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" ATRIBUTETOGINNI |
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LEARN TO PHOTOBASH .
AMATTE PAINTING st 11 45
PAINT WATERCOLOUR
FAIRY TALE ART

ARTIST IN RESIDENCE ?
PERNILLE ORUM

The talented artist shows
us around her new studio
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USE CODE "HANDSFX25’

DRAWING COURSES

Here's my process for constructing hands from imagination or reference
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1. START WITH SIMPLE FORMS 2. SCULPT THE ANATOMY 3. FINISH WITH SHADING

When [ begin drawing, my firsl priority is Onee my proportions, perspective, and I identify the direction of the light source and
the big, simple forms. The anatomy big forms are established, I move on to separate the shadows and lights. Then shade the
informs the design of my simple forms, the secondary anatomical forms. I can details in the lights. I always want the big read to be
but I don’t start with anatomical details. add the three round muscle masses on the big forms (from Step 1). If the details
For the hand, a box is a good starting the hand, and develop the fingers by overpower the primary forms (the box of the palm),
place. Round off the distal edge to create contrasting straights and curves. | then I've messed up. Anatomy is cool, but it has to
the arch of the knuckles. Each finger can describe the form of the knuckles in support the picture, not take over it.
be a series of boxes or eylinders. small, geometric planes. This will make it

easy to shade later.

Save 25% on Proko.com with any Drawing Course Using Code 'HANDSFX25" expires 082020
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1 Enjoying your poster? It's great
isn't it? We were thrilled to work
with LightBox Expo to give you
an extra gift this month. I hope
you love Claire Wendling's
official LightBox art. Will you be Owt of Africa

) _ ] An elegant and stylish art studio in Nairobi, which is
in Pasadena, California, for home to the equally elegant and stylish Pernille @rum.

LightBox in September?

Hopefully I'll see you there.

Talking of events, can | say a massive thank you to
those who attended Vertex 2020, our event in
London for 2D and 3D artists. We were overjoyed
with how the day went and hope you were, too. If
[ met you there, don't forget to submit your work
(see page 10 for the web link that tells you all the
info you need to submit your work). Thanks again
to Karla Ortiz, Goro Fujita, Even Mehl Amundsen,
Lois Van Baarle and many more professional artists AL Ay A g Tt
who s poke at the event and shared their I adore the work of Cécile Carre. I'm sure vou will oo,
knowledge. It was lovely to see these artists mingle onceyou see her work and read her interview.
with the attendees. It really is a wonderful and

inclusive industry and I'm truly grateful to be a
small part of it. Turn to page 29 for the show report.
If there's an artist or company you want to see at
Vertex 2021, please email me your ideas!

Editor-in-chief

claire @imaginefx.com A beautiful gesture
Sketching is tricky, and sketching movement is even
trickier! Luckily, Prem Sai GS is here to help.

@imaginefxmagazine hiae=srx | Subscribe
¥ @imaginefx - 1 today!
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Subscribe and save!

SUBSCRIBE!

THREE OFFERS T0
CHOOSE FROM!

Option 1: Annual print
subscription, £65

® 13 issues of the ImagineF X
print edition

® Exclusive text-free covers
for subscribers!

Option 2: Annual print +
digital subscription £/5
® 13 issues of the ImagineF X i
print edition

® Instant access to digital edition
via your iOS or Android device

® Exclusive text-free covers
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Option 3: DOUBLE UP!
Annual print + digital
subscription, £120°

® 13 issues of both the ImagineF X
and 3D World print editions

® Instant access to digital editions
® Gain insights from industry-
leading 2D and 3D artists
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Subscribe to ImagineFX and save money! Choose from
three great subscription offers See page 4 for details
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Your art

10 FXPosé
You submit your work to us and we then
show your gorgeous art to the world!

News and events
22 How artists deal with illness

Poor physical or mental health can affect
people in many ways. How do artists
maintain their creativity when poorly?

32 Artist In Residence:

Pernille @rum

The Danish artist reveals why she needs to
be surrounded by items that inspire her in
her new workspace in Nairobi.

Features
40 Artist Portfolio: Ty Carter

We talk to the vis-dev artist on making of
Spies in Disguise, and the time he received
an April Fools’ phone call from Pixar. ..

50 Artist Portfolio: Cécile Carre
From being headhunted out of school 1o
moving to New York to work on animation
titles, this artist’s career is on the up.

60 Sketchbook: Xiao Qing Chen
This theme park designer draws on her
travel experiences to help her create
awe-inspiring fantasy environments.

Reviews

96 Hardware
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100 Books
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Artist Portfolio

TY CARTER

“I thought it was the
coolest thing, that I just

drew it from memory”
Ty, aged six, impresses with his art

Artist Portfolio

CECILE CARRE

“When you've got
deadlines, there’s no

time to be fancy”

Cécile on being an efficient artist
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Sketching for animation

Workshops

58 Make a splashin animation art
Amanda MacFarlane reveals her process
for painting a captivating mermaid.

/6 Storyboarding masterclass

Mark Evan Lim uses Photoshop’s Laver
Comps tool to create storvboards.

22 8 ways to sketch for animation

Inject movement and emotion into your
art for animation, with Prem Sai GS.

28 Photobashing techniques
in concept art

David Paget applies matte painting
techniques to help create concept art.

Traditional Artist

100 Traditional art FXPosé

Explore this month's selection of the finest
traditional art, sent in by vou!

108 Workshop: Tell astory

with your art

Karla Rodrlguez uses traditional and
digital tools to paint Alice in Wonderland.

114 First Impressions: Sasha Ira

The US artist reveals how her affinity
with nature has influenced her work.

May 2020 Iimagmekx
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®Resources

Getting hold of this issue'’s video resources is easy.

Just visit https://ifxm.ag/splash186animation

WORKSHOP VIDEOS

2H

ofvideo tutorja)g
Tom pro artjsts
o watch and
learn from

Paint stunning character art f
Watch how Amanda MacFarlane creates a mermaid and her laid-back companion using
Procreate, ready for an animated project . Turn to page 68 to read more about her process.
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or animation
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SOFT ROUND 300 PIXELS

David Paget sets this default
Photoshop brush toa low Opacity
when painting atmosphere,

* 'ﬁI.IIIH.IiJI'.I .mm "-l."l al:f] ED ED

Learn how to photobash a
futuristic street scene

See how David Paget uses photos of city
streels Lo create concept art. More on page 88.

PLUS 4 CUSTOM BRUSHES, INCL DI}

A VA

HARD SOFT EDGED

David reveals that this brush has
dueluses: for painting solid areas of
details, and for smudging elements.

Tellastory b
down the rabbit hole
Watch Karla Rodrlguez use watercolours for
her Alice in Wonderland art. See page 100.

R W

SAMPLED BRUSH 7 6

David's harder, rectangle-shaped
brush comes in handy for applying
delicate textures to ohjects.

taking a trip
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THE PLACE TO SHARE YOUR DIGITAL ART

Canada
www.artstation.com/carolanebruneau

Carolane works in the games industry as a

Carolane Bruneau

Photoshop, Procreate, Blender, ZBrush

concept artist. “l have a passion for design
and | love to use different mediums,” she
says. “My favourite part is the exploration
| get to do when | create a concept piece.”

THE WITCH
‘I like to create
characters in relation to
the home-brewed beer
craft. This one was for
the label of a pumpkin
spice amber ale.”

HUNTER

“This was the first
time | did a complete
character in ZBrush to
paint over. He's an alien
fish hunter who hails

from a distant universe.”

THE MEDIC

“I've been doing a
series of near-future
designs, all themed

around the medical field.

ended this series with
the medic himself.”

Want to submit your work? Visit hitio//

Frp R P we.
xm.agy/getin

i
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4 THE WINTER ORC KING
“l used ZBrush to create
the base. | wanted to depict

an Orc King who's a bit
broken by all of his battles.”

Want to submit your work? Visit hito//ifxmag/getinifx

| i|
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Fran Hu

Photoshop, Paint Tool SAI www.franhu.com

Fran was born in a Mongolian village, and her work reflects the
mysterious country stories inspired by mountains and rivers. “Now | live
INn New York, and those ancient stories collide with modern cities.”

BEDTIME STORY

“This painting is for my
own story, in which the
position of the sun and the
moon never changes.”

DESIRE

"Each domino is carved
with different temptations.
When the hand of desire
overthrows them, things
will immediately get out
of control.”

ADVERSE LIFE

“This piece was inspired
by a lovely story about three
girls and their reversed lives
when they grow up.”

LET ME BE YOUR

HARBOR
“This was drawn for the Dog
Days - Art to the Rescue
event, held in New York's
Kenektid X Gallery. | hope
people can feel the mutual
protection between pets
and people.”

* limagmebX ™ay 2020 Want to submit your work? Visit Http://ifxm.ag/getinifx




SURPRISE ON THE WAY
This is an illustration for a magazine. The article
covers the attention to detail found in Japanese hotels.
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Iris LaFontaine

Photoshop, Procreate www.artstation.com/iris

Iris Is a visual development student who lives in downtown Salt Lake
City. After completing her studies she wants to embark on a career
as a technical artist working in the gaming industry:.

Want to submit your work? Visit o/ ifxmag/getinifx




THE LOVE LETTER
“ “A young woman excitedly
clutches a love letter just
given to her. | enjoy painting
a shadowy subject against a
hot, sunny background.”

WE'VE GOTALL

SUMMER
“I'm often inspired by
settings or colour schemes in
fashion photography. There's
something so inviting about a
sparkling pool, soda and a
smiling girl.”

GETFREE
3 “This started as a study,
but grew a mind of its own.
It's inspired by summers in
the 70s, and teens with a
skyward, hopeful gaze”

MERMAY 2019
4 “I wanted to portray
elation, moverment, swirling,
dancing in water.”

Want to submit yvour work? Visit bt/ ifumag/getinifx May 2020 hinagmekX
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Matthew G Lewis

Pencil, ink, Photoshop, lllustrator

www. lostkeep.com

Matthew was born in the Deep South, but has ventured to faraway lands.
“I've lived on rainy coastlines in the US, Central America and Europe.
Currently, | fester away in Seattle bearing my loathsome pencil and brush.”

LOSTKEEP CHRONICLES II:
UNWHOLIED TOLEDO

“This was inspired by my travels to Toledo,
Spain and the research | undertook into its

history with alchemy.”

Hero

TUKROUN*KONMAN

LOSTKEEP CHRONICLES I:

“A creature inspired by the symbols and OUCH HANDS
archetypes from Joseph Can nph:—-ll

with a Thousand Faces.

book “Based on my travels to Madrid's Prado
museum and research into Goya's Black
Paintings series.”

