, especially for games or publication.
Lots of domestic CG artists do the same thing
and adopt themes based on young people’s

interests and it's rare to find an artist like me

www.2dartistmag.com
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who creates art works out of love and use it to
investigate a question or convey a concept. |
understand that artists need money to make

a living which is a helpless fact in our current
society. Surreal art is rarely understood by the
public because it's not a traditional art form

in Chinese art history and it contains many
connotations far removed from the imagination

of the general public.

“In (hina, people would
rather pay 1000 USD fo buy a
normal oil painting than buy

a CG print priced a little bit

higher than a music (D”

| believe that the motive behind a lot of
successful CG art is in fact commercial, but if
you were to produce a series of oil paintings
would you try and exhibit these in a gallery, and
how do you feel they would compare with digital
prints in such a context?

Yes, | will. In fact, | have successfully planned

and held two art exhibitions called “Wonder”

www.2dartistmag.com

over the past four years in my city, which
focused on the theme of “CG art talking with
traditional art “. We invited lots of domestic
CG artists and traditional artists to show their

works together. The purpose was to provide

an opportunity to let CG, a different kind of
art become acquainted with the public and to
enhance the CG social situation. I'm planning a

new CG exhibition in May 2010.

page 18
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VFS ANIMATION & VISUAL EFFECTS ALUMNI CREDITS INCLUDE 9 Mike Dharney, Animator 2012 Jaitie bov
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
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Step inside the amazing creative mind of Jama Jurabaev this month’s Sketchbook artist. Jama
shows us how he sketches his great environments in black and white, and shows us how he as

a self taught artist has developed his own set of processes to make his outstanding art work.



JamajurahdaeyEr e

SKETCHBOOK OF
JAMA JURABAEV

INTRODUCTION

Looking through those amazing sketchbooks
of other people on the internet | realize that

| still don't have a unified style of sketching.
My sketchbook contains different techniques
that | use to drop down a main idea on a
blank canvas, but | think these methods
drive me to explore and to work with unusual

forms and strange solutions.

I work a lot with traditional media. Pencil,
pen, markers...| think working with traditional
media makes my hands and mind more
confident at drawing because there is no
undo button, and | tend not to use an eraser
at all. Traditional media needs a bit more
organization and attention if you are planning
to go for a finished painting at least it does
for me. And | have huge respect for those
people who have created masterpieces
working in traditional media, but working

in digital media is a great challenge too. It

allows me to experiment a lot.

My main tool in digital sketching is
Photoshop. Combining all of those wonderful
tools can lead me to interesting concepts.
We are just at the beginning of a digital art

era.

Traditional methods of drawing were polished
for centuries. | wonder how far we can go

with digital media? The thought excites me!

Coming to the subject of my sketches, | tend
to work much more on the areas that | am
not so good at the moment. If | feel confident
in drawing straight shapes and mechanical
stuff | try to practice in drawing more curvy
and organic shapes. | want to be an explorer
and discover unknown worlds and creatures
for myself. Drawing for me is like seeing

those shapes in the clouds. As soon as | get

rid of the blank canvas shapes start to form in

my head. | see the story and try to develop it.

Anyway,
Take a nice seat and enjoy the journey through
several worlds that I've created in the recent

past.

STEAMPUNK
CHALLENGE

This is the set of images | created for the
Steampunk challenge on cgsociety.org. Actually

at the beginning of this challenge | had no

idea what | was going to create, so | started

to experiment in a very abstract way. | had in
my mind some huge steam driven machines,
even steam driven cities. Keeping this in mind

| created several B/W sketches. Usually if | am
searching for interesting subjects | tend to work
in black and white. Looking at these sketches

now, | think: Wow, it was a nice journey.
Starting with huge steam machinery (Fig.01) |

traveled through different locations of my steam

universe.
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Steam temples (Fig.02)

Steam factories (Fig.03 and Fig.04).

Somewhere in between | had a chance to visit

some other worlds (Fig.05)

My journey ended up on Atlantis, the whole

continent was driven with a enormous steam

core, and | was the first person who saw how

Atlantis left our world using its steam engines
(Fig.06).

