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Editorial

Welcome to the 64th
issue of 2DArtist. | hope
the weather is improving
where you are as it is
here. It may be tempting
to get outside and enjoy
some sunshine, but if you

Lookforthisbuttoninside

would rather stay inside

Free hoto Texures & Reences

and get some painting

totaking on the elusi

S‘PIIW Ambush

done, 2DArtist is here to
provide the inspiration and

tutorials you need.

This issue is crammed with some fantastic articles. | know you are going
to love it! We will start this month by talking about the interview. This
month we catch up with one of the most talented design studios in the

UK, perhaps even the world - Atomhawk Design.

3DTotal and Atomhawk have just completed work on a fantastic printed
book ‘The Art of Atomhawk design’ which is available in the 3DTotal
shop now. If you like what you see in this interview you should definitely
check out the fantastic 192 page book. Atomhawk tell us how they rose
like a phoenix from the ashes after the collapse of Midway games and
have gone from strength to strength. This is definitely a company to

keep your eyes on!

We have some fantastic artists contributing with tutorials this month.
The first of these is our Art fundamentals series. Tomasz Jedruszek is
back in this issue. Many of you will know that Tomasz is an outstanding
illustrator, and therefore the ideal person to teach the art of story-telling
in images. This tutorial may give you a totally different outlook when

creating illustrations.

This month we also feature a tutorial by one of the Atomhawk Design
team. Charlie Bowater is a new artist to both the Atomhawk team and
2DArtist magazine. In this issue she will be showing us how to paint a
self-portrait from a photograph. This is a great tutorial and well worth
a look at. | would also recommend checking out Charlie’s deviant art

page, she is a cracking artist.

| don’t know about you but | found the first part of the comic book series
very helpful and informative. In this issue David Nakayama picks up
where he left of by inking his traditional sketch. David provides some
really cool tips about cleaning up your line art in Photoshop that | know

a lot of you will find very helpful.
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Our Photoreal Fantasy Creatures series has been fascinating so far.

Our artists have provided some really handy tips to help us make our
illustrations as believable as possible. In this issue Weiye Yin shows us
how he made his Yeti look real. He doesn’t only help us with the fantastic
character, but also with its environment. There are a lot of cool tips in this

one, and | am sure you will agree that the final image is very cool.

Wow, we really do have a lot of great content here, and | haven't even
mentioned the Making of by Songnan Li, the sketchbook by Robbie
Lawrence or the gallery images by artists like Serge Birault, Branko
Bistrovic, Steve Jung and Vanja Todoric. | could talk all day about how
good this issue is, but the only way that you will believe me is to have a

look yourself. | promise you won't be disappointed.
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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“ﬁ““ﬂ“s making sure that SllOW COVCI’
Page is also selected.

GegthelmosHeuHe VoI

Magazme'

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!


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

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

contact: simon@3dtotal.com
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Robhie

Lawrence

Robbie Lawrence is the result
of a mad-scientists experiment,

and has really cool shoes.

Occasionally she draws, but
what really matters is she’s radioactive. She went to
school in the mystical land of Baltimore and studied
lllustration at MICA until 2009, when she graduated
and began freelancing her skills (in exchange for

video games, obviously).

http://ryuuka.deviantart.com/

robbiedraws@gmail.com

Tomasz
Jedruszek

Tomasz Jedruszek was born
in 1977 and educated in

architecture, he is a self-taught

artist. He is husband to his
beautiful wife Magda and father to brilliant son Frank.
He has worked for clients all over the world and is
fascinated with life, history, fantasy, science and

weaponry.

http://www.morano.pl/main.php

info@morano.pl

Charlie
Bowater

Born in the UK in 1988 and
raised on 90’s cartoons Charlie

Bowater spent her childhood

drawing her favourite characters
and insisting she’d grow up to be an animator. A lot
has changed since then but her love of art hasn't.
Charlie is an illustrator and self taught digital artist.
She lives in Newcastle upon Tyne and works as a

concept artist for Atomhawk.

http://charlie140588.deviantart.com

charliebowater@hotmail.com

David

Nakayama
In his 8 years as a professional
illustrator, David Nakayama

has worked extensively in the

concept art, comic book, and
package art fields for the likes of NCsoft, Disney,
Marvel Comics, and others. He’s currently Lead
Concept Artist at Paragon Studios (developers
of City of Heroes) and served as Art Lead during
the production of the game’s 2nd major boxed
expansion, City of Heroes: GOING ROGUE.

http://www.davidnakayama.com

dnakayam@hotmail.com

Yin
Weiye Yin (Franc) is a senior
concept designer and CG &

image artist. Franc started as

a traditional artist and started
working with CG in the year 2000. Since then Francs
work has features in many publications and won
many awards. He has worked in both the movie and
game field and has worked as a concept artists as

well as an art director.

http://franccg.51.net

francwork@163.com

Issue 064 Apri 2011


http://www.2dartistmag.com
http://www.morano.pl/main.php
mailto:info@morano.pl
http://charlie140588.deviantart.com
mailto:charliebowater@hotmail.com
http://ryuuka.deviantart.com/
mailto:robbiedraws@gmail.com
mailto:simon@3dtotal.com
http://www.davidnakayama.com
mailto:dnakayam@hotmail.com
http://franccg.51.net
mailto:francwork@163.com



http://www.thegnomonworkshop.com/




AlomhawkiDesiongE==" “Aitis

Interview with
Atomhawk Design

Hello Ron and the Atomhawk Design team.
It's a pleasure to catch up with you again.
Now it may be tricky, but we have to pretend
that we haven’t spent the last five or six
months sending emails backwards and forth,
so I'm going to have to start with the obvious
question, which | already know the answer
to but is a great story I'm sure our readers
will love: can you tell us about the birth of
Atomhawk Design?