Want to submit your work? Visit it/ ifumao/g
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Taraneh Karimi

The HNetherlands Procreate, Photoshop www.taraneh.me

Concept artist Taraneh started as a graphic designer in lran before moving
to the Netherlands. “It was hard for me to progress in the industry because
of where | come from, but that never stopped me from being an artist.”

FIGHTER

“| love to capture those
little candid emotional
turning peoints when drawing
iy characters. | think we can
all connect with them.”

LONA, REALM

OF COLORS
“This is from an indie game
my tearm and | funded on
Kickstarter in 2017.I1t's a
point-and-click adventure art
game for people who want a
unigque artistic experience.”

JUNGLE GIRL

“"Because the characteris
wild and free | wanted to
keep the lines and the brush
work in the same vibe. | love
messy and unfinished
artworks; to me, it's more
artistic, emotional and real.”

RAIN

"There's magic in finding little spots and corners that no
one pays attention to and creating a story there. Evenifit's
small, it brings life to the world.”

Want to submit your work? Visit hito//ifxmag/getinifx May 2020 IimagmekX *
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Ryan Kennedy

Photoshop, 3ds Max, Unreal Engine www it kart.com
Ryan works as an architectural visualisationist who models and
renders buildings for clients, but once he gets home he paints
fantasy. “l love creating armour and monsters,” he says.

KNIGHT OF THORNS

“This is based on my love
of Dark Souls. | wanted to
capture a moment of post-
battle silence.”

SMITE

“I like art depicting
special attacks - like those
seen in - sol decided to
capture the moment a
paladin attermpts to smite
two monstrous enemies.”

THE SACRIFICE

“It's fun drawing snakes,
so | decided to depict an evil
cult sacrificing a Conan-style
hero to a massive hydra rising
out of a pit.”

VOLCANIC HELLKITE

“I knew | wanted to paint
a dragonand lwanted itto
breathe lightning instead of
fire. From there the painting
developed naturally.”

$ imagmebX May 2020 Want to submit your work? Visit htip//ifum.ag/getinifx




Want to submit your work? Visit hito//ifxmag/getinifx
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David Calabrese

Photoshop www . davidcalabrese.com

David is an artist who focuses on imadginative realism and high fantasy. He
has a passion for depicting sword and sorcery, as well as things that go
bump In the night. He also teaches illustration at The Hartford Art School.

Want to submit your work? Visit it/ ifumao/g
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MAGE'S ARTIFICE

“"This image began its
development at lllustration
Master Class 2018. | wanted
a group of adventurers to
regret their decision to
venture forth.”

BATTLEFIELD ANGEL

‘I wanted to create a
beautiful and powerful
fernale character that my
wife and daughter would be
proud of. Her hairis a direct
tribute to my wife's.”

WIZARD

‘| was keen to focus
more on my process and
simplify my typically complex
images. The result was an
improved technical execution
and clearer storytelling.”

Want to submit your work? Visit hito//ifxmag/getinifx May 2020 IimagmekX




lARTIST NEWS, SOFTWARE & EVENTS

magmeNation
How artists deal with

Poer physical or mental health can .I ll I] E SS
) 1";:‘“ =P g < N

affect people in a number of ways. But
__how do artists maintain their creativity
under adverse conditions, asks Tom May

Thnrn'ﬂ no sugar-coating it: illness suffering from a chronic IIInens'_ﬂalled o (7 Making art remains tough, thE}Hﬂh.‘ .

: sucks, and can dramatically affect - CVS (cyclic vomiting syndrome) since '_T-_j.-g: F, "My condition tends to express itself '« e +

your ability to create art. But it she was six. “Luckily, I've irhprﬁ#je:fa ?1% ] 4 when I'm under a lot of stress, so all- : iE

- doesn’'t always make it impossible. - lot over the past five years,” she says. T i nighters and pushing myself beyond o

A ,aka TamberElla, works "I hit a low point around 17, aﬁdl;HﬁiE-_ e ;o my limits are out of bounds. To get any __'..'

- as an illustrator and since prioritised sleep, healthy food: "ﬁ' e L personal work done outside of my job,
background painter at - and listening to my body. | have gt;é':{:l & ¢ 1 have to really prioritise the time | feel i
animation !:;rm:lu::tkm - medication, agood sp-:—:-ciallst_a__‘ﬁ:';le_;*_ ':;_- ‘well’, and use it in a productive way.”
studio RoughDraftin  » = know when | need to get to hospital, . halsoinfluences the kind of artshe "
California, despite 50 s0me ::f the fearelement Isgﬁ?‘r&:’-i‘_‘jl'. 2 produces. “I think it's helped me avoid ..
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VERTEX HITS
NEW HEIGHTS
More attendees, more
superstar artists, more
advice and inspiration
- this year's London
conference for 2D

and 30 artists was a
resounding successl|

Page 29

nighters are out of bounds

REMEMBERING [
QINNI ==
The popular young =
artist, who struggled EE'
with poor health for a .
’ number of years, died 1

at the start of February.

. Fellow illustrators salute
her achievements.

Page 30

" Pushing myself too fakin nmy
teen years taught me how
important self-control and

self-care are,” says Devin Kurtz.

=

My condition tends to
express itself when I'm
under a lot of stress, so all-

NEW HOME
NEW STUDID
Pernille @rum recently
moved to Kenya, ina
suburb of Nairobi.
Having finally unpacked
she was more than
happy to show us
around her workspace.

Page 32

“When | launched my depictions of mental illmess, |
was blown away by the support,” says Shawn Cross.,

some of the traps people fall into: of
feeling they should be creating a
certain type of art, rather than what
they want to do,” “I make art
that makes me happy, full stop.”

And her advice to others suffering
‘Remember that your

she says.

illness is simple:
value as an artist is in no way

ted to your productivity. We're
surrounded by influences telling us to

Connec

'‘put in 110 per cent’, push our limits and
encouraging other damaging habits.
But remember, vou're taking care of
yvour body not just for the ‘vou' of
today, but for the 'vou' of the future.
So take care of yourself first and
foremost, and ignore voices telling you
you're being 'lazy’. You're being, in

fact, incredibly brave.”

DEALIHG WITH ASUDDEN ILLNESS

lllness carme relatively out
of the blue for Arizona-
based concept artist and
illustrator Carmen Sinek.
vy 2014, she'd c:-ar"--'E-::i out
on Magic: The G E‘Jﬂ'IF'rIr'IG But th::-ﬂ '}' :
suddenly started having seizures
caused by a genetic disorder,
“It was very jarring,” she recalls.
couldn't drive or be at home
al one, putting strain on my family. 3+



ImagineNation News

"People from around the
world have said my
artwork described how

NoT ACATN..

they felt when their words Y
coukdn't,” says Shawn. [

»r | struggled to recall words. “l'work in a supportive
Eventually, it got more difficult to hold
multiple concepts together in my
head, the way | need to when I'm
drawing. My thoughts would
sometimes fall apart and disappear
while working, and mid-conversation,
leaving me suddenly confused.”
Carmen increasingly struggled to
produce acceptable work and still
meet deadlines. "It was thanks to some
patient art directors thatl hung on as

long as | did, but eventually | had to

66 My thoughts would
sometimes fall apart and

disappear while working... 99

usually manageable,”

“Anxiety and depression
are fairly commonplace in
the community so fellow;
artists can relate to mmy
designs,” says Toby

lvieRX

May 2020

erwiranment for my day
job, somy anxiety is :

says Toby Allen,

make the call,”
she considers her career on “pause”
rather than "halt”, it's been tough to
get back to creating art. “l can't
imagine a life without making art, but
it's hard to stomach the amount of
time it takes to complete a painting

. now,” she says. "It's only been a few

months since | finally put my nose

W\
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she says. And although

positive.
- working in some capacity, but my

- current goal is to focus on having fun,”
. she says.
- wonder for something when you turn
it into a career, so this is an
opportunity for me to rediscover that.”

* CREATURE COMFORTS

. back tothe grindstone, but I'm
optimistic I'll eventually be able t©
make art that | enjoy and am proud
. of again.”

Like Devin, she's accentuating the
“I'd like to eventually return to

It's easy to lose passion and

For some artists, iliness
itself can be the inspiration
for creating art. Take

Toby Allen, a British
illustrator at Bear Hug

Entertainment, who suffers from
: anxiety.’
. basis,” he says, "but when it heightens
it can lead to art block or physical
symptoms such as shaky hands, which
can make drawing a challenge.” To
help himself, and ultimately others, he
- decided to draw different mental

- illnesses as fantasy monsters.

'It's manageable on a daily

"The idea originated from a

conversation with a friend who
- wondered what anxiety and bipolar
: would look like as creatures,” he 3+
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INDUSTRY INSIGHT
"My employers have all been
e : ™ COPING WITH
with my illness, sol've had
no complaints there,” says ol ]]JLNESS
Carmen Sinek ) _ . _ _
Qwur artists offer their experience
after struggling with poor health

Self-care

Putyour health above all else,
even if that means stepping away
from your art. “All humans need
to actively engage in self-care, but
for those ofus with an illness,
that need presents itself glaringly
and the cost of ignoring it is often
devastating,” says Devin Kurtz.

Build in breaks

If you're suffering from poor
mental health, it’s vital to build
some space into your schedule,
says Toby Allen. “Taking breaks
where possible and allowing
vourself time to decompress and
not think about art can be
beneficial,” he says. “An artistic
career, especially freelance, can be
a lonely thing, so gathering a
support network of friends and
tellow artists can counter this.”

Seek support

“It's easy to get discouraged in
the face of illness and that's where
the support of family and friends
really shines,” says Carmen Sinek.
Social media can be a positive
force here, too, especially within
the online artist community,
which many have found to be
very nurturing and supportive.

Be realistic

“Don't give up until you're
ready to give up,” says Carmen.
“An illness can't be countered by
sheer grit alone. So be kind to
yvourself if you can't just fight your
way out of it. Do what you need
to do, to know that you gave it
yvour best shot. And then forgive
yvourself if you can't do more”

See the broader picture

If you do have to abandon

vour art, either temporarily or
permanently, don't see it as the

end of your world, but a new

& beginning. “You're more than
S . your art,” says Carmen. “Itjust
mtf:;,‘ gﬁg,ﬁifaﬁ'g take you a little while to iigure

i Jbut over time I'm making out what else you've got in there.”
e F ® peacewrth it” says Devin | ]
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“"Mental health professionals
now wse my arbwork with their
clients, and | couldn't be mare
honoured,” says Shawn.




3> recalls. "l ran with it and the
response was very positive. That gave
me the push to create monsters based
on other mental illnesses, particularly
ones people asked me to represent.”