That is why nobody will ever find the remains
of this sophisticated civilization. It may sound
like complete craziness, but this is the way |
like to explore unknown worlds and to track
some interesting stories that | start to see in my

sketches.
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HAUNTED HOUSE

Here is the set of sketches that | created for the
“Hauntings” matte painting contest on CGtantra
forums. In my opinion any matte painting needs
to be a well organized compositional sketch

to be successful. That is why | decided to
spend some time to find something interesting.
Sometimes people go too crazy just to show
something different and original, but in this case
| decided to stick with classics. | had in my mind
some kind of abandoned place in the middle of
a swamp. | took my watercolors and dropped
some simple shapes on several pieces of paper
(Fig.07). | then scanned them all and started

to play with them in Photoshop. Using

layer modes | ended up with

these two concepts. (Fig.08)

-l

Starting your work with abstract shapes doesn't
mean that you don’t have any ideas of what

to paint. | was thinking about a haunted house
and | pulled it from those abstracts sketches
and also got another interesting concept with

a castle as a bonus. Using that sketch it was
much easier for me to create the final matte

painting.
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“"AVATAR" CONTEST.

Another interesting project that I've worked on
recently. The “Avatar” contest took place just
before the release of the well — known movie.
We were offered to create our vision of the
mysterious planet Pandora. | did a quick sketch
(Fig.09) with which | was quietly satisfied but |

wanted to go a bit further. | took several of my

previous sketches, (Fig.10 and Fig.11), and
started to mix them with my original sketch
using layer modes in Photoshop. After | had
enough of a mess | duplicated the layer and
set the mode to difference. | then moved
the top layer a few pixels away from original
position, desaturate everything and then |

inverted the picture.

Wouala, now I've got fresh sketches that look
Fig.12

like a pencil drawn sketches. (Fig.12)
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| found this method quite creative and it helped

me to come up with some interesting results.
Using the last one I've created this sketch
(Fig.13) that I used for final concept. Having

a chance | want to show my huge respect to
James Cameron and the all people who worked
on that wonderful movie. “Avatar” was a great

inspiration for many people.
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Fig.15

DIGITAL PEN STUDIES

As | stated at the beginning of my article, | am in continuous
search of new techniques that can help me to develop my
own style and to boost my creativity. Here is a set of sketches
(Fig.14, Fig.15 and Fig.16) that I've created in Photoshop.
Combining different brush presets it is really fun to create
images that almost look like they've been created by ordinary

pencils.

Fig.14
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CONCLUSION

Being a self-taught artist, every day | face a lot of problems related with my lack of

technical knowledge about art. But | am sure that learning the technical aspect of
drawing is an endless process for each artist, besides every artist should develop

his/her creativity.

| have a dream of working in the game or movie industry one day. This dream
drives me to develop myself as much as | can. And | try to use different tools for

that. There is still a lot of things to explore out there, that is why | have to stop here.
Hope this article was somehow helpful and interesting!

See you in the close future, thank you.

JAMA JURABAEV

For more information please visit
http://jamajurabaev.deviantart.com
or contact

jama_art@tag.tj
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ChapterS:Mountain City,

Painting Fantasy Medieval
Sg:enes Chapter 5: Mountain

City

Software Used: Photoshop

Here's my Step-by-Step Tutorial about painting

a Medieval Mountain City with a Castle.

For this one | started with a very rough line
drawing (Fig.01) to layout the scene without
caring about colors and values. | knew that |
wanted to show a Castle from a distant point
of view, almost like how a visitor would see it
for the first time. At this point perspective of
the various elements is wrong in some places,
because | played around with composition by
moving parts of the image around. The very
idea was in landscape, but | decided to change
the orientation later. We will have time to fix
minor perspective issues later, for now though
general layout, visual flow and scale of elements

is more important.

When | was happy with my composition |
started to separate the drawing into layers and
gave them full flat colors with 100% opacity
(Fig.02). Every color is a separate layer. Now
it is also time to add a perpsective grid. It

will be important later when we clean up and

detail the scene, especially the buildings. The

Fig.01

Fig.02

horizontal line is almost in the middle, which
normally should be avoided for a more dynamic
approach, but this time | wanted to be able to

look up and down at the same time.