Ron Ashtiani:
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Steve Pick: It must have been a huge risk starting the
company like that, particularly when you
had just seen a heavyweight company like
Midway go down. Why do you think you have
been so successful in such a short space of
time? And is it liberating being free from a
large company like Midway?

Ron:
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artist. But what does your day to day job

involve?

Ron:

This next question is for Ron really. I've
often wondered what the role of an art
director entails. I've seen some of your art

work in the past, so | know you're a talented
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I'm familiar with a lot of the team at

Atomhawk Design and | know you started

things off with Pete, Corlen and Steven,

adding Steph shortly afterwards. But |

believe you've also recently added some

new team members to your ranks —

perhaps the newbies could introduce

themselves and tell us a little about

what it is like working at Atomhawk? Dan Gilmore:

Amy Hill:

Issue 064 Apri 2011
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Roberto F. Castro: there who would love to work at a company
such as yours; can you give us all an insight
into the kind of things you look for when
employing new artists?

Ron:

Charlie Bowater:

It seems like you have got the knack when
it comes to picking team members! | know
Roberto’s work quite well and have made
myself familiar with the rest of the team’s
work — they are all extremely talented. | am

sure there are a lot of budding artists out

Issue 064 Apri 2011
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| have been lucky enough to scan through

hundreds of the outstanding images created

by the hands of your team, and soon

everyone else will be able to as well with

the upcoming release of your first book.

Can you tell us what it is like to have a book

showcasing your work and do you think

this will have a big impact on the Atomhawk Pete Thompson:
brand?

Ron:
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Corlen Kruger:

Steve:

I hope that the book helps you guys get the
global recognition you deserve. | look at art
all day long, and every now and then | come
across a website or an artist that makes

my jaw drop — you guys definitely had that
effect on me. If you could use five words to
describe your new book what would they
be? I will give you a helping hand with this;
I would say: breathtaking, inspiring, gritty,
mind-blowing and diverse. Also, what would
you say makes your book unique?

Ron:

I like to ask people we interview about their
artistic influences, mainly because it is often
surprising who people list, and because

it often makes you view their work in a

Lits

different way. Maybe some of the guys there
can tell us who influences them and if it has
an impact on their work.

Pete:

Steve:
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StephStamb:

Roberto:
Charlie:

Dan:

wiw.2dartistmag.com Issue 064 Apri 2011
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Corlen: I know that some information has to stay
under lock and key, but can you tell us
about some of the projects you are currently
working on? And can you tell me about
some of your favourite projects from the
past? | personally love the work from
Necessary Force! Some of the landscapes
and key moment shots are outstanding!

Ron:
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Pete: Steve:

Dan:
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You've just left pretty much all of us on
the edge of our seat with that answer! If
you could work on or develop any existing
project what would it be?

Ron:

I ST


http://www.2dartistmag.com
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Thanks for taking time out of your busy

5 wer a few questions for us

ys are run off your feet at

gt} |As one of the very few people Intenview, Alo m I g ‘1

that have been lucky enough to see the new

book — The Art of Atomhawk Design: Volume
1 —1can reveal that it is one of the best art
of books | have ever seen (and | see a lot)!
Thank so much for sharing your work with
us. Hopefully we can meet up again soon to

celebrate the book’s success!

Atomhawk Design

http://www.atomhawk.com

info@atomhawk.com

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

k6 The art in this book not only
showcases a variety of subjects
and ideas, but also demonstrates
a keen sense of storytelling. This
IS what concept art is all about:
skills, technique and originality;
a good understanding of the
production pipeline and the
needs of the clientsaa

Stephan Martiniere | www.martiniere.com

View the entire
The Art of Atomhawk: Volume 1 book online
in our shop here: www.3dtotal.com/shop

The Art of Atomhawk Design: Volume 1 is an exceptional collection of
concept art from up-and-coming studio Atomhawk Design, ranging
from characters and vehicles to environments and action scenes.

Founded in 2009, Atomhawk Design has quickly developed a reputation for
delivering exceptional concept art for the film, games and online industries. Boasting
some of the most talented and cutting-edge artists in the industry, this young
company has now teamed up with 3DTotal to bring together a collection of artworks
that represent the very pinnacle of their work. The Art of Atomhawk Design: Volume
1 offers up sketches and work-in-progress images from some of Atomhawk Design’s
most successful projects, along with a selection of inspirational personal pieces
from individual artists. From breathtaking action scenes to mind-blowing futuristic
environments, this book provides a tantalizing insight into the creative mind of a
professional concept artist and demonstrates how a team of experienced industry
veterans can turn an idea into a captivating visual feast for all to enjoy.

ISBN: 978-0-9551530-2-0 | Format: Softback with Slipcase 192 pages
Dimensions: 288 x 216mm | Paper Quality: Full colour premium paper


http://www.3dtotal.com/shop
http://www.martiniere.com

Match-moving,
Set Reconstruction,
and Stabilization

SynthEyes 2011

i nd
. ure Extraction a
Now |ﬁ\‘:yitli'lcaa‘th:_\}az“9 TeXterEffectS exporter!
Sop 1S

See the tutorial at http://www.youtube.com/SynthEyesHQ

Pro 64-bit version only $599 for Windows and Mac OS X,
full-featured entry-level 32-bit version an incredible value at $399

‘% Typical Applications !J What Our Users Say About SynthEyes 2011

B Fixing Shaky Shots “I've been faffing about with the texture extraction

tool and it's brilliant!”
m Virtual Set Extensions )
“Has to be seen to be believed!”