INK-BASED SOLUTIONS

Shawn Coss, an Ohic-
based artist known for his
work on web comic
Cyanide and Happiness,
took a similar approach.

Artist news, software & events

: Based on his own experiences with
anxiety and depression, as well as his
work as an emergency nurse at a

- mental health hospital, he launched

- his collection of dark art depictions of
mental illnesses, It's All In Your Head,
in 2018, and has just Kickstarted

- Volume 2. Again, it's helped both him
and others.

“I've been reached out to by mental

health professionals who wanted to
- use the books in their therapy,” Shawn

s

The digireinn meesder Nnals arsusd end
leale, 2linys covestey bis e Lo lide il
fom Uhe oufude weald Boraws of Uhe 1
ahwanys bumps mlo paople or oiher monsdars
consing mure distree Lo flaalf s Lime

]l‘i |'|r||l|- r'.'lil.:!.:I:-CI.I'I WA il s n.llil,l 1:i.i| :i.r\-nulllJ_
a vidkim anl :-i]l_ﬂ.r\-? ils |||":||r|:h‘.|'|n 'l.-\.'i..ll. 1_|-||:|||
The idim & veaware of Ue measler 'l
will regeler o Toswetiess and will i]:-.-:l-:-p i
ke ol deep depresston. Mleassehale he mes
shor alsorbe wrg postbive emotioe From £ bt
melil s ad ds Bl sl moves onlo o
olbar hael

"self-care, both
physical and mental, is
one of the best ways
to promote mental
health,” says Toby.

-6 Remember you aren't
-weak for seeking help. YouTe
-stronger for reaching out 99

: “I've received a lot of
¢ fan art and atterations
¢ af my ‘monsters’ that
i fit their own personal
i experiences,” says Toby,

explains. "Over 100 practices now use
. my book in their sessions.” His advice
to any artist suffering mental health
issues is to talk. "Don't shy away from
it, or try to bury it,” he stresses.
"Embrace it, understand it, and if it's
too much at times, remember you
aren't weak for seeking help. You're
stronger for reaching out.”

Indeed, talking can help with all

forms of illness. “Sharing my
experiences via social media has been
one of the most helpful things I've been
able to do,” says Carmen. "The support
and encouragement I've received from
the art community has gotten me
through alot of bad days, and made
the good ones even better. My fear of
being alienated from people I've come
. toknow as friends and colleagues has

. been eased by the amazing people

. who've reached out to me, to make

. sure | know I'll always be welcome as a

part of the community.” g

May 2020 limagmeRX
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Facebook's Goro [ o Il Marvel Studios
Fujita spoke about  § i 5] artist Karla Crtiz
storyteling in VR. - R -

" the art battles was warm,
open and friendly.

Loish shared her
early work from
Diekaki boards
and DeviantArt.

: - People wenen't just
. = talking about art, but
making it, too. i — Z R

Why Vertex 2020 rocked!

Better together Networking and learning opportunities were endless as Vertex, our
2D and 3D art event, returned for a third triumphant year at London’s Olympia

Returning for a third year, Vertexisa : drawing classes, and live art battles. . secrets of Toy Story 4 and Cnward,
conference for 2D and 3D artists : There were workshops on everything - Tom Reed delving into creature design
organised by ImagineFX and our : from character design to lighting. And : for The Lion King, and
sister title, 3D World. This year, all - of course, there were must-see talks artists Karla Ortiz and Lois
tickets quickly sold out. So whatdrew : from some of the creative industry's Van Baarle (aka Loish)
over 1,200 artists to London’s : biggest names. sharing key insights from
Olympia Conference Centre on 27-28 °  Highlights included Pixar technical : - their own careers. Karla,
February? With so much going on, : artist Dylan Sisson revealing the . for instance, told the audience: “It's
it's difficult to know where to start... . okay to doubt yourself. We all do.

There were opportunities to receive ! “ There were mu St-SEE‘ -talks You're not an artist unless you want to
feedback on your work from top : quit at least once.”

professionals, including portfolio fI‘Dm S()me Df'the creative The highlight of Vertex, though, was
reviews and a Bring Your Qwn - I . - how open and friendly everyone was,
Animation meet-up. There were life- llldllST_l'y S blgg'ESt I'lﬂIIlGS ” allowing artists and speakers to freely
: _ . mingle, learn from one ancther, and
4= . progress their careers. Indeed at the
. talk How to Get a Job at ILM,
supervising art director Jason Horley
. revealed that a recent hire was
. recruited after they'd chatted at 2019's
Vertex, where she was advised to
develop skills in 3D tools. If that's not a
. reason to grab a 2021 ticket, we don't
p—_— know what is.
WCEPENSISE | Mext year's event is expected to sell
Mehl Amundsen i . . .
R g | out quickly, so don't miss out on your
Gyl L | chance to attend. Register vour
fellow creatives. S
L interest at www.vertexconf.com.

Fizar's Dylan
Sisson revealed
secrets behind
Toy Story 4
and Cmward.
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This arbwork wa 5'in5|:|ired by
Clinni's multiple heart sungeries.
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Artists pay tr

Clinni posted this piece,
Daydreaming, on June
2018 o celebrate passing
two million followers.

Art posted by Qinnionline last Movember
{left) and on her birthday in March (below).

ibute to Qinni

Mourning star The art community is left reeling as a bright, young talent is lost to
the world. Here, illustrators acknowledge the impact Qinni had on their lives

8 February, 2020 was a
sad day for the art
community as Canadian

died aged 29. This
followed a long battle with cancer
first diagnosed in 2015, when she was
working at LA animation studio
Titmouse as a background painter.

After leaving her job, she continued
to share personal work with millions on
social media; they inturn provided
moral support and financial help with
medical bills via Patreon.

- before her passing, Qing told us:
= "Posting about my feelings online
artist Qing Han, aka Qinni, :
- which actually really helped. The
- amount of support that | received

Speaking tolmagineFX just one day Social media has been
flooded with tributes via
#oalaxiesforginni and
#starsforginni, including
this portrait by Norwegian

artist Michy Mikolai (right). “l was

was like yvelling into the void at first,

- really surprised me; | loved that people
- actually cared.

‘I couldn't really talk to my family

. about a lot of this stuff, so the internet
was a great escape. My mother had to
- guit her job to become my caregiver,

- 50 a bit more financial stability was a

- godsend, too.”

66 She made me change my view of the
art world and I wouldn't be where I am
if I'd never stumbled across her works 99

$ IMaginerX - May 2020

. deeply saddened when I learned
i about Qinni's passing,” Michy told us.
"She left a big impact, and her unigue

talents and bright
personality will be missed.”
LIS artist Ama, meanwhile,
told us: “She made me
change my view of the art

world and I wouldn't be where I am

. now if I'd never stumbled across her
works online, Qinni, you can now paint
the stars and skies with ease.”

You can explore Qinni's art legacy at

: www.instagram.com/qinniart. g
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Artist and illestrator Michy
Mikolai created this piece in
fribute to Glinni when she
heard of her passing.
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Visual boost The Danish artist on why
she needs to be surrounded by items

that inspire her in her new workspace

Everything outside my window is green, which My new book, which I'm s0 proud of and have an
gives the room another dimension of colour. display to remind me of the accomplishment.

——

Em | “P_.

| leve Los Angeles and
the desert, which heavily
inspires my decar. |
mad e this drawing while
setting up my office and
looking for inspiration.

| recently moved to a suburb of Nairobi,
Kenya, and one of my first tasks was to set
up a studio. | spend most of my day in this
room and to work well it's important for me
to be surrounded by things that | love,
inspire me, and remind me of why | love what | do. So I’'ve
created this colourful workspace in our Loresho home as
my oWn private getaway.

Working from home requires a lot of self-discipline
because | have a tendency to either work for clients or on
Yy own projects as soon | get a free minute, which isn't
good for inspiration. | have to tell myself to take breaks, not
have lunch in front of the computer but in our beautiful
garden, and to do something completely different to refresh
my imagination and art muse.

Most days | start out by cleaning up from the previous
day’'s work. Things have a tendency to pile up during the 3

$ limagiie’X May 2020
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| love having plants in ny workspace. They cleanthe air and bring colour The artworks onthe wall is what | treasure most. | brought everything | could ina handbag when | moved hereand
and life tothe rmom. Hanging baskets free up valuable desk space. loee hiaving therm on my wall. Most of the painting are by friends of mine and | love looking at their art every day.
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Office chairs that ook
great aren’t easy tofind,
especially here in Kenya.
But | like this chair and |
withmy back pillow that
| always use and my
hﬂﬂnﬂdeuiﬂt’dfmﬂ
Zanzibar, itsboth

stylish .m::l m'lrfnrtﬂ:le. |

/|
l

| lowe the details @n this desk,
which | made in collaboration
with TIRA Studio, based in
Mairocbi. It was important for
me that the able topwas
white =0 it didn't detmact from
the colours of the decor, but
we wanted o keep the beauty
of the wood visible.

May 2020 Iimagmebx
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This is my paintingarea
where | experience the
gt natural light from outside
~ ' and enjoy both the colours

inside and outside.

Ty
=

- 3

.;'__ :E:m:-._-.i .-..I-_—\. .
M, B

Ome of my many ‘after

work' chamacter designs.

| leve drawing characters

that have a back story,

evenifl'm the only ane A

whio kmows it B
'
&

Ny

. — 5 -

Mamy of my friends have made
- such beautiful items, which | love
b having around in ny workspace.
The plushie was created by
MNeysa Bove, and Brittney Lee
painted Calendar Girl.

$ liiagiteRX May 2020
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#6 ['ve created this
colourful workspace

in our Loresho
home as my own

private getaway 99

My 32-inch Wacom Cintig
together with my MacBook
Pro are my main tools. | felt

| had finally moved inonoe my
creative setup was in place.




My love For colour is one reason why | bought this
beautiful vintage Maroccan rug, which makes me
=0 happy every time | seeit.

Az well as working in Photoshop | ike traditional
media. | always carry my paper calendar anda
pencilcase, and | love buying small, cute books for
doodling and note-taking.

»r day and when I'm done inthe
evening | just want to go out and do
something else. Ten minutes spent
tidying up before settling down clears
rmy head and gets me in the mood for
the work ahead.

DREAM DESK

The thing I'm most excited about in my
office is my handmade teak desk by
TIRA Studio. We collaborated on the
cdesign for my dream desk and the
result is beautiful. it has unigue details,
is locally made and meets all my

When | have the headspace and time
for myself, one of ny most relaxing
pastimes is painting with gouache.
Where | Iive now it's hard to come by
my brands, so | always stock
travelling.

needs. | work both digitally and

- traditionally, and this desk enables me
- to keep the mess from the painting

- separate from my digital projects. It
gives me a new sense of freedom, not

having to clear up every time | want to

# The thingI'm
most excited about
in my office is my
hand-made desk ®®

liagiiie’X May 2020

- work on something else.