Now the fun part starts! at least for me its

the most interesting part. After starring at the
linework for a few minutes | have a rough idea
of how | want the colors to look, so | block them
in roughly (Fig.03). | separated the different
depth layers and decided to have a mix of rock
and snow materials without any vegetation. To
add some color perspective too | added more

red and brownish colors to the foreground

objects. Don’t try to get the perfect colors a that
stage, try to keep the whole color balance of

your image in mind.

In (Fig.04) | made a little change to what | had
imagined to begin with. Why not create a scene
with some sunlight which illuminates only some
parts of the castle and the surrounding rocks,
with some small houses in the dark? this could
look more interesting because this way there is
a first and a second reading for the image. At
this stage | am only using photoshop standard

brushes.

Most people when they start to paint digitally
believe that they need fancy cool brushes

to make an image look great. | think special
brushes are not important for an interesting
image! Colors and Values are way more
important than fancy brushes! So please, learn
to paint with standard round and soft brushes,
and make sure your colors and values look
good. Then you can try to spice up your painting

with fancy brushes.

Its time to check the perspective. | do that by
switching back to my perspective grid layer and
by flipping the image horizontally. This gives
you a fresh look at the image, and will help you

identifyi problems, and surprise! | like the flipped

Issue 053 May 2010



http://www.2dartistmag.com

Al

193kan

4
=

CYALNCEIIE

image much more. In the western world we read
images from left to right, so now the reading
direction of the image has also changed. The
viewer starts from the distant point and follows
the bridge to the castle and the city below it.
(Fig.05) Somehow this adds a slight touch of

a story to the painting. | like that, so i keep the

image flipped.

In (Fig.06) colors are pretty fixed (though | will
change some things later). So from now on its
just detailing, whilst staying in the boundaries
of the rough color layout. | dont care about the
buildings of the city at the moment because |

have to sort so many things out first.

| dont like how uninteresting the foreground
looks. It's unbalanced so | add some strong
whites and hard contrasts to the foreground to

make it visually more entertaining.

It’s also time to admit that the fog between the
rock layers is a bit disturbing, so | remove those
layers to improve the harmony of the overall
composition. A subtle fog layer done with a
simple round soft brush puts the castle slightly

further into the background. (Fig.07)

| feel that | would like to have more weight on
the left side of the image, away from the city.

| will add this later, but | start by adding some

bright clouds to form an area of interest (Fig.08).
| also lower the contrast between the city and
the mountain behind it with a layer of grey color.
The whole area on the right feels much more
integrated now and the city will be in the dark
shadows of the mountain. This gives room to
play with some lights in the windows of the

houses later.

It’s time to add details to the foreground
(Fig.09). | keep adding details with a very small
hard edged elliptical brush, whilst trying not

to change the overall color and value of the
composition. A very good thing to do is always
have the navigator window open to see a small
representation of the actual image. If it looks
good as a thumbnail and bad in the big view,
then its just a matter of detailing to make it look
better. Be aware of images which read badly in
the small navigator window. It will be very hard
to make them look good just by adding details! If
it looks bad as a thumbnail, find out why before

you continue with detailing.

Later | will block in the shapes of the houses
roughly. | am trying to work cleanly enough to
have well defined shapes which are important

for readability in this low contrast area.

Finally it’s time to detail the houses (Fig.10).

I'm trying to indicate details by adding windows,
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color changes, and shadows to push the
buildings into the background. Small lights in
some of the windows add weight to the city and
draws attention back from the bright and high
contrast forground. At this stage | am happy with

it and call the painting finished.

| hope you enjoyed my little tutorial.