B Animated Character Insertion

“You've got a great product at an incredible price.”

m Product Placement
in Post-Production “Texture extraction in Syntheyes 2011 is awesome.
It works so well it must be magic.”

B Face & Body Motion Capture
“I love the tracker radar!

E Talking Animals It's useful AND it looks cool.”

Andersson Technologies LLC

ssontech.com

Seventh year in the market, serving artists in over 70 countries


http://www.ssontech.com/
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“MYi drawing style has always
been inil M
I’ impom €

by Japanese pop art that you

combine it with something

else in order to make it
your own”

This month's sketchbook artistis Robbie Lawrence. Robbie is a great artist that uses her sketchbook to great

effect. In this sketchbook you don't only getto see some of her great work but a small insigt into the book she is
working on with her close artist friend Nykolai Aleksander.
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ROBBIE
LAWRENCE

This is a finished drawing that | never really
got around to coloring. It's all in pencil and
the perspective on the box is wrong. | like
drawing shoes and mildly morbid things

(Fig.01).

| write next to my drawings, either venting or
taking notes on what | need to change. | was
always taught to use sweeping motions to

get the gesture of a figure, but my drawings
always seem to be frozen even when they are

action-tastic (Fig.02).

These are designs for a character in Sarah

Hurst’s ReincarNation. His motorcycle outfit is
supposed to be mildly sci-fi/plug suit inspired,
but | couldn’t help but throw some 80s retro in

there (Fig.03).

@ ©Sarah Hurst @
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This is a portrait of a character drawn in
probably about three-four hours. It's very loose.
| think he turned out looking rather alive despite

not being based on a real person (Fig.04).

This is Corby Davidson, who is a host on 1310
The Ticket (the only radio station | bother
listening to). Sometimes when | see people |
notice features that are awesome and want to
draw them; this definitely happened with Corby
(Fig.05).

This is a different take on the costume for

the guy who looked like he was about to kick
something. My drawing style has always been
influenced by Japan. | think it's important if
you're influenced by Japanese pop art that you
combine it with something else in order to make

it your own (Fig.06a — b).

Sketchbooks Rohhie m

e ®
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This shows a straight-up scan of a sketch,

to making it pretty and presentable on the
computer, and what the final colored version
wound up looking like. | often just start drawing
on a page and build the composition as | go or

make sense of it in Photoshop (Fig.07).

These are two characters from Of Light and
Dust, which | am working on with Nykolai
Aleksander. This is pretty close to being
resolved... although | haven't got her mouth and
jaw to co-operate with me yet, because it's from

a tricky angle (Fig.08).

© Of Light and Dust @
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The Guardian (from Of Light and Dust) is
modeled on Francisco Randez. This study is
from when [ first joined the project. Francisco

is great to draw because of his really unique
facial features. He’s very good looking without
being plain and is extraordinarily expressive
regardless of whether or not he’s being emotive.
Awesome face + fabric + swords = Yay!
(Fig.09).

This is The Warrior (also from Of Light a Dust).
She is modeled on Sharon Wild. She’s a tattoo
artist and | often use pictures of her working so
| can try to capture that quiet intensity she has
whilst concentrating. | did drawings like this for
the characters in Of Light and Dust in order to

learn the models’ faces and get a feel for the

characters they are playing (Fig.10).

This is a sketch for a panel in ReincarNation. I'm
not a natural at drawing things like motorbikes,
but | actually enjoyed this one in the end
(Fig.11).

Q& Of Light and Dust \ @

SO

© Sarah Hurst o
© Of Light and Dust (0]
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| really like the lady’s expression in this drawing and that she’s a
humble kind of pretty. It took a while for me to capture, and drawing

faces at a 3/4 angle is tricky for me (Fig.12a).

Here's the process for this one. You can see | had to make quite a
few changes in the end, especially with the eye size. The great thing
about scanning your work into Photoshop is it helps you see these
things, and you can move them around to experiment with the face

(Fig.12b).

Here is another combo of sketching by hand and putting it in
Photoshop. His eyes, hair and anything below the neck is digitally
sketched. | can add scars and fly away hair without having to worry

about losing my pencil underneath (Fig.13).

©

@ This is the first step of a two hour drawing of The Guardian | did
just for this feature! Here I've established all the crucial anatomical
elements like ribs, hips, the part on his head and hair line, muscles,
and the general twist of his figure. | haven’t resolved that left arm
quite yet and you can see where I've thought about putting his

hands and right arm (Fig.14a).

© Of Light and Dust @
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Now I've blocked in the costume and
compositional elements. Establishing the turn
of the muscles and bones is important here as
his costume is very true to his figure above the
waist. This helps me figure out what the cloth
would be doing on his skin and where it would

drape (Fig.14b).

This stage is the cleaning stage, where my
eraser does most of the work. I've resolved that
arm, removed the bird, and added detailing to
his face and his hair, staying true to its natural
spiral. The sword isn’t the greatest, but hey, |
had two hours. A few touches here and there

and: Fin! Hello The Guardian! (Fig.14c).

© Of Light and Dust

© Of Light and Dust

Robhiellawience

This is easily a half digital, half by hand sketch. |
really wanted her to look like she had volume in
certain areas and leave others flat. | don’t really
render a lot, or render digitally, so this was an

interesting experiment (Fig.15).

ROBBIE LAWRENCE

For more information please visit:
www.robbiedraws.com
Or contact them at:

robbiedraws@gmail.com
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FcoSystem™ with Native Instancing

Create complex and detailed populations using
the native instancing technologies of 3ds Max.