My office is filled with beautiful art
because I'm lucky encough to have
many talented friends in the

- animation/illustration industry and |
- love having their creations surrounding

me when | work. Their skills inspires

ImagineNation Artist in Residence

G TN Tl

i |'ve just produced a
©onew book: The Art of
. Pernille @rum. It's

. published by 30total
. Publishing and will be
: available in the spring.

i me to try new things and it pushes me
to do better. I've gone to great lengths
to get their artworks transported to
iy new home safely and carefully
framed, and their paintings make this

: feel like my space.

- Pernille is a Danish character designer,

- illustrator and visual developer. She was the
lead character designer for Warner Bros!

- DC Superhere Girls and has werked with

- clients such as Netflix, DreamWorks, Disney
Publishing and more. You can see mowe of

- her art at wunwpernilleoe. com.
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I"ve had this paint setup for
vear and | still love the
aesthetics and simplicity of it.
Everything | need is here and
it has a calm and neutral look

A new thing for me is to have my own lush, green
and colourful garden. I£'s given me a new place to
seekinspirationand it's what inspires meinmy
workspace decor as well.

| created his drawing together with 2Dtotal for the Earth Draw || project, raising
money for tree-planting charities. It's inspired by the plant in our backyard.

My take onthe actor Tippi Hedrenwho starred in
the classic Hitchcock film The Birds. | painted this
tocelebrate Halloween.

Im the zame room, o pposite my work 8
desk, I've pai an oldvanity area a E
soft pink and | love it so much. | would
not be able tochoose and work with

colours against this background, which
iz why it's inthe other side of the room.

MRS ATD 3

—

This beautiful vintage Beanstalk rack was something | found ina print shop that
oS o %, was closing downand hadn't changed since the 80s. It holds some of my many

W
[ ﬁ':.,_'.l":'.-' Lr."l-

; LB plants and a fabric | hope to get made into something, when | hawve the time.

May 2020 Iimagmebx
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Letters

YOUR FEEDBACK & OPINIONS

Contact the editor, Claire Howlett,
on claire @imaginefx.com or write
to ImagineFX, Future Publishing,
Quay House, The Ambury,

Bath, BA1 1UA, England

Follow us on Twitter:
www.twitter.com/imaginefx

Find us on Facebook:
www.faceboolk.com/imaginefx

Post your art or photos on Instagram:
www.instagram.com/imaginefxmagazine

VER £ 1065 OF EXTLIGAG R WS T

Krita tips wanted
My name is Olivia, I'm inmy final year
of high school and am an avid fan of
ImagineFX. My graphic design teacher
introduced me to the magazine (around
the time I had just started making my
own digital art) and I instantly fell in
lowve with it, so for Christmas [ gota
subscription and have absolutely adored
every issue so far!

I'was wondering if you knew of a
drawing program called Krita? It's what
I use and I'm finding it rather good so

. Don't worry - you
- can get hold of it

far, but I'm just starting out so [ was at https:/ fileI‘.lL
wondering if you had any tips? Thanks! ag/buyissuel85

Olivia, via email

Claire replies Hello Olivia, nice to hear
from you and thank you for subscribing! Also
give thanks to your graphic design teacher,
they dearly know what they've talking about!
We have heard of Krita — it's a great free
program to get started with. We recenty did
a Cowe Skills series on Krita, which ran
across five months of ImagineFX. 1 think you
would find these editions helpful. Some of
our previous editions are stll available in our
online shop. As for other suggestions,

i Sara Tepes put together a
i five-part series for us on
i the basics of Krita, and

i how te get the most from
*the free saftusre.

| |'|-'r::":||‘:¢:|:|q1-_ﬁ 1

Ciore Skills: Part 1

CLEAN UP YOUR
SKETCHES IN KRITA
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: Artists regulardy provide amatomy advice in ImagineFX,

ircluding Oliver Sin whoese work appeared in issue 183,

- ArtRage is a good, cheaper alternative to the

likes of Photoshop, or if you have an iPad,
Procreate is a fantastic painting app.

Anatomy special

In the past your magazine published the
How to Draw & Paint Anatomy guide.
I'would love to buy it - I suppose it was

twior issues of the magazine together with
- video tutorials. Is it still available?
- Romana, via email

Claire replies Romana, thank you for

- youremail. This & currently out of print, but

I'll pass on your request to get this reprinted.
We create a variety of special editions and
they are in stores, but also available here:

wirw.my favourite magazines.co.uk/design.

I want to see this artist!

Firstly, thanks to vou and the team for all
- your great work. Love the magazine — in

fact, it's the pillar of inspiration for the

- work Ido Can'twait to get the little

notification each month: “Your issue is
ready to read.”

I wondered it vou'd ever considered
interviewing and doing a feature with
Matt Rhodes. His use of colour -
particularly in his Tel lurion personal
project — blows my mind. I'd never
actually considered how powerful a
storytelling tool colour can be, until
looking at his work. The way his
line-work is deepened by the use of

- various blending layvers and soft fills -

it's all deceptively simple, but
extraordinarily effective.

I've been experimenting trying to
learn from his technigues, and 1 just
think it'd be a great feature piece in
ImaginelFX one day. Maybe inone of

yvour colour-focused issues. . ?
- Aidan from Sydney

Claire replies Aidan, thanks so much for

- your considered suggestion for ImagieFX,

Matt Rhodes 15 a great call, and would be

- perfect in our next edition of ImaginelEX. Its
- acomic art issue, 50 I hope he'll be free to

offer some guidance for us all.

New works that have
grabbed our attention

O] Malgorzata Kmiec
@mkmiec.art

Henriette Boldt
© @henridoesart

==
" B

O] Thomas Kleinberger
=4 @thomas.kleinberger

If you've created art that you want us to shout
about simply tag us on Twitter or Instagram,
and use the hashtag # imaginefx
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LightForge Academy offers you
training to start your career.

« QA Games Tester

* Motion Graphics Designer
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From Ty Carter's self~-published boolk,
W@t:;l'l,d&;id:iﬂg the southern Utah
regiaon ina simplified but exaggerated style.
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n 1 April 2008,

Ty Carter takes a phone
call from “Pixar.” The
American is in his first
vear studying
animation at Brigham Young
Liniversity (BY 11} in the city of Provo,

Lltah. He quickly decides that the caller
is a fellow student trying to prank him.

Tyis looking for a summer
internship, but so far has received
nothing but rejection letters. Now he's
supposed to believe Pixar is calling to
talk about a paid internship with free
accommaodation in California? Yeah,
okay. Ty pranks the caller right back.

Ty: “You'Te going to ask who my
favourite Pixar character is, right?”

The caller: "Excuse me?”

Ty: “It's Shrek!”

The conversation continues like this
tora little while, back and torth, until,
finally, excruciatingly, Ty figures out
the calleris really a Pixar recruiter.

“Needless to say,” Ty says now, "1
didn't get it. I butchered that one.”

AN IDEAS PERSON

It's 2016, and Ty is about to start work
on a new animated film. He's now a
visual development artist at Blue Sky
Studios. He starts work early in the
development stage of a film, coming
up with paintings that convey the
movie's big idea, usually a specific
character in a key scene.

Tyis an ideas person, a brainstormer
who can suggest new or interesting
takes on things. Questions that Ty
always asks himself include what will

- JELLO

i "llove Jurassic Park so
: muchthat | started
:ocaricaturing my

: favourite scenes into
i simplified, almost

make this movie ditferent? What's

- special about this story and these

- characters? In this film, Spies in

- Disguise, lead character Lance Sterling
- (voiced by Will Smith) is the “world's

- greatest spy.” That gives Ty plenty to
work with: “It’s funny, right? Because,

- if you're the best spy in the world, and
- everybody knows who vou are, then...
are vou really a good spy?”

- Growing up, Ty liked to trace :
- dinosaurs in his colouring books. Aged
- six, his parents set him a challenge: '

66 I remember thinking:
I'want to be able to do this.
I want to draw like this 9

cartoon styles,” says Ty.

TY CARTER

GRANDPA'S FARM

Keyframe painting from Ty's
in-development short film based
on his childhood and tall-tale
memories with his grandpa.

- could he draw a dinosaur freehand

- without looking at his colouring

. books? It turned out pretty good: “1
thought it was the coolest thing ever,
- that I just drew it from memory.”

Jurassic Park (1993 ) was a big thing

for Ty. He was eight when it came out.

- It wasn't just the film that hooked him
—though it's still his favourite movie

. —but a companion book called The

. Making of Jurassic Park. The book was
- full of detailed, technical drawings of
dinosaurs. It contained work by

. pioneering concept artists Mark ‘Crash’
McCreery and Craig Mullins. 1

- remember thinking: I want to be able

- to do this. I want to draw like this. It
was a phase that changed the way I was
* looking at everything.” »»

May 2020 linagimeRX




Interview

his art seriously.
thinking about

Ty started takin
Still very young, he w
anatomy, making things more realised,
rendering them out. He was still using
pencil and paper, but his granddad was
a keen oil painter, so Ty was

encouraged to experiments with his

o
15
VS

paints, experiments that usually ended
up with all the colours muddying to
erey [ ‘1 must have wasted so much
good paint,” he says).

All this stuff would prove useful later
on, but Ty wasn't yet picturing a career
in art The terms concept artist and
visual artists weren't as common as
they are today. It wasn't something your
average kid wanted to do when they
egrew up. Ty's dream was to make films
“There’s just something special '.'{l'..'lCJLll
watching a really good movie. It's

Artist
PROFILE

Ty Carter
LOCATION: US
FAVOURITE ARTISTS: Mark ‘Crash’ McCreery
and Craig Mullins

MEDI A: Maya, Photoshop, Maric Paint

WEERB: www.tycarter.com

JAPAN, SPIES IN DISGUISE
| developed the look and feel
for Japan,” says Ty ofhis work
on Spies in Disguise, here
depicting Kimura's covert
hand-off of the super-tracker.

86 There’s something special

“about watching a really good
~movie. It's escapism 99

escapism. For 20 minutes yvou
experience life in another world, as
another person, doing something you'd
probably never do.”

TECHNICAL SKILL, ARTISTICSKILLS

Omnce Ty has images that get across the
big 1dm behind Spies in Disguise, he
starts designing detailed locations and

fi:g_,r:lﬂ i'.rI ance’s l'l'liSEiD]'lS His aim at

has no 1dun what lhu directors are
looking for — they might not know at
this stage — so it 5 important to present
as many options as possible.