For more from this artist visit:

or contact them at:

Fig.10
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Five Ages of Steamworld encompasses the five interconnected districts of

RITHTTCE W

Clirnies 2 107
The medieval/ high renaissance period of Steampunk
RIS AN BTN

Epitomised by Clockwork Steampunk as the main visual theme

e 4 Jises

Epitomised by late Industrial Revolution where diesel powers everything

Final leg of tour looks at both the heart of realm of D’'Machinis & Inginis - meaning Machines & engines respectively.
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Painiing Steampunk
Environments: Chapter 4 -
Diesel

Software Used: Photoshop

Realm of the Diesel Punk
Engineers

Welcome to this series of workshops
encompassing the Five Ages of SteamPunk
within the alternate Realm of “Steam PanGloria
Globus the 3rd” (SteamWorld for short).

Our tour is now midway through the
InterRealms and encompasses different eras
and themes within the five interconnected
districts of SteamWorld (D’Automobilis,

D'Vinci, D’'Metronomus, Diesel & D’Inginis) and
administered by the central transit & engineering
hub of the Guild of D’'Machinis.

Previously, the first leg of the tour started
within the Victorian Era of D’Automobilis

- whereby, we had the opportunity to briefly
discover how transport became the mainstream
thrust of the Brittanic Victorians, starting with
the steam engine. Our tour also looked into
designing and developing steampunk transport
and environments using a themed period as a

starting basis.

Subsequently the second aspect of the tour

involved travels within the Medieval Era of

D'Vinci of high renaissance architecture, places
of worship and towering edifices of rock amidst

a skeletal frame.

Within the clockwork fantasy of the third realm
D’Metronomus, our intrepid explorers undertook
a historic tour within the oldest heart of the inter-
realms whilst an appreciation of moss covered

texturing of various elements was shared.

y P - -
D’Inginis Diesalis
From the ancient heartland of D’Metronomus,

we continue on our journey into the inner

workings of the Fourth Realm.

It is here, that the tireless powerhouse of
Diesalis powers the various furnaces and
aetheric energies of the Steamworld. Key to
this distinctive Realm, is the usage of industrial
pipes, weldings, bolts and engine components.
There is a minimalism when it comes towards
aesthetic considerations, with the beauty
inherent relative towards the prominent display

the D’Inginis.

And thus at the magic twilight hour, we finally

reach the border of The Drop.

The Drop

The drop represents a sharp demarcation
between the cloud and mist of the ancient
overgrown heartland of D’metronomus, and

the pipe laden, humid underworld of D’Inginis
Diesalis. It is from here we have to continue
further afoot towards a lower vantage point of
this chasm whereby we come across the derelict

scrapyard of the Drop. (Fig.01)

It is here we can choose a suitable location to
set up an evening composition from which to
depict the merging of two styles. That of a diesel
steampunk laden style and that of a overgrown

naturalistic nature.

The first thing to note is that with such a twilight
scene, one needs to work fast. For there will
barely be half an hour to an hour before the
light fades fast. It is also during this time that
lighting can be at its strongest - providing strong

contrasts and saturated lighting. (Fig.02)
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The initial canvas should be rapidly prepared
with a rapid block out of the strong key forms
and objects, thus providing a strong read

(and contrasts). Two similar compositions are
explored initially to depict a naturalistic harmony
between a strongly lit scene, and one that

depicts its steampunk nature.

The Composition
Following the initial sketch, one can combine the
best of the two sketches to form the “bones” of

the composition. (Fig.03)

One thing to note is a level of readability,
whereby background is clearly demarcated from
the foreground objects. In addition, the main
lighting direction should be determined in order
to plot the core shadows and local ambient

occlusion.

Roughly translated into plain speak, this means

a depiction of hard and soft forms, angular and

cEalhiekiyensesonseampiink

curved shapes and lastly low contrast values
(objects in the distance) and higher contrast
silhouettes (foreground). This methodology
requires the usage of the canvas to provide a
monochromic tone from which to build positive

and negative shapes.