Compatible with mental ray and V-Ray
Carbon Scatter for Maya and Cinema4D coming soon.*

©F. Penazola for CIVE
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carbon

scatter

www.CarbonScatter.com
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© Technologies for Sky, Light & Nature
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Asian Warrior

Steve Jung
http://jungsketch.blogspot.com/

stevejungart@gmail.com
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The Little Match Girl

Vanja Todoric
http://vanjatodoric.blogspot.com/

vanja3d@gmail.com
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Hayley

Dan Crossland
http://brantcrossland.co.uk/

fruitbat_78@hotmail.com
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Art Fundamentals Article:
Chapier 04 - Storytelling

Software used: Photoshop

I've been asked to write this tutorial about
“storytelling with images”. For me there is
nothing to explain really because | began work
as an illustrator and have always paid huge
attention to the narrative value of my art. |
guess there are a lot of people who just started
digital painting, and it would be a shame if they
never learn how important is to have a story
incorporated into your image. This article will be
specifically aimed at beginners, but may contain

a few useful tips for experienced artists too.

So, why it is so important? You could say, “| am
a painter not a writer, why should | care about
the story behind my image?” Well if you take a
step back and look at the past of our civilization
you will learn that cave wall paintings were
actually a way of recording culture, behavior and
habits to pass it to the next generations, whilst
ancient tablet writing followed shortly afterwards.
As you can see, painting was our first form

of communication. So when you start your
painting it is important for you to think about

the message you are trying to send. If you are
sending someone a message you would expect
them to understanding what it means and find

it interesting and worth responding to. And

that's basically what our job is; we need to paint
someone’s (our) vision and make it readable

at a basic level, and also make it interesting,
involving and moving, particularly when working

as a professional.

But let’s start at a basic level. Fig.01 shows
the simplest way to describe a situation without
words, using only drawing. As you can see at
this stage we are able to tell lot of things about
this setting already. We can name the items,
count them and what is most interesting is that
we can even tell (roughly) what the items are
made of, even though there is no color, value

or shadows, just contours and shapes. That

© Tomasz Jedruszek

is because the drawing references our basic
knowledge about the world surrounding us, and
you will learn this is used often, e.g., when we
see the shape of a bottle then we can already

tell it is (most probably) made of glass.

So to make the image readable, we should keep
it simple so that we can relate it to our common
human senses, feelings and abilities. The most
important sense for humans when looking at
images is, of course, sight and this means we
need to strongly consider light and shadow,
which can make an image look 3D. This is quite
tricky because not everyone sees images this
way; sometimes no matter how hard we try
some people will still see the picture flat. This is
a problem, but is also quite rare. These people
tend to see the main features but find it hard to

interpret the light and shadow in an image.

© Tomasz Jedruszek
()

Fig.02 shows how a simple contour can be
developed and added to bit by bit. The important
lesson here though is that the more we add to
the light and shadow detail, the easier it is for
the image to be interpreted correctly. By adding
to the light and shadow detail we can eliminate
misinterpretation of the image and the story
behind it.

Now the second step is much more interesting
and harder to achieve. We have discussed how
to make the subject readable and unmistakable
through the use of light and shadow. When
telling a story with an image it is vital for the
materials to be recognizable. Back to the next
step, we need to draw the viewers’ attention

to our work and make the viewer remember it
and hopefully smile or cry! We need to address

the basic human senses and emotions. This is
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much harder than it used to be because there

is such a huge spectrum of things that effect
people (like movies, music, art etc.,) and these
things will vary from person to person. However,
there are a variety of things that we can use that
cover large groups of people. Most people have

strong connections to their parents and family,

and remember the house from their childhood

or perhaps had a dog or other pets. Also most
people have experienced some sort of trauma or
something that really frightened them and these
memories stay with you like an animal instinct.
We all find chilly, windy weather uncomfortable,

so if you look at my image Winter Blockade

o)

(Fig.03), you can see how the image plays on
the dislike of cold, horrible weather and a fear

of deep turbulent water. The truth is the deeper
you go into your personal feelings, the better the
effect is. As in the metal ball example in Fig.02,
the more features you add, the more interesting
and deeper the story behind your image. Winter
Blockade wouldn't be the same image without
the snow or waves, but the addition of the
uncomfortable weather and fearful seas add to
the story surrounding this frigate. They are very
important as they play on the viewers’ basic
fears and emotions, and make the image much
more believable. One of my friends who saw this

image said, “My God, | feel salt in my mouth.”

Another way to help make your image stick in
your viewers’ mind is to simply make it different!
Take a look at this small scar on the girl’s face
(Fig.04). By adding this detail you can tell a lot
more about her past and personality. You can
see that she has experienced a lot and from her
experiences she has developed into a strong
character. Most importantly she is not another

plastic doll!
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It is not just the amount of detall that plays a

role in telling a story, but also the composition.
You can tell a story in an image any way you
like by dragging the focus of the viewer from
one narrative focal point to the next. You can
see this in Fig.05. You can use effects like blur
etc., to focus the viewers’ gaze and then by
carefully positioning elements you can lead your
audience’s eye to points of interest that each

add to the story contained in the image (Fig.06).

© Tomasz Jedruszek @

So, to conclude, creating an image is just

another way of transferring information. The
more details provided, the easier it is to
understand the illustration. Variety within the
items in the scene means that the story has
more room for development and interpretation.
By adding features that provoke a response to
these various items you will provoke a larger
response from your audience and therefore
create a bigger connection between them and
the image. lllustration is not just about painting,
but also about being able to convey a story or a

message in an image.