What makes Spies in Disguise
visually unique is its stylised
appearance, realistic lighting, with
really pushed shapes. Lance, for

LANCE INACTION

Keyframe illustration
ce Sterling in
on, capturing the
of the stealthy
i and the film's
graphic look.

example, is very long, almost stretched,
his outer appearance mirroring his
high opinion of himself. The 2>

STRONG,
SHARP
SHAPES

Ty Carter uses values,
lighting and texture to
paint a rocky setting

~ 1QUICK VALUES

|

“{

“I lay in my values and establish
a hierarchy of layers: fore-, mid-
and background. When those
are working | consider the local
values before adding any colour.
| add some light effects to see
how the shadows might affect
the design. Then | add local
colour and werk out a harmony.”




1Y CARTER

A
- s
~ 2 LIGHTING CHOICES

“Next | lay in my key lights and focus on the
exposure. Do | want to expose for the light or
shadow? | let the story dictate this decision.
Here | allow the light to blow out, in order to
see the vast environment in the shadows."

-
" )
I

r——_

~3ADDING TEXTURE =~ 4TIMEFORTHE FUNSTUFF
“The general colour scheme and “Secondary light - such as bounce - makes the scene
lighting pass is effective, so | can unigue due to the red rock. | add a strong atmosphere
start adding textures.| try to keep to capture the searing sunlight. It conveys the warmth
any material rendering as graphic created from all the light bouncing arcund. Then | add
as possible. Then | add in some scale cues, like the birds and tree details. Clouds help to
blue fill light from the sky.” complement the sky and balance the composition.”

May 2020 inagmeRX %
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DEAD OR ALIVE

A Spanish priest returns from a
failed proselyting mission as
conguistadors arrive with dreams
of fortune and power.

»+ directors are happy now, so the
film mowves into the production stage.

Ty always knew he wanted to make
movies, but the problem was he grew
up in Salt Lake City, not California
where films were made, and he was
egood with the pencil and paint brush,
but not the video camera. He sat down
with his dad and tried to work out
what to do at university. Ty was always
interested in advertising, architecture,
transportation design. .. he certainly
wasn't against any of those things. But
they gave him a feeling that this was
“getting away from the main dream.”

The other problem was also the cost
of the big art schools. Ty's family
couldn't afford them. His dad’s line
was: ‘I love you, but this place costs
more than our house!”

66 Because the style of SplE'S in
Disguise is so pushed, we've
got to design everything 99

- Tywasn'tinstantly sold on his dad’s

- idea to study animation, either. He

- didn't draw cartoons. He didn't have a
. particularly cartoony style. But the

. more he thought about it, the more he
realised animation incorporated

- adwvertising, architecture,

. transportation design... It was “design

foreverything” 'lus, BY Ul was cheaper
- than most other universities, and the

- animation programme had a good

- record of students going on to get work
- at big studios, so it was a possible route
- into the film industry.

VENICE, SPIES
IN DISGUISE

“This iz an earky
development of Venice,
created to explore the
graphic shape-design
and materials,” says Ty.

$ 'ﬁl.lllu.lill'.l .mm "-l.."l all ) EDED

Animation at BYLl brought more

choices, but not necessarily in ways

- that Ty hoped. Did he want be a

. materials artist or a visual

- development artist? Did he want to do
- modelling, lighting, rigging? “Holy
cow! | just wanted to come here, design
- and paint.” Fortunately, Ty got some

- good advice from a professor, who told
him to develop one artistic skill and

- one technical skill. Ty was already

- pretty good at painting — thanks to his
. granddad - so he focused on getting
better in Maya, modelling, putting

- materials on things, and that became
the technical skill.

DESIGNING FROM THE GROUND UP

- In the production stage of Spies in

- Disguise, Ty gets to work on sequences.
. One of the film’s big sequences takes
- place in Venice. Ty creates concepts for

- canals, bridges, gondolas, buildings,
- shop fronts. ..
animated movie, you've got to come up
- with what every single thing is going to
- look like. Nothing is free. Because the
style of Spies in Disguise is so pushed,

- we've got to design everything. There's

. no reusing stuff from other movies.”

“When vou're making an

He'll spend months on this stuff -

first concepts, then final designs,

. props, sets, layouts — before passing it
- on to the modelling department,

- which will build the designs in 3D.

This goes on fora couple of years. As

the film nears completion, Ty does a

- bit of everything, including colour keys
- and colour scripting, ensuring the

- colours and lighting of the film are *>




1Y CARTER

Another piece from Ty's
self-published book, Wasatche

bwo lovers enjoy a sunny afternoon
on the pristine Silver Lake.
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Interview

»» consistent, but that theyTe also
representative of the action of their
corresponding scenes. A sequence full
of danger, for example, may feature
lots of red.

At the end of his first year at
university, Ty put together a portfolio
and applied for internships
“everywhere”. He was rejected by most,
but heard from three places, one of
which was Pixar (“It's Shrek!"), and
another was Disney.

His summer internship at Disney in
2008 was “totally life-changing.”
Everybody he metwas willing to help
him learn. They were kind, generous
with their time. Officially, because of
union rules, Ty wasn'tallowed to work
on any films, but he was encouraged to
build up his own vis-dev portfolio.
This meant, by the end of his second
vear at BYLUI, he was able to land
another internship, this time at Pixar,
with the salary and the paid-for house
near San Francisco — everything he
missed out on the vear before. At Pixar,
he went straight into production worl,
designing sets and props, concept
paintings, and material callouts for
Toy Story 3 (2010) and Cars 2 (2011).

ALL-STAR STUDENT TEAM

At BYU, third-year animation students
get together to make their own end-of-
yvear movie. But now, after his hands-
on experience making movies, Ty
didn't want to wait that long. He
started putting together an all-star
team of fellow students to work on his
own short film. He couldn't pay his
team, but he did put them in touch
with professionals he'd met during his
internships. DreamGiver (2011) went
on to win a student Emmy award and
was screened at the Cannes Film
Festival. He'd made his own film (see
it at www.wvimeo.com/36833415).

This piece from Spies In Disguise
is a colour key for the young
W alter seen in his living room.

After college, Ty worried he'd never

- getback into a big studio like Disney or

Pixar Legendary artist Bill Perkins
—art director on Aladdin (1992) - gave
him some good advice: don't worry
about the studio you work for, worry
about the artists vou work with. With
that in mind, Tv's next stop was Blue
Sky Studio in Greenwich, Connecticut,

Diisneny Blue Skiy

B TCFFC and &
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86 Basically, I share tips
-and tricks on things I wish
T known 10 years ago 99

 KILUANHELICOPTER

- From Spies In Disguise,

= this piece isa design

- breakdown of the bad
guy's helicopter.

not far from New York City. After a
two-month internship, he accepted a
tull-time job, working on Ice Age:
Continental Drift (2012), Epic (2013),
Peanuts (2015), and most recently,
Spies in Disguise (2019). Next is
Nimona, set forrelease in 2022

Ty also teaches now, via Patreon. He
passes on Bill's advice and the advice of
the professor who said develop one
artistic skill and one technical skill. He
helps his students focus on “the main
dream,” and how to achieve it.

“Basically, I share tips and tricks on
principles of design and colour, things
I'wish I'd known 10 years ago. 1 just
knew that I wanted to make movies.
I'wanted to do the art and create the
worlds — create worlds where
characters could live in, but which took
us to a different place.” g

TR 470
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TY CARTER

PAST, PRESENT,
AND FUTURE

Ty reveals how to find the art
education that’s right for you

“I think art education is overpriced. | started my
Patrecn mentorship programme because | was
fed up of hearing how much people were paying
at these schools. If you leave a big school, you
could be $150,000 in debt, and | don't think artists
understand how much money that is and how
long it takes to pay back. Going to these schools
isn't bad. It's awesome. You're getting a fantastic
education. And when you land that dream job,
you're going to be making great money, but you're
probably going to living in an expensive city and
s0 it's going to take time to pay of f $150,000.
When | was an intern, | felt like | learned more in
eight weeks than | did in a year at school. Why was
this the case when | had great teachers at school?
) It was because | had these one-on-one mentors.
e ~ M | had these people helping me 24/7. Then | started
thinking: what if | set up a programme where |
could mentor artists one onone? So | started this
mentorship programme through Patreon.”

s S E ASUEI0 T DR

YAKUZA

This early concept art from
Spies in Disguise show the
snow Yakuza in Japan.

Ty's tips on art education
“Find a place where you can learn the principles
of design and colour. These could be a class, or

online tutorials, but makes sure whoever's

delivering these principles knows what they're
talking about and that you understand them. And
you need to focus or what it is you need to learn.”

2 “Build a network. That's where school comes

in handy. The friends you make in class - that's
yvour network. But the coeol thing today is you meet
these people through social media platforms, too.”

“Find mentors. You, the artists, are the future.
Contact a potential mentor who's working in
the industry now. But also approach a possible
mentor who used to be in the industry, but have
either retired or are now teaching. If you've gotthe
past, present and future covered, you'll learn and
grow 50 much more”

B | (HEEKY GECKO

1 Ty captures the personality
of this little lizard, iman

| ', | ﬁ ‘ example of his personal art.
=

“Ancther piece from rmy
second selff-published
book, Wasatch, out now.”
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Interview

ARTIST PORTFOLIO

CECILE CARRE

From being headhunted out of school to moving to
New York to work on new animation titles, this
artist’s career is on the up, discovers BEeren Neale




s an animation artist, French-
born Cécile Carre is an all-
rounder, working in
storyboarding, visual
development, character

art and 2D animation. You can see her |

highly expressive work online, with
oodles of loose, funny personal pieces
updated over the past few months on
her Instagram page. Recently working
on the 2019 animation Klaus, and
now brandishing a freshly printed US

work permit, she's poised to embark
on top-secret projects in New York.
Yet unlike one of her beloved Disney
characters, none of this was written
in the stars.

As the daughter of two doctors,
growing up in France’s idyllic Réunion,
an island in the Indian Ocean,
animated TV shows were banned in
the house — although Cécile and her
three sisters did fill up afternoons
endlessly drawing. Perhaps something

- GIANT

: "l have a big family so
= whenwe organise

: family meeting, we

: need tofeed them all.
. Thisday there was a

: giant paella.”

CECILE CARRE

of the island s surrounding volcanoes,
rainforests and coral reefs would later
inspire her in her creative career, but

- initially Cécile was all set for a career

in engineering.

ENGINEERING A CAREER IN ART

However, after a year in this field,
things weren't quite right. “It was not

fulfilling me,” she recalls. “It's probably

like any first-level job - but it's even
more frustrating when you've 3+

May 2020 WitisiieE .