Shape, Form and Texture

Subsequently, we can start bulking up the
sketch with some early introduction of warm
tones throughout. This both provides an
opportunity to unify various foreground objects
with the same core shadows, and provide a
textural warmth of a lower contrast and unified

background shapes. (Fig.04)

The next stage affords one to work rapidly

by bulking the main meat of the image with
further focal details, whilst still keeping a loose
energetic hand. Strokes and brushwork can
afford to be confident and assured, reflecting a
concious choice of simplifying certain details into
a few strokes - denoting both textural quality,

specularity and tonal form. (Fig.05 — 06)

Reference - Art Direction

To aid with the depiction of such objects, it

can be useful to observe various construction
scenes such as the reference provided within.
Note, the level of regularity, large bold shapes

of pipes within the photo (denoted with a yellow
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circle) - these linear shapes help anchor the
main super structure towards the ground plane
and thus reflect the need for solid, believable

foundations. (Ref.01)

In terms of style, it is particularly useful to
observe first hand an industrial complex (if
possible). Here, we depict the “inside out
building” of the Lloyds’ building at One Lime
Street, London as a suitable primer to depict

the strong diesel punk theme of this workshop.
Note, the use of parallel shapes, piping and
reflectivity of its surface material relative towards
the ambient (blue sky) surrounding. The ability

to depict such similar shapes in various lighting

conditions will greatly aid in the depiction of a

dramatic steampunk artworks. (Ref.02)

Lastly, a warm pinkish atmosphere is added
to the overall scene to capture the lasting rays
of twilight and thus soften various midground
shapes, and unify the background overall.

(Fig.07)

Up-lighting

Uplighting can often be used to increase

the dramatic effect of a low light scene. This
effect is often prominently use within theatrical
or museum displays, upon listed historical
buildings and deco styled monuments &
buildings. (Fig.08)

Notice how strongly various forms have a strong  rapidly into black which is quite a contrast to
However to denote nightime scenes, one needs  edge, with saturated bold tones and forms. In phased fall off gradient in daytime. (Ref.03)

to be particularly observant of local lighting. addition, objects in the distance tend to fade
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The Engine Room
1 Preliminary Blockin

Having traversed towards the edge of the
chasm, we espy the hybrid DeepCable express
hidden within. Utilizing this mass transport we
take the 5 mile deep journey into the heart of the
engineering marvel of the Steamworld. Powered
by a massive set of diesel powered levers,
pistons and flywheels - it is here that sufficient
heat and power can be generated to distil the
aetheric powersource that provides free lighting,
heat and energy for portable and general usage
throughout the SteamWorld. (Fig.09)

cEalhekiyensesonsMeampink

To capture the look and feel of the massive
engines herein, let us start by preparing a
fresh canvas and block in all the main primairy
shapes using large broad strokes via a simple

chalk brush. (Fig.10)

The next step is to provide immediate focal
detail. In this instance, we depict a massive
angled elevator used to ferry large tunnel boring
machines and supplies into the heart of this
realm. Subsequently, we help unify the overall
image with elements of lost edges and grain to
provide a better overall read of the composition.
(Fig.11)

2 Detailer

This next step is a more formalized aspect

of blocking in forms and designing elements
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so they fit both perspective, proportions and
communicate effectively as a solid set of objects
to the viewer (Fig.12). In addition, surface
materials are provided with the appropriate
treatment - eg. such as providing reflective
mirror-like surface materials for smooth metallic

surfaces. (Fig.13)

3 ColourGrade - Detailing

Once the formalized aspect of firming up the
details are complete, the next aspect is to
provide a color grade for all the objects and

scene.

Firstly, the composition is skewed slightly
towards a hazy tan yellow feel to provide a
colored monochromic base. This is followed

up further with the addition of localised reddish

hues and complimentary dark greens (to denote

different surface materials). (Fig.14 — 15)

Lastly, localised uplighting and reflected
surfaces are rendered accordingly with small
minor tweaks to represent the hot humid
atmosphere of being enclosed within a furnace-

like ambience. (Fig.16)

The Flood

Lastly, we will depict how to convert an existing
image towards a more flooded feel, by literally

flooding it. Firstly, let us briefly discuss our mode

of railed transport that would allow for such an

undertaking.

In essence, a dual mode hybrid that is a cross
between a tram and a submersible would be
required. As such, it is simply a straightforward
case of designing a plain bulkhead in the initial
instance, without any additional distinguishing
forms. Central to this, is what I'd liken to a
horizontal waistline that denotes a seperation
between the lower ballast/cargo of such a
transport, and the upper division that would

safely encompass our artist explorers.
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The next step, is to incorporate elements of a

mass transport of the DeepCable express.