Tomasz Jedruszek

For more information please visit:
http://www.morano.pl/main.php
Or contact them at:

inffo@morano.pl
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A small selection of VFS Animation & Visual Effects credits includes Alice in Wonderland Ken Kaiser, Animator

Veronica Marino, Compositor | Phan Wiantrakoon, Animator | John Iskandar, Visual Effects Artist | Jacob Curtis Miller, Digital Artist

Geeta Basantani, Digital Matte Painter | Andrew Lawson, Character Animator Assassin’s Creed: Brotherhood Zack Mathew,

Animator | Wilson Mui, Team Lead Animation Avatar Michael Cozens, Lead Animator | Tamir Diab, Technical Director | Patrick

Kalyn, Animator | Chrystia Siolkowsky, Motion Editor | Ben Sanders, Animator | Alfredo Luzardo, Layout Technical Director | Aaron

Gilman, Character Animator | Jami Gigot, Texture Artist Batman: Arkham City Jason Martin, Character Artist Bioshock 2

Jacob Palmer, Animator Bob's Burgers Tammy Dubinsky, Animator | Nathan Keane, Animation Effects | Jake Biberdorf,

Animation Supervisor Bolt John Wong, Animator | Will McCrate, Lighter | Scott Lemmer, Animator | Lino DiSalvo, Supervising

Animator/Voice Actor Briital Legend Marke Pedersen, Senior Artist Cloverfield Nicholas Markel, Pre-Visualization Supervisor

Coraline Brian Demoskoff, Animator The Curious Case of Benjamin Button Robert Bourgeault, Lighting Technical

Director | Jose Julian Karam Lopez, Digital Compositor | Geeta Basantani, Digital Matte Painter | Alberto Landeros, Digital

Compositor The Dark Knight Gia Sadhwani, Digital Effects Artist | Freddy Chavez, DMR Compositor | Pietro Ponti, Lead CG

Lighting Artist Dead Rising 2 Fredrick Fassé, Animator Dead Space 2 Wayne Gonsalves, Environment Art Lead Despicable

Me Justine Codron, Lighter District 9 Neill Blomkamp, Director/Co-Writer | Shawn Walsh, Visual Effects Executive Producer

Samson Wong, Matchmove Artist | Robert Bourgeault, Lighting Lead | Richard Sur, Lighting Technical Director | Paul Copeland, Visual

Effects Artist | Julianna Kolakis, Creature Texture Painter | Jelmer Boskma, Modeler | James Stewart, Creature Supervisor | James

McPhail, Visual Effects Technical Director | Geeta Basantani, Compositor | Derek Stevenson, Matchmove Lead | Christopher Ahrens,

Lighting Artist | Brendon Morfitt, Digital Artist | Bernhard Kimbacher, Visual Effects Data Coordinator | Anthony Di Ninno, Animator | Anna

Tonrungroj, Digital Compositor | Adam Marisett, Visual Effects Artist Drag Me to Hell Thomas Schelesny, Visual Effects Supervisor

Dragon Age Il Nathan Zufelt, Senior Cinematic Animator Family Guy Michael Loya, Storyboard Artist Far Cry 2 Namwoo Noh,

Additional Art | Magdalena Dadela, Cinematic Modeler Fringe Bob White, Visual Effects Artist | Scott Dewis, CGI Supervisor Futurama

Claudia Keene, Prop Designer Gears of War 2 Scott Dossett, Senior Animator Gl Joe: The Rise of Cobra Sean Lewkiw, Visual Effects Artist

Ben Dishart, Texture Supervisor | Tom Piedmont, Digital Artist | Patrick Conaty, Digital Compositor | Julianna Kolakis, Concept Artist | Jessica Wan,

Lead Rotoscope Artist | Jeremy Stewart, Senior Animator | Jelmer Boskma, Modeler | Jeff Tetzlaff, Lead Modeler | Casey Rolseth, Effects Artist

Aruna Inversin, Digital Compositor The Green Hornet John Iskandar, Technical Director | Farhad Mohasseb, Compositor | Casey Rolseth, Visual

Effects Artist Halo: Reach David Helsby, Animator | Matthew Turner, 3D Artist | Rajeev Nattam, 3D Artist Happy Tree Friends Brad Rau,

Animator Harry Potter and the Half-Blood Prince Pietro Ponti, TD Generalist | Gia Sadhwani, Digital Effects Artist | Teh-wei Yeh, Lighting

TD | Kieran Tether, Digital Artist | Harry Mukhopadhyay, Lead Effects Technical Director Harry Potter and the Deathly Hallows Part 1

Henry South, Digital Artist Horton Hears a Who! Brent Wong, Lighting Technical Director | A run Ram-Mohan, Lighting Technical Director How

to Train Your Dragon Tyson Erze, Visual Effects Artist | Jiyoung Lee, Texture Artist | Fredrik Nilsson, Animator Ice Age: Dawn of the Dinosaurs

Thom Roberts, Animator | Scott Lemmer, Animator | Brent Wong, Modeler The Illusionist Yann Tremblay, Senior Animator Invictus Sean Lewkiw,

Digital Effects Supervisor | Geoffrey Hancock, Visual Effects Supervisor | Michelle Skrzyniarz, Matchmove Artist | Jose Yapor, Animator | Jason McKeeman,