Interview

Artist
PROFILE

Ceclle Carre
LOCATION: US
FAVOURITE ARTISTS: Boulet, André
Frangquin, Gotlib, Hayao Miyazaki, Moebius,
Cyril Pedrozsa, Claude Ponti, Albert Uderzo
and Olivier Vatine

SOFTWARE: Procreate, Photoshop, Toon
Boom Storyboard Pro, TVPaint
WER: www.artstation.com/carrececile

»» chosen a field that you then realise
vou don't even like that much. 1didn't
teel usetul. I didn't find a strong
meaning to the job. I'was like a minion
and [ felt completely useless. It was
defeating and disappointing "

Hopefully, if any of this is going to
ring true to ImagineFX readers, it'll be
Cécile’s response to this bleak
situation. She turned to art, scouring
online art websites like Caté Sale
(www.clsl.net) and devouring
illustration resources such as Glenn
Vilppu's online drawing classes. She
drew late into the night after work, and
finally decided — with the support of
her parents and partner — to go into art
full-time at 24.

Initially, it was comics that Cécile
was interested in, inspired by her love
of such comic book artists and
cartoonists as André Franquin, Albert
Llderzo, Gotlib, Moebius, Olivier
Vatine and Didier Tarquin. “We e very

#6 For a year | was constantly drawing,
sketching and preparing a portfolio for
the Gobelins entrance exam %9

lucky in France that there are a lot of
public art schools, with grants
available,” she says. “Studying art is
encouraged, and not just the
commercial kind. That's why |France
has| alot of different kinds of comic
books and animation styles.”

The artist had also developed a love
tor Disney films and the work of
Havao Mivazaki, who co-founded
Studio Ghibli. After undertaking some
research which suggested that a career

L &
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in animation was more realistic than
comics or illustration, her sights
became set on the renowned French
art school Gobelins, based in Paris.
“For ayear | was constantly drawing,
sketching and preparing a portiolio for
the entrance exam,” Cécile says. “l was
looking on the internet for every
source of information that I could get
about all the jobs in animation, just to
be prepared.” It was this steely
determination that would get her

. WHEREDID
MY TIME 60?

= Comic art by Cecile,

capturing that feeling

- oflosing hours onyour

smart phone,

DREAM FOREST

“When your dream was full of wonderful
and crazy original ideas, but you barely
remember amything when you wake up.”

- headhunted for the animated
- Christmas film Klaus while she was
- finishing school.

PREPPING FOR GOBELINS

- So, artist decides to get into art, then

- bags a job working on a mainstream

- animated film straight out of school?
Well, not gquite. Cécile is keen to reveal
- the realities of this fairy tale story.

“When [ was preparing for Gobelins,

- Twas drawing for eight hours a day.

- When I was working on my final

- graduation piece it was more like 12
hours,” she says. “When I would go on
- holiday, 1 would never draw, but

- mainly because you get a little

- disgusted by it... I didn't even know




what [ wanted to draw for mysellf,
vou know?”

This strict, no-work-on-holiday rule
sounds a bit like the imposed recovery
time that high-performance athletes
have after training, to make sure
theyre as effective and efficient as
possible. “I really think that way,” she
agrees, and the reality is that, although
she's in demand for professional worl,
“I'm only recently, slowly, getting back
into personal drawings.”

In school Cécile took easily to
character work, but was less confident
about background art. “When [ was
vounger, | always wanted to become a
comic artist. When I did drawings for

myself they were character-oriented =+

CECILE CARRE

CHILDHOOD
MEMORIES

"Playing board games
suchas Monopaly is a
chance to be four years
old all over again.”

FOCUSED

"Perzonalillustration
based onanariginal
idea by my cad.”
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BUCOLIC ~
Cécile used Procreate

to paint this peaceful
countryside scene.

»» — very expressive and dynamic
poses — but I didn't like doing the
backgrounds. I started the course in
2014 and finished it in 2017, and we
had to work on everything!”

THE STAGES OF ANIMATION

Culminating in her graduation film
Burn Out, Cécile studied in all areas
on the animation process: script,
storyboarding, visual development

explains. With visual development,
“it's about narration through design
and colour,” the artist continues. “This
is about the background - if you're
designing a room, you'te gonna try and
tell something about the person who
lives in that room. Is it messy? Is it
owned by someone who is voung or
old? Should you use warm or cold
colours? This is all about the
authenticity of detail.”

#6 Storyboarding is usually simple,
black and white. It's mainly about
narration through staging... %9

and animation. "A storyboard is made
of very simple black and white rough
drawings. The purpose is the
communication, the narration through
staging, as if vou're the director and
yvou want to relate what's happening in
the scene: where do you put the
camera? Whatis the character doing?
What scene comes next? You're
working on how to translate the script,
but with very, very basic drawings,” she

$ liiagiteRX May 2020

There's a lot of communication
between these two stages of pre-
production, Cécile explains, with
decisions made in one stage often
influencing the other (even
retrospectively). But when it comes
to the animation stage, “yvouTe really
just completely focusing on narration
with acting and action - the way the
person moves, which relays their
personality, what they think. Youre »»

Another example of Cédile’s
personal illustration work,
created using Procreate.
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STORYBOARDS
FOR KLAUS

Cecileworked on
visualising the script

) for Klaus, a Netflix
~ = animated film.

ALVA
made it complicated.

LEARN STORYBOARDING BASICS

Exactly what does storyboarding entail? Cécile breaks down the main stages of storyboarding
an animated film, drawing on her experiences from working on the Netflix feature Klaus

“Storyboarding is the next step after the
script is written. The task is to translate the
script into images - rough black and white
drawings - choosing the staging and
acting based on the information and
emotion you need to give the audience.

Pre-production stage

During this stage we exchange materials
with the vis-dev team, which is going to
provide some visual elerments for us to use
{character designs and background
designs, for example). Sometimes we also
create characters and backgrounds during
the process of storyboarding - elements
that aren't described in the script.

Understanding the director’s vision

We work closely with the storyboard
supervisor and the director. We always
start with a meeting with the director, who
takes the time to explain the goal of each
single sequences. They will specify the

- tone of the sequence, the way they think
the character should act, the rhythm, and
so on. It's important that we understand

- the director’s intentions, so that we're able
. to tell the story visually in the most clear
and effective way.

- Dividing the script between artists

. The storyboard team is a small number of
- artists - around five or six working in-

: house - so we split the script into short
sequences (two to three minutes of the
film equals twe to three pages of script).
Generally, each one of us is responsible for
our own sequences, but we work together
- on complicated sequences. We also

. brainstorm together when we need fresh

- ideas, gags and so forth.

. Presenting the first storyboard draft
We thenspend around a week or 5o

: making a very rough first draft of our

. sequence, before we meet the director

- again. At this stage the characters are

barely recognisable - they closely
resemble potatoesl The purpose is to work
quickly on the staging and the overall
rhythm of the sequence, which enables us

to check we're geoing in the right direction.

Once the director is confident with the
structure, we can go deeper into the
details, adding grey tones, cleaning up the
drawings and developing the acting.

Build up your storyboarder’s skill-set

. Although this isn't a step, it's worth

mentioning that the job of a storyboard

- artist is a demanding one. You need to

have a wide range of skills: a good sense of

composition and acting, perspective

drawing, expressive gesture drawing, and

- of course have some good film references

in mind. But the biggest challenge for me
is to fully understand the director's
intentions. That is why you also need very
good communication skills.”

May 2020 limagmekX




Interview

»» also thinking about technical stuff,
like physics.”

Burn Out is the short story of Stella,
a space mechanic who breaks down on
a desert planet, then meets her
childhood self who reminds her of her
lost dreams and career compromises.
No doubt based on several
conversations that Cécile had with
herself when making her career
change, it's a fourminute showcase of
all the abowe skills, which may leave
yvou having a similar conversation with
yvourself (head here to watch it:
www.vimeo.com/carrececile).

Cécile spent three and a half months
scripting Burn Out, storvboarding it in

- T‘ =
;_

INNER DEMONS

"¥es, it's cosy and warm
insicle, but your demons
are just waiting fora
moment of inattention
to sink into your mind.
sometimes onby fresh
air can clean it up.”

&6 It was a real challenge to
work on Sergio Pablos’
project and I learned a lot 99

liagiie’X May 2020

“When it's rmining is the best
time to have a bath in the
SWirmming p::nnl.: e

BRAINSTORM
APPROACHING

Cécile captures the
maoment when inspiration
is just about to strike.

i R R
e e T

Toon Boom Storyboard Pro, then
visual developing it while at Gobelins.
The same amount of time was spent on
it on an exchange program at CalArts
in California. Here she reworked

bits, collaborated with voice actors,
worked on final backgrounds, did

the rough animation in TVPaint, and
then final colouring and compositing
(combining all visual elements into
single images).

It was this full skill-set that no doubt
caught the eve of the creator of the
Despicable Me franchise, Sergio
Pablos. “Actually, |Burn Cut] was the
only torm of porttolio that I had atthe
time,” says Cécile "I think that Sergio
saw some potential in my animations,
and a good sense of acting that would
benefit the storvboard process.”

The film was 2019% Klaus, and
Sergio Pablos had “very high
standards! You can tell if you've seen
his work — he's a perfectionist,” Cécile
says. “So it was a real challenge to work
on his project and | learned a lot, and it

- was avery rich experience. There was a
- great atmosphere among the artists,

because we were all super-happy to

- work on this very challenging project”
- The resulting Nettlix-released film was

received well by audiences and critics
alike, achieving a 94 per cent rating on

- Rotten Tomatoes.

PERSONAL PROCESS

For someone who has displayed a

regimented, single-minded approach
to her craft, Cécile is the first to admit
the importance of patience in her #»




CECILE CARRE

“MEETING IN THE SEA
Cecile’s Procreate artwork

captures the essence of
summer, albeit underwater!




Interview

MAKING A PORTFOLIO FILM

As part of her final year in animation school while studying first at Gobelins and then at CalArts,
Cecile created an animation portfolio piece called Burn Out. Here’s how she made it...

How did the film come about? O .
| started my graduation project during

rmy last yvear of school, September
2016 (in Gobelins). Then | moved to
California for an exchange program
with CalArts in January 2017.So |
finished my graduation film there,
in April that year.

Was it your idea?

| was forced to do it because you need

to make a graduation short film to get
yvour degree at Gobelins. If | didn't
have to, | would probably not have

done it. It's hard to stay motivated and

confident - it's a four-minute short
film, but you have to spend seven
months full time working on itl

| got the idea for it from my own
experience of reconnecting with my
passion for drawing when | was an
engineer and decided to quit to study
animation. And as for the sci-fi/
fantastic style, | just chose a style that
| knew | would enjoy doing and that
| was familiar with. My influences were
Moebius, Disney, Mivazaki, Alice in
Wonderland and The Little Prince.