Elements that were incorporated include a rear
propulsion system, a local ambulatory set of
paddles (resembling flippers) and a top mounted
overhanging grapple pulley system. Between
the trio, this hybrid system would comfortably
traverse the depths and above water realms

with comparative ease.

Lastly, in terms of color reference we undertook
the next best thing to being underwater by
gathering reference from similar colour grading
expected underwater. The only exception to this
is to realise that falloff underwater is fairly rapid.
(Fig.17)

Reierence - Lighting & Colour
Underwater

The colors of yellow and red have the shortest
falloff, followed subsequently by cyan and blue.
Thus, everything underwater will tend to have

a cyan/bluish color reflected back towards the

viewers eye. In addition, over a certain distance,
everything else fades into a greyish black - and

thus objects lose their details fairly rapidly.

Not a terribly exciting prospect for artists surely.

To ameliorate this, we bring in local lighting

and spotlights (of epic luminosity). Utilizing
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the aspects of uplighting and local lighting, the

artist can bring about a creative and dramatic
depiction of structures underwater - and thus
fire the imagination of the viewing audience.
(Ref.04)

Underwater Conversion
Taking the above elements in mind, let us
undertake the conversion of the existing scene

into an underwater one.

First thing to note, is to eliminate a majority of
the yellows and reds, and subsequently unify
the image with a slightly saturated cyan feel. In
doing so, this helps to group various complex
shapes into core shapes and objects. This also
eliminates various details due to a sharper
falloff, (let us say arbitarily) from the midground

onwards.

Subsequently, to provide a more underwater
feel - we are required to unify the image further
akin to peering through a green fog. This further
eliminates alot of focal detail, and we will have
to bring certain features back to fore, via the

judicious usage of local lighting. (Fig.18)

By utilizing uplighting, this can help create a

more dramatic scene. Sometimes, one can also

try to paint such a scene upside down. This
may help the artist plot various light rays and
falloffs with relative ease - however once you

are attuned towards painting above water, and

utilizing uplighting for night scenes, the brain
can develop a dual switch (to a certain extent).
(Fig.19)

Lastly, to complete the underwater conversion
- one can depict the scene utilizing the
underwater submersibles and transports
depicted in Fig.20. A mixture of sharper edges,
contrasts between local lights and larger
spotlights may either mesh together or provide

a conflicting read.

Thus, ensure the placement of foreground
objects and lighting can compliment one another

for a more harmonious involved feeling.

End of D’Inginis Tour

Welcome back to our central hub of the
Steamworld where our tour comes towards its

penultimate end.
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Within this tour, we took a more naturalistic
approach towards depicting an everyday scene -
by setting down tones and strokes rapidly using
a mixture of softer broad strokes and firmer
(detailer) strokes for areas of focal detail. The
setting of a diesel powered realm run by engines
and ducting afforded for the introduction of
theatrical uplighting. In addition, we also delved
into the underwater elements to see how this

can work brilliantly to good effect.

For our final aspect of the five tours we will
return towards the administrative centre of
D’Machinis whereby we can afford to review all
the machines, engines and objects that help
provide an inherently unique look and feel that

defines that which is steampunk. (Fig.21)

If you would like further information, advice or
additional reading, please feel free to contact us

at workshops@opusartz.com

Chee Ming Wong

For more from this artist visit:
http://www.opusartz.com
or contact them at:

chee@opusartz.com
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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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This month’s Making Of is brought to us by Jone L.
Leung, he explains to us how he created this tense
confrontation between man and beast, and he tells us

how he used trial and error to get the composition he

was aiming for.