Lead Technical Animator Iron Man 2 Teh-wei Yeh, Digital Artist | Stephen King, Animator | Simeon Bassett, CG Sequence Supervisor | Nicholas Markel,
Previsualization Supervisor | Marc Roth, Lighting Technical Director | Kieran Tether, Digital Artist | Joshua Herrig, Lead Lighting Artist/Look Dev Artist | Henri
Tan, Creature Technical Director | Ben Sanders, Animator | Allen Holbrook, Animator King Kong Chad Moffitt, Senior Animator | Joel Meire, Character Animator
Patrick Kalyn, Animator King of the Hill Michael Loya, Director Legend of the Guardians: The Owls of Ga'Hoole Tim Rowlandson, Animator The Lord
of the Rings: Return of the King Chad Moffitt, Senior Animator | Ben Dishart, Texture Painter Mars Needs Moms! Shraga Weiss, Character Modeller | Kirk
Chantraine, Motion Capture Technical Director | Joel Pennington, Motion Capture Technical Director Mass Effect 2 Kolby Jukes, Principal Artist | Brian Sum, Concept
Artist | Bartek Kujbida, Senior Cinematics Animator Megamind Rani Naamani, Animator/Character Lead ModNation Racers Eric Gabas, Senior Environment Artist
Monsters vs. Aliens Jiyoung Lee, Texture Artist Night at the Museum: Battle of the Smithsonian Nicholas Augello, Technical Animator | Adam Yaniv,
Animation Supervisor | Zeke Norton, Previsualization Supervisor | Rex Ahn, Pre-Visualization Lead | Joshua Herrig, Lead Lighter | Joey Wilson, Previsualization Artist
Christopher Downs, Technical Animator | Ben Sanders, Supervising Animator | Ai Saimoto, Lighting Lead Percy Jackson & The Olympians: The Lightning
Thief Dave Mah, Animator | Ryan Lim, Concept & Creature Artist | Richard Sur, Lighting TD | Julien Stuart-Smith, Look Development | Jeffrey Burt, Lead Layout
Artist | Aruna Inversin, Digital Compositor | Anthony Di Ninno, Animator | Pedram Daraeizadeh, Render Wrangler Piranha Lon Molnar, Visual Effects
Production Executive | Christopher Buzon, Tracking/Lighting Pirates of the Caribbean: At World’s End Ben Dishart, Texture Artist | Scott Jones, Lead
Creature Technical Director | Allen Holbrook, Animator Predators Magdalena Dadela, 3D Artist The Princess and the Frog Claudia Keene, Key
Assistant Animator Prototype Aaron Parrott, Environment Artist | Harry Ahn, Lead Cinematics Animator | Bobby Bath, Lead Character Artist Red Dead
Redemption Josh Lange, Senior Animator Resident Evil 5 Jacob Palmer, Animator Rock Band 3 Mike Krentz, Artist Salt Farhad Mohasseb,
Compositor | Casey Rolseth, Visual Effects Artist Scott Pilgrim vs. the World Joel Meire, Animator Sherlock Holmes Sveinbjorn Tryggvason,

Visual Effects Artist Shrek Forever After Javier Solsona, Character Technical Director | Tom Piedmont, Rotoscoper SpongeBob SquarePants

Andrew Overtoom, Animation Director Star Trek Teh-wei Yeh, Digital Artist | Nicholas Markel, Previsualization Supervisor | Kieran Tether, Digital Artist

Aruna Inversin, Digital Compositor Star Wars: The Clone Wars Noraset Rerkkachornkiat, Animator | Matteo Ceccotti, Animator | Sandro di Segni,

Digital Effects | Pedro Pozo Acosta, Lighter/Compositor | Nicholas Chong, Digital Effects Artist | Kahjeng Cheong, Cloth Simulation Artist | Jim Hatibarua,

Animator | Ivy Ho, Lighting Technical Director | Cedric Lo, Animation Supervisor | Brandon Chien-Chia Huang, Animator Star Wars: The Old Republic

Justin Walters, Associate Environment Artist Starcraft Il: Wings of Liberty Alvaro Buendia, Cinematic Artist Stargate Universe Daphne De Jesus,

Digital Compositor | Daniel Osaki, Lead 3D Modeler Sucker Punch Ben Dishart, Senior Surfacing Artist | Jeff Tetzlaff, Model/Texture Lead | Tuba Yalcin,

Effects Technical Director | Jeffrey Burt, Lead Layout Artist | Ferda Guray Ayaokur, Track/Matchmove Artist Tangled Lino DiSalvo, Supervising Animator

Jessica Chan, Animator | John Wong, Animator | Serguei Kalentchouk, Character TD Terminator Salvation Teh-wei Yeh, Lighting Technical Director

Lars Bonde, Lead Animator True Blood Christine Peterson, Digital Compositor The Twilight Saga: Eclipse Shawn Walsh, Visual Effects

Executive Producer | Brian Harder, Creature Rigger | Veronica Marino, Matte Painter/Compositor | Robert Bourgeault, Lighting Lead | Ori Ben-

Shabat, Compositor | Jacob Curtis Miller, Lighting Artist | Derek Stevenson, Matchmove Lead Thor Pedram Daraeizadeh, Visual Effects

Coordinator | Daphne De Jesus, Roto/Paint Artist | Anna Tonrungroj, Roto/Paint Artist Toy Story 3 Daniel Holland, Sets Artist | Tristan Ikuta,

Simulation & Effects Artist | Bill Watral, Additional Simulation & Effects Artist Transformers: Dark of the Moon Serguei Kalentchouk,