A still from Cécile's short
film Bum Out, wihich
features a siranded
astronaut and a young,
oddhy familiar friend.

. us at Gobelins who gave us a lot of
feedback, which was helpful because
it was my first time writing a script.

. lalso received useful feedback from
the teachers at CalArts, and from my
- friends | was working with, of course.

What was the reaction to your film?
. 1was very happy with the positive

- when someone tells me that this film
. gave them hope, motivationand
- inspiration in their own life.

- Was it your first animation where you
- worked on all aspects of production

- Yes it was the first piece | did all by

- myself. But during the three years in

- Gobelins, we had the opportunity to

How did you write the script? response to my film. It was selected in | try all these aspects of production

I think | started with images or CHARACTER a lot of festivals and shared a lot on during short exercises or team
ambiances that | liked, and then tried CONCEPTS . social networks - 1 guess it helpedto | projects. You can find some of these
to make a story that made sense out Eﬁiﬁ?&ﬂﬁfﬁ? come from CalArts and Gobelins! projects on my vimeo channel:

of it. We had writing teachers helping her short film. : What makes me the most proud is www.vimeo.com/carrececile.

i “E'.‘E{ M ay 2020

L

;
r'r'l‘r___,” = i — 4-"
- REVEALING THE STAR

: Asequence of scenes from the end of Burn Out,
¢ showing space mechanic Stella setting a new course.




CECILE CARRE

BEACH LIFE

“lgnore social media
take a book to read,
and remember to stay
hydrated at the beach.”

C(ONCEPTS

Cecile created these

a visualdevelopment
class at Cal&rts,

- > process. "If 'm working on a

- character then I'd start with references
. — I teel this part is easily forgotten,”

- Cécile says. “Because you want to

- start drawing at once, you'e often too

" muchina hurry.” And what would she
be looking for? I look for various

-~ pictures. It may be one of some clothes,
- orsomething that looks specific and '
authentic for my character.”

She'll then make very loose,

expressive sketches, always putting the
- character into action, "so theyre not
tree house conceptsfor = 5,14 sianding there, doing nothing,”

- she explains, “because you can get

act. It will give you more ideas.” At this

- stage she's looking for a couple of
striking silhouettes. “From there I try

. to understand why a silhouette works,
because when | do the rough drawings
- ITdon't think about anatomy, about

- anything technical. I'm just letting

- myself go.

“If yvou try and do everything at

once, you'll end up with something

. that's very stiff. You may also repeat
something yvou've already seen, or

- make something you think you should
be making.” Working in a world where
- original (often personal) story is king,
. this is the last thing that the artist

- would want.

CHANNELLING THE ‘FRENCH STYLE’

. Going back to her love of comics, this
desire to create something that doesn't

~ remind someone of something else, is
. what Cécile loosely calls the ‘French

66 When I do the rough drawings I don't
think about anatomy, about anything
technical. I'm just letting myself go 99

inspired by the way the character will  ; style’ "Culture is encouraged in France,
- so there are alot of personal projects
that come alive,” she says, “because

. personal style is valued. But also, I
think especially in comic books, where
- you have to draw so much all the time,
- artists naturally find a style that’s also

. the easiest for them to draw. When
yvou e drawing that much, and vou've

. got deadlines, there's no time to be

- fancy and think, ‘where to place this
line? " You need to be efficient and

keepitsimple.”

That combination of memorable,

ex pressive style borne out of necessity,
- alldriven by an ambition to become

. better, fits this illustrator to a T. And
this return to talk of French comics,

- once again, may just hint at a future

. career move for Cécile, once she's
congquered animation. I think I would
- like to do comics in the end,” she

. says, “because comics really involves

- almost everything.” g

May 2020 limagmeRX
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Real-life observations are
crucial in helping build my
visual vocabulary




Xiao Qing Chen
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HOGWARTS

“Watercolour is almost
always my go-to-medium
while travel sketching. The
partability of my kit means

| can be low key with my setup,
ol canobserve the crowd
and space withouwt
disrupting it."

SLYTHERIN
(OMMON ROOM

"Maoting Slytherin’s ambitious nature, | had
immind a design that was grand and
intimidating in t2rms of scale and
human circulation.”

May 2020 limagmekX
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HAGRID’S HUT

"These are loose explorations of my take on
redesigning Reubus Hagrid's hut - animportant
story set inthe Hamry Potter series.”

GEORGIA AQUARIUM

"These graceful marine creatures present
a new |ive painting challenge since they're
constanthy swimming, requiring longer
on-the-spot observationand
memarisation time.”
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“¢ Keeping a
travel journal

everywhere I go
helps me °°
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Do you want to share your sketches with your fellow ImagineFX readers? Send us an email with a
selection of your art, captions for each piece and a photo and bio of yourself to sketchbook@
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Workshops assets
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magme page 8. And if you see the video workshop badge,
you canwatchthe artist in action, too.
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Worksho

Advice from the world’s best artists
68 x s @ _

This issue:

52 Make a splash

in animation art

Amanda MacFarlane reveals her
process for painting a mermaid.

76 Storyboarding
masterclass

Animation artist Mark Evan Lim
uses Photoshop’s Layer Comps
tool to create storyboards.

22 Eight ways to
sketch for animation
Character designer Prem Sai GS
injects movement and emotion
into his artworks for animation.

25 Photobashing
techniques in
concept art

David Paget shows how to use
maltte painting techniques to
help create concept art.
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Workshops

Procreate -

MAKE A SPLASH
IN ANIMATION ART

Character designer Amanda MacFarlane reveals her process for painting
a mermaid, including how she course-corrects her colour choices

Artist In this workshop I'll - Tlove designing characters and - you todeath. Here you'll see hard
pRO FI LE be walking yvou - figuring out the world around them, : work paying off and be encouraged
through my process for © sol can't wait to share this art - to never give up on that project of
painting this issue's - experience with you. I'll be covering © yours. You can walk away from it for
coverart and - concepts and which character works ¢ awhile or change it up a bit, but don't
explaining my thought process asa | best with your overall idea, how to - give up on it forever. Sometimes you
Amanda is a freelance character designer. I want this to feel  create a strong colour theme and be  © just have to look at it at a different
character designer who's like we're just old friends sitting - talking about two key brushes luse. © angle to see what you're missing.
o down together wit] fcoffee | Making art that people enjoyis one . Come with me, get ready to dive int
T aar e own together with a cup of coffee ~ Making art that people enjoy is one  Come with me, getready to dive into
TV and Warner and talking about what art piece - of the best feelings in the world, but  © this colourful cover art and don't
T we ve been working on lately. - ifyou're not happy with it, it'll bug - forget to have tun along the way!

Developing the concept of the mermaid

I couldn’t be happier during the early stages of a project. This is where ideas are born and creativity thrives. When [ was given the chance to
draw a mermaid for the cover of ImagineFX, I jumped at the opportunity! Mermaids are magical and so much fun to draw. 1 quickly start
sketching a few in Procreate to choose from, and come up with five different images to show the ImagineFX team. 2+

$ liiagiteRX May 2020
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| use Ink Bleed for

outlining characters
plants and bubbles. it's

alsc ideal for filling in
flat colours.

Stucco is great for
blending, lighting,
shading and texture.

) ) |

Designing the right look

Picking the right image to develop is important. It
must catch your eye and draw people in. We feel this one
does the trick. She's looking directly at the reader with a
bashful vet fun and inviting personality. When [ draw a
character, | try to get in their mindset. It really helps, even
if you're not a mermaid! With this specific character, 1

want her to pull you in and feel like yvou're about to take a
colourful, exciting journey through herworld.

Adding colour to the line art

When vou have your inked version in front of vou, vou can hide the original
image or get rid of it all together, and reduce the Opacity of vour black lined art.
Once yvou have a colour scheme in mind, choose a slightly darker colour outline for
yvour character as you draw. I use the Ink Bleed brush again for both lining and flat
colour. It's easy to fill bigger areas when yvou outline - just drag and drop the paint
— but make sure vou fill colour on a different layer, in case vou hate it!

W liiagitie’X May 2020

Layers

Defining the lines

After adding layers in Procreate, I begin by reducing
the Opacity of the original image and drawing overit to
eet the look I want. Drawing over a rough sketch is a lot
like tracing, but instead of making it exact, vou get to play
with what looks best for the design. Whetherit's changing
the volume of vour character or discovering which eves
look best, I like to draw over with black ink to help define
the look. Here I use the Ink Bleed brush in Procreate’s
Brush Library. It's very versatile and has a great feel to it.

: f;:” ’
Finding depth in your art
I do love flat colours, but for this image 1 think that
different tones are required. To add more depth, vou can
add blush and shading. I click a hot pink for blush and
chose Procreate’s Stucco brush from the Painting menu.
lay around with the percentage of the Opacity when
adding extra colours to vour character’s skin tones. Then
click the Blender and use the same Stucco brush to create
a smoother look to the skin.




In depth Animation art

»

)/

Placing an overlay to your character
After I'm satisfied with the colour, I like to add a separate layver on top that's a light purple, pink or fuchsia with a Giant Stucco brush that's
turned down to about 20 per cent Opacity. This is almost like seeing yvour character through a different colour lens. It creates a softer image. #»
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Researching the background elements

Are you still putting vourself in yvour character’s shoes, or tail? For this next
step, it's helptul to see the mermaid’s world as it yvou were there. What sort of ocean
is she in? I want her to be around corals and sea turtles, so | look up different images
toget a feel of what will work. 1 go through a lot of different types of coral and
seaweed until I find one that complements her style. By keeping it simple, | make
sure that the scenery doesn't take attention away from her.

Take a step back

After you paint an entire picture, step back and look at it, then ask vourself
some questions. Do the colours complement each other? What was yvour focus in
the beginning? Here, it's the mermaid. She has to draw people in and make an
immediate impression. Her personality is there, but something’s off. Everything
blends too much. She needs to stand out more.

imagmekX ™ay 2020

Introducing a companion
[ add aturtle as asidekick. Sometimes it takes a

while to get colours right on an extra character. You want
them to complement the main character. First his colours
are too dim, then too bold. Changing the turtle’s colours
highlights that the mermaid’s colours are wrong.
Everything blends too much and I need to make a change.

Finding what works

Sometimes it's good to go in a completely different
direction, just to see if it will work. I draw another
mermaid in almost the same position, but this one is
more shocked and aggressive instead of inviting. It ended
up not being the right personality for the cover, but the
colours spark a bolder image in my mind.




New colour scheme

Finding a new colour scheme can feel like a
daunting task, but don't let it get yvou down! You'll be
proud of yourself when you stick it out and see the end
result. I colour her tail yellow and add bright red hair. This
brings out the contrast with the blue ocean behind her
and gives me the idea to paint the turtle green.