helConiron
The Conirontation

Software Used: Photoshop

Step 01

Hello, for this making of, | will try my best to

) -

backtrack the steps that | took to complete
my image, The Confrontation, for issue 48.
I've always been inspired and fascinated by
dinosaurs and prehistoric creatures, so for
this painting, | wanted to create an adventure
based fantasy piece. With that idea in mind

| started off with a simple line drawing, just

to get the pose, gesture, expression, and
anatomy of the dinosaur. Keep in mind that
since this is a personal piece, | didn't bother
doing any thumbnails or pre-planning, since |
had everything pretty much in my head and just
wanted to start painting as early as possible.
Needless to say, skipping this process did
present me with a couple of roadblocks along
the process so do keep in mind that thumbnails
and idea sketching are crucial especially if
your work is for a client. Also doing multiple
thumbnails gives you more options to choose
from, whether for yourself or for a client. |
wasn't too sure about the composition at this
stage because of my rush to jump right in,
and it caused me to go in circles, so a great

way to avoid this and save time is to simply

DIVEOE
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Fig.01

Fig.01a

www.2dartistmag.com

give your-self more options in the beginning
(Fig.01). The brush that | used to do most of the
preliminary drawing is basically a default round
brush built into Photoshop as shown in Fig.0la.
The settings are pretty basic, and | find that this
brush is fairly versatile at this stage to lay down

ideas and make quick changes.

Sep 02

In this step, | felt that his expression wasn’t

really what | had in mind. | wanted the beast

to be more aggressive and meaner, so | gave
him an opened mouth as part of my idea was to
have it growl at his newfound prey. The dinosaur
itself is not anatomically accurate, being that |
wanted some creativity and artistic ownership
rather than copy a real dinosaur. It was more fun

for me that way. (Fig.02)

Sep 03

At this point, | decided on most of the

composition, placing the figure on the far upper

Fig.02

page 75

Issue 053 May 2010



http://www.2dartistmag.com

left corner on top of these giant banyan roots
that | wanted to incorporate into this piece. The
roots are enormous and marvelous structures,
and if you've seen them in person you'll know
what I'm talking about. What | want to show is
basically a square-off between man and beast,
so at this stage | was deciding on the placement
mostly, and how to integrate forest elements into
the painting without causing tangents that will

disturb the “flow” of the image. (Fig.03)

Sep 04

The early composition did involve observant
monkeys hanging on trees if you look closely

at the upper right hand corner, and for some
odd reason, this idea crossed my mind that
another figure should be sort of riding the beast,
or controlling its actions. That really didn’t go
over too well, since the scale of the painting
meant that the dinosaur would be gigantic, thus
making its surroundings more detailed than
what | wanted to show. Another decision that
was made was to crop the left side of the image
so that there would be less space between the
man and the beast, because | wanted a more
dramatic feel. At this point, I'm still using the
default round brush and painting in black and

white. (Fig.04)

sep 05

It was then time to throw down some color, and
to indicate general forms and shapes. Using a
combination of multiply, overlay, screen, and
soft light, | gave some starting base colors to
the forest, dinosaur, and the figure. These layer
modes are useful for laying in basic colors
without covering up the line work. If you think in
line like | do, this technique is extremely helpful.
Depending on how you think, you may prefer
starting off with line art or you may choose to
immediately use solid color to block in shapes,
masses, and just go nuts. Either way is fine, it
is all a matter of comfort and finding whatever
method works in your favor. For me, | find it
easier to conceptualize and see things in line.

(Fig.05)
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ThelConior
Step 06

Using a few layers to build up the colors

) -

DIVEo]

gradually, | continued to push some of these
base colors in order to make the image pop
more. | was going for a late afternoon, early
evening atmosphere, so | wanted everything
to have a dark blue-green tinted overcast, with
a primary focal area bit brightly defined and lit.
For now, it seems to be where the dinosaur is
standing. The colors are quite saturated right
now, but that will be changed later on. Also, |
decided to change the rock on the left and add
some trees in front of and behind the dinosaur
in order to define this environment a bit further.