Rigging Lead | Jooyong Lee, Roto/Paint Artist TRON: Legacy Craig Calvert, CG Supervisor | Brenda Li, Roto/Paint Artist | Jose Julian Karam Lopez, Digital
Compositor | Christopher Ahrens, Lighting Artist | Alberto Landeros, Digital Compositor True Grit Tom Piedmont, Roto/Paint Artist Uncharted 2:
Among Thieves Mike Yosh, Lead Animator Up Bill Watral, Visual Effects Artist WALL-E Daniel Holland, Production Artist | Bill Watral, Effects Artist
Mark Shirra, Layout Artist Warhammer 40,000: Dawn of War 1l Nathan Hocken, Lead Animator | lan Cumming, Senior Artist | Claire Roberts,
Artist | Christine Hubbard, Artist | Allan Dilks, Artist Watchmen Shawn Walsh, Visual Effects Supervisor | Lon Molnar, Visual Effects Supervisor | Sean
Lewkiw, Technical Head of 3D | Ty Duperron, Modeler | Pearl Hsu, 3D Artist | Matthias Lowry, Digital Compositor | Freddy Chavez, Compositor | Dominic
Cheung, 3D Artist | Cynthia Rodriguez del Castillo, Digital Artist Where the Wild Things Are Justine Codron, Lighting Technical Director The Wolfman
Karin Mattsson, Animator | Joshua Herrig, Lighting Artist/Look Dev Artist Zombieland Mike Rhone, Visual Effects Artist 2012 Zeke Norton,
Previsualization Supervisor | Jamie Bowers, Texture Artist | Christine Peterson, Digital Compositor | Anuj Patil, Senior Technical Director to name a few

VFS student work by Thiago Martins


http://vfs.com/3dcreative

Intro Text

Chapter 06 | Female | Charlie Bowater

“Itry not to paint hair as

It ,
paintit in sections and try
toemphasize the way
that hair naturally
falls and groups
together.”
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Sketching | March Issue 063
Inking | This Issue
Colouring | May Issue 065



MASTERING &

LHAPTER B2 - INKING

INTRODULTION

During the inking process my goal is to translate everything | set down

in the pencil phase, making everything that was a little loose into rock-
solid, confident, final marks! Inking is an under-appreciated art form that
requires a very steady hand, a lot of interpretation (especially if you're
working over another artist's work) and, traditionally, the mastery of
several tricky-to-use tools (brushes, nib pens, templates etc.,) all without
the use of an “Undo” button. On most comic pages, you'll be called on

to fill large areas of black, feather/crosshatch/blend them into white, and
outline everything else. Here, because the theme is focused around stark
whiteness, we’ll simply focus on the outline process, which is an art in and

of itself.

This character we're inking today is defined by two themes: technology

and angelic perfection. Both suggest a clean ultra-precise style, and that’s
why we’re staying clear of heavy black shadows, loads of hatch marks,
and splatter. Rather, our job here is to provide as tight a framework as
possible for the color process to come. My tools of choice for this are
Faber-Castell PITT pens, which are simple, straightforward markers and
the perfect tool for laying down lines of even-width quickly. In the past, I've
tried various tech pens and other markers and none of them are as easy

to use and maintain as these — give ‘em a shot.

I like to work thickest to thinnest, so | start by establishing all the heaviest

lines first with size M and F pens. Note that I’'m not simply outlining
the entire form like you’d see in a coloring book. A uniform stroke
tends to flatten and Posterize things, so in this case we’ll be better served
by mixing up the line weight and acknowledging the strong light source.
Areas closest to the light receive no ink at this point, whereas the areas in
shadow or further away from the light get the heaviest marks. Ultimately,
this treatment will help sell the illusion of light and shadow, even though

we're only dealing with outlines (Fig.01).



Now it's time to start rendering the interior, so | shift to

the thinnest pen I've got: size XS. The general idea is to
contrast thick and thin lines to give the character weight
and interest. Thick lines are covered at this point, so we

need to stay thin and light on all this fine detail.

| begin working my way up the form, mostly freehand.
When | get to a long straight or curved line, it's helpful

to use a ruler or French curve, and when | encounter

a precise circle or oval, like the details on her boots, |
break out the templates. This is actually very important,
especially on a tech-themed piece like this. Sure, it takes
more time to rule things out precisely, but you'll never
get those tight curves right without a template, so buy
several sizes and use them religiously. Your work will

look a lot more professional, | promise (Fig.02).

DETRILS

Think very carefully about what each line is doing as you ink,

and as you interpret the sketchy pencil lines, consider adding
and subtracting detail wherever appropriate to enhance the form

(Fig.03).







In this final pass, the wings require plenty of

template work, but the results are worth it: they
look appropriately smooth and machine-like

(Fig.05).

And that's pretty much it. Basic inking is
complete, but there're still a few steps to go
before we’re ready to color. For starters, |
carefully eliminate all traces of pencil from the
page using a Magic Rub eraser. And had |
royally screwed up at some point, this would
be the time to fix mistakes. Artists use all kinds
of products for this purpose, but | like to use
Pro White (an opaque, water-based paint)
over problem areas and re-ink when it's dry.

Fortunately, there are no screw-ups this time, so

| scan the image at full size and 300dpi.

Now in Photoshop, my first order of business is
to eliminate any dirt or stray marks added during
the scanning process. | use the Eraser tool

to quickly remove various dots and smudges
(Fig.06).

Next, | adjust the Levels. First, pull the white
arrow in until most all of the light gray pencil
marks disappear. Next, pull in the black arrow
until the ink lines look sufficiently tight and

solid — don’t go too crazy however; the lines will

actually become bloated and fuzzy if you overdo

it. Lastly, slide the gray arrow until things look
balanced, e.g., black lines are black and white

areas are white (Fig.07).