5
i L]
\ !

Applying highlights

Sun rays piercing the surface of the ocean sets off
highlights on your characters and objects in yvour
environment. How bright or dull these highlights are
depends on the texture that the light hits. Here in the blue
background I use the Stucco brush with different shades
to create different depths, waves and rays.

In depth Animation art l

Painting extra details

Once youre happy with yvour colours, go through the picture and add little
details here and there Paintstrands of hair floating in the current, freckles on the
skin, bubbles in the way and scales on fins. Anything that yvou want, really! You've
done the hard part This stage is just the icing on the cake!

"\ Make your composition pop!

Making these last few changes really starts to bring everything together! My
mermaid is now bold and the centre of attention, and her cute little sidekick
matches her beautifully without taking too much of the limelight. When you've
finished working on your layers, save the image. If yvou then want to play with
contrast or noise, open it back up as a single image and have fun with it! Really,
there’s no exact way or list of how to paint. With art there is no right or wrong way.
Just find out what works for vou and don't forget to have fun! g
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Next month

Next month in...

Create invincible

comic art!

The best sequential artists on the planet reveal
their techniques in our comic art special

Artwark by Viktor Kalvachev
] /

All this. .. and more!
Terry Dodson | How to paint a | Create a Learn comic
workshop battle scene Marvel cover ' inking skills
Terry shares his Artist Steve Ellis - Toni Infante gives | Spanish artist Pepe
comic art process | goes into anepic | his insight into Larraz reveals how
with us, in an battle to save all the makingofa | heinks his way to
exclusive workshop! | of our art skins! ' Marvel cover. | comic greatness.

ISSUE 187 ON SALE IN THE UK 17 April 2020
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Workshops

MY FIRST EVER SECEET Wis WHEN I Wh3 BOEN. I WA3 BOEN WITH ECEEMA ANHD MY PRRENTS WERE THE OHLY CHES WHO EHEW.

I ELEMENTARY SCHXIL, JLGTINGTLY REMEHMHOER WOT LOHG BNGUGH SLEEYRS T HIDE

THE WORST WAS WHEH WE HAD GYM CLASS, SINCE THERE WAS NO HICING THIS ZECEET. I WAS DETERMINED TO FIKD A CUBRE!

Photoshop

STORYBOARDING
MASTERCLASS

Animation artist Mark Evan Lim uses Photoshop’s Layer
Comps tool to streamline his storyboard process

Artist

PROFILE

w In this workshop we'll ¢ explain how laver comps work and ¢ can always delete them and have
' ‘ be learning about - convince vou to try them out. We'll  © vour layers just as vou painted them.
| Layer Comps and how  be starting this workshop with the - They mainly serve a purpose of
L8 this Photoshop tool - assumption that we have thumbnails = viewing vour layers differently. Before
can help you speed up and a story locked, and that vou're we start, I'd like to mention that I'll
yvour workflow and organisation for | ready to dive into the drawings. - be using a five-panel story here, but
[ but not limited o) storyboarding. - It's important to know that your - you can create as many layer comps

My aim is to highlight this menu set, ° layer comps are non-destructive: you ° as yvouneed for yourstory. #»

- - 7L | ITEE 9T o KTRTS . L ey
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Setting up your document

You've got yvour thumbnails and script ready to go — now it's time
tostart drawing! I usually start by establishing my aspect ratio. You
might want to check the requirements of your project or assignment
before you begin. For this workshop, we'll be working in 1,080x720,

which is a pretty common resolution for most animation projects. Your

canvas is set and it's now time to draw!

Adding text and starting your drawing

Curend Szes BIEM P e
width: 1820 Pi Fdead ¥
Height= 3:
Mow Size: B16M
‘Widhe 1920
Height: 838
Relative
Anchar - & -
- -
FE I

Carvas axtersion cakar:  Othar

The best part about the Layver Comps tool is that it can accommodate
how yvou work. No more folders within folders, it yvou don't like that
It's completely up to vou. We'll be working with five panels from an
excerpt from a storyboarding project as an example. Making use of the
Laver Comps tool will enable yvou to create, manage and organise
multiple layouts within a single Photoshop file. Think of each layer
comp as a screenshot of the current layers yvou have visible.

Laysrs  Chanmsls

Q4 Kind

Pass Through

Lock: B F o N OB
B Laver GB3
» il Dakgm

i - Laver 534

T dras

[ R
» Bl pood
» Bl thade

& I Guupz

< I Background

The next step is optional, but if your story has dialogue, 1 usually block out a black rectangle at the bottom for any text or sound effects that

[ might use. From here | bring in my thumbnails from the iPad and start cleaning up. When I clean up my drawings, [ usually split my layers up
from the back to the front (back-, mid- and foreground). It's important to stay organised; this will help with the laver comps later on.

- - 7L | ITEE 9T o KTRTS . L ey
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E
Layer Comps

} - Lasi Document State

These two buttons will toggle
the next and previous layer
comp, respectively. Consider
setting up some hotkeys for
them. This feature Is a good way
to see how your story Is playing
out, and for checking the timing
of scenes.

This button will update the layer
comp you're on with any
additional layers. For exampile, If

you forgot to shade a prop red,
create a layer with that red
colour and click this button to
add It to that layer comp.

Last, but not least, is the
Create Layer Comp button.
This is where you'll be
creating all the layer comps
for your story. Additionally,
right next to it is the Delete

In depth Storyboarding masterclass
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Add layers of line art and build up tones
Here, I lay down my Line, Tone and Dialogue layers. You can add more layers if necessary, such as an additional Polish layer It helps to
think about vour shot like a layered cake and gradually build up from the line work to the tones. Next, it's time to create our layer comps.

Find Extensions on Exchange...
Extensions

30

Actions
Adjustrents
Brush Settings
Brushes
Channals
Character
Character Stylas
Clone Saurce
Color

Glyphs
Gradiants
Histegram
History

inio

Layer Comps

W Layers

Learmn

Libraries
hieasuramant Log
Mavigatar

Motas

Paragraph
Paragragh Styles
Paths

Fatterms
Progeriies
Shapes

Styles

Swatches
Tirmaling

Tool Presats

Layers  Channels
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PRO
SECRETS
Create hotkeys

I recommend setting up

hotkeys for the Update,
MNext and Previous Layer

Comp buttons. You can

do that by going back up
to the top toclbar,
clicking Edit>Keyboard
Shortouts.... Find the
Layer Comp panel menu
zet and set your hotkeys
for the se buttons.

PRO

Layer Comp button, in case / Optians
you need that as well. o Tooks

SECRETS
Stay organised

Keep the corresponding
layers that are related to
each layer comp on top
of each other, so you
don't have to spend time
searching forit. I'd also
advise renaming the
layers as you go and
grouping them, too.

ECRET WAS WHEN I WAS BORN.
+ sacretfinallll.psd

Exploring the Layer Comps window

On Photoshop's top toolbar, click Window=Layer Comps and a window will pop out. This is the Layer Comp
window that enables you to manage and organise your shots and scenes. The tool gives vou the flexibility to rearrange
shots, test out breakdowns and edit - all from one panel. #»

5, s TR TR =L i IV PR TR -
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PR
SECRETS
Exporttoa
new folder
When exporting layer
comps, choose a
directory that's a folder.
Imagine exporting a
500-panel story... I'd
hate to have all 500
images living on your
deskiop or Downloads
folder! Create a
dedicated folder for the
story and export it there.

Laser Compi

- Lasi Document State

Mew Layer Comp

Mame: Layer Comp 1

Apply to Laters: Wisibility

Pasiticn
Appaarance (Lasar Sivia)
PF ayar Sty

Layar Comp Salecticn For Smart Objacts

Commiant:

PRO
SECRETS
Think beyond
storyboards
While this workshop is
for storyboarding, you're

not tied to just using the
Layer Comps tool for

MY FIRST EVER SECRET WAS WHEN I WAS BORN.

that. I've found it to be
an excellent way o
quickly export comics
and thumbnails, amnd

L window shown above should pop out. This is where vou can rename the layer comp. Next, make sure to check the

Making your first layer comp
So now that we know a little bit more about layer comps, let’s create our first one. Click the plus icon and the

progress o cients. - W N | . el ,
Visibility, Position and Appearance (Layer Style) boxes, and then press OK. Voila, you have your first layer comp!

i
Layer Comps
Last Document State
shotl_scnela
Shot1_scnelb
Shot1_scnelc

E Shot1_scneld

ALL THE TIME.

Rinse and repeat for your next storyboard panel

Now you can turn off those layers you just drew and start repeating the steps for your second panel. If you need to reference the panel
betore, just click the small box next to the layer comp’s name and all the layers used in that panel will be turned on. Keep on creating layver comps
for every shot until you've finished your story. As you go, vou can see how it all looks by pressing the arrow buttons in the Layer Comp window. If
vou see a exclamation mark next to vour layer comp, it means that it hasn't been updated and some of vour new layers haven't been added to it

$ liiagiteRX May 2020
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@ Photoskop Fle  Fdit  Image Laymr Typa  Saect
T HNew.. H
- Open.. H
Browss n Bridge... H
Cpen as Smart Object...
Open Recent 3

Fitar 3 View ‘Window Halp
l: Pl wim | (F  Smambing o5

i}

1

Closn
Closn Al

Close and Go to Bridge...
=0

Save As...

Rersert

Expoirt Cuiick Expart as FHIG
Ganarain Expart A5... CORHW
Shara. ..

ek i B Export Prafarences...

Gaarch Adabe Stock,. Sare for Web (Lagacy}...
Flace Embsdoed,,, ard
Flacs Linkad. ., thaards t

Export For Apra...
AuJiernate Layer Comps to Files...

Seripts Layer Comps o POF...
inpart IE::ITII:EI FII“T_H
Impart fram iPhone oF iPad or Locip Tables...

Eile info_ ELE R -]

Paths to Mustrasor._..
Print... Randar Widao...
Print Orea Copy Foomity..

Preparing to export your layer comps

| Layer Comps To Files

Destination:

Usersimark/Desktop/<Storyboardk  Browse... (_Run |

File Mame Prefix: Caneeal ‘

=StoryboardTitles_

Salacted Layer Comps Only
File Typea:

JPEG
Include ICC Prafile

JPEG Options:

Queality:

Please specify the format and location for saving each layer
comp as a file.

At this stage vou have your layer comps and vou're ready to export them, so here's how to do it. In a similar fashion to exporting a regular

image from Photoshop, select File=Export=Layer Comps to Files. Here you'll be given several options to choose from. These include which

directory you want these layer comps to go to, or what file type should these be.

m Layer Comps To Files was