(Fig.06)

Sep 07

This step is a bit of a jump | know, but from
here on out it was a process of straight forward
painting. Just a lot of time and trying to find
what | want within the picture. Many additions
such as clothing on the figure, details in the
rocks, leaves, and trees that helped the image
come together. | made the dinosaur much
bigger, to heighten the effect of the narrative.
Sometimes you just have to push paint or in
this case pixels around until whatever it is

you want starts to unfold. Another pointer that
helps is to really observe what you want to
illustrate. Try to understand what it is you're
drawing or painting from a color, form, and
shape standpoint (Fig.07). Sometimes it's not

just about replicating what is in front of you.

q
st

Fig.07a
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Several custom brushes were made from
scratch in order to make the textures a little
more personal, in order to get away from the
traditional round brushed look that Photoshop
has, nothing against that look since | myself do
it like that sometimes, but | wanted something
that felt more organic. Many different brushes
can be variations of the chalk brush built into the
program, tweaked with either shape dynamics,
texture or the dual brush options checked on
or off. So have fun and just play around with it.

(Fig.07a)
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Sep 08

More painting. Here | added indications of

scaly dinosaur skin, and brightened the focal
area a bit more. The image overall has a warm
overtone to it, something that | don’'t want so |

will fix that later. (Fig.08)

Sep 09

Here, | decided to brighten the dinosaurs head
as well as provide some sort of ambient lighting
to the rest of the ground plane that surrounds
the focal area. An overlay layer with a light
de-saturated color was applied over where |
wanted the light source to be. It's important not
to overdo this, since it will look really cheesy
and obvious if not done with care. | also glazed
over the edges around the painting with a
darker color set to multiply in order to frame it,
bringing out the composition even more. Doing
this allows the viewer to distinguish more clearly

where | want their focus to be drawn. (Fig.09)

Sep 10

This is where | made a major change.
Previously, | felt the key color to be a little too
warm and reddish for my liking, and so | decided
to apply color balance and curves adjustment
layers over the entire painting. You'll notice

that after this was done, it resembles closely
the final image. These layer modes are great

in a sense that it can allow you to sit back and
choose what you do and do not want. Keep in
mind that it takes several passes to get to the
results that you want and it is by no means

a quick fix. It still takes an understanding of
lighting, and color to make it work. Photoshop
may make an artist much faster, but that doesn’t
necessarily translate you into a better artist.
Additionally, these solutions offer much more
flexibility compared to the traditionally approach
of painting over it, although that wouldn't be

too bad either. Maybe, someday I'll choose

to do an entire digital painting on one layer
without using any of the options available. Right
now that sounds scary but that will be fun and

challenging. =) (Fig.10)
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helor
Step 11

More painting done here again. | noticed the

[0l

) -

DIVECE

dinosaur’s leg didn't feel integrated so | decided
to cover it up with some long grass. Also, | felt
the figures shirt was too bright so | went ahead

and darkened that area too. (Fig.11)

Sep 12

| decided that the dinosaur needed something
to make it a bit different so | went ahead and
painted in some horns on its back and head
region. | continued to add details here and
there, without zooming in too much in order to
have a complete view of the picture. Zooming
in too frequently can make one lose attention to
how the entire image is working out as a whole.
The painting up close is actually quite chaotic
and loose. | applied some backlighting to the
figure as well, reflecting some of the local colors
from the surroundings. From here on out it just

became a process of nitpicking, changing and

ALtist

adding details, micro-composing certain areas
so that tangents don’t occur, and darkening
and brightening specific areas to make it pop
out more. That's about it | guess. Hopefully this

made some sense and it helped you picked up

a thing or two. Feel free to shoot me an email if
anything seems confusing. If you know another
way of doing things, I'd love to learn. Thanks for

reading! (Fig.12)
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Jone L. Leung

For more from this artist visit:
http://www.lwcl.darkfathom.com
or contact them at:

eknerwal@gmail.com
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DIGITAL ART MASTERS

VOLUME 4

With the release of 3DTotal’s latest book,
Digital Art Masters: Volume 4, we have

some exclusive chapters for you...

This book 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:

“The Back-Alley”

by Roberto F.Castro


http://www.3dtotal.com/damv4/
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AN OTH bawsans

FLOM S, con

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 > Claire Hughes

claire@3dtotal.com

Partners - B -

If you have a CG community website and would
like to support 3DCreative and/or 2DAtrtist

magazine by showing our banners, please

contact Lynette Clee at the email address above
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