Adjusting the Levels handles about 95% of the

clean-up process, but you'll still need to go in

"\~

by hand and get whatever’s left. If a pencil line

was particularly dark, it might still be around at
this point, but a quick Dodge pass will clear that
right up. Set the Dodge tool to Highlights with
Exposure at around 80%. Zoom-in and brush

out whatever pencil residue remains (Fig.08).





http://www.davidnakayama.com/
mailto:dnakayam@hotmail.com

k61 have never seen one
book that has such a diverse
collection of inspiring
techniques and subject
matter, generously shared by
incredibly talented artists.aa

Dylan Cole | www.dylancolestudio.com

View the entire
Digital Painting Techniques: Volume 2 book
online at: www.3dtotal.com/books

Digital Painting Techniques: Volume 2 provides another thrilling opportunity to learn from
some of the most accomplished and skilled digital artists from around the world.

The second volume in this series covers a wide variety of themes and topics and provides

in-depth tutorials to aid and inspire any digital artist, whether beginner or veteran. Custom

Brushes, Speed Painting, Characters and Fantasy are just a few of the subjects covered in
the chapters of this must-have book, with each tutorial providing a logical and professional
approach to creating a digital painting of the highest standard.

With additional features including a gallery of stunning artwork and links to free
downloadable content such as custom brushes, Digital Painting Techniques: Volume 2
contains a wealth of inspiration and advice, making it a worthy addition to any artist's
bookshelf.

Softback - 21.6 x 27.9 cm | 288 Premium full color pages | ISBN: 978-0-9551530-1-3

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


http://3dtotal.com/offer/dptv2
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Interviews
Daniel Clarke

Articles
Sketchbook of Daniele Montella

Tutorials
Art Fundamentals
Chapter 5: Perspective and Depth by David Smit

Pin-Up
Chapter 1: Military by Serge Birault

Mastering Comic Art
Chapter 3: Coloring by David Nakayama

Photo Real Fantasy
Chapter 5: Alien by Tiziano Baracchi

Making of
Lightning by Tiago da Silva

Galleries
another 10 of the best
Images from around
the world!
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66 Digital Art Masters is in its
fifth edition now, and can easily
be considered one of the best
showcases of digital artwork
available today. The quality of the
artworks, the fine printing and the
valuable walkthroughs make this
book a must-have for any art lover
and for any CG artist, professional
or beginner. il

Alessandro Baldasseroni | www.eklettica.com

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

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

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

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

3DTOTAL.COM

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


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

DIGITAL ART MASTERS

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

VOLUME 5

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

exclusive chapters for you...

This is more than just an artwork book.
Not only does it feature full-color, 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:

“DEEP IMPACT”

BY ANDREE WALLIN


http://shop.3dtotal.com/books/digital-art-masters.html

The following shots of the “Deep Impact” book pages are featured here in full-resolution and can be read by zooming in...

© 2009 3DTotal.com. Published by Elsevier Ltd. All rights reserved.
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The following shots of the “Deep Impact” book pages are featured here in full-resolution and can be read by zooming in...

3DTOTAL BOOKS

SAVE UP TO 20%

FOR BUNDLE BUYS
2 BOOKS - 10%
3 BOOKS- 15%

4+ BOOKS - 20%
© 2009 3DTotal.com. Published by Elsevier Ltd. All rights reserved.
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3DTotal presents the new issue of 3dcreative

magazine: a downloadable monthly magazine for
concept art, digital & matte painting for only 275 (approx $3.78 - €2.93)
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-Free Assets

Classical Sculpture

Greek Sculpting by Rafael Ghencev

Luis Antonio, Weiye Yin & more!

Gallery - 10 of the best Images from around the world!

“Abraham Lincoln”
Project Overview by Stanko Stupar

RobinBenes

Checkout ourinterview with this great 3D Artist

MODELING HUMAN

Two fantastic new tutorial series - Classical Sculpture by Rafael Ghencev
and ournew multi-series, Modeling Features of the Human Anatomy.

NEW! Modeling Features of the Human Anatomy
Jose Lazaro, Gavin Goulden, Lino Masciulli & Anto Juricic bring us
chapter 1inour new Anatomy series . This month the focus is on ears.

Photoshop Post Effects

Richard Tilbury concludes our Photoshop Post Effects series by showing
us how to transform a regular scene into an underwater environment.

Unreal Games Engine Tutorial
This month Andrew Finch will be talking you through the final stages of the
layout process of our Italian Courtyard.

Cover image by Rafael Ghencev
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visit WWMWW.3dcreativemag.com

to download the free ‘lite’ issue, the full issue, subscription
offers and to purchase back issues.


http://www.3dcreativemag.com

DIGITAL ART MASTERS

VOLUME 1
The first book in the
Digital Art Masters
series features 48 of

the finest 2D and 3D
artists, including Eric
Wilkerson, Fred Bastide,
Marcel Baumann, Meny
Hilsenrad, Natascha
Roeoesli, Robert Chang

& Thierry Canon

VOLUME 2

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

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

Dixon & Neil Blevins

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

Raphael Lacoste | www.raphael-lacoste.com/

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

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

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

* Featuring more than 50 artists and showcasing over
900 stunning color images in five sections: Sci-Fi,
Scene, Fantasy, Character and Cartoon
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Is a resource website for the CG community;

amongst our growing number of products for CG

artists, we produce two monthly downloadable
PDF magazines — 2DArtist and 3DCreative.

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

interviews and tutorials as possible. If you

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

team, please use the links below.

Contact Information

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

http://www.2dartistmag.com

Editor & Content Manager > Simon Morse

simon@3dtotal.com -
Lead Designer > Chris Perrins

chrisp@3dtotal.com

Marketing > Jo Hargreaves

jo@3dtotal.com

Partners . - B

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

contact Simon at the email address above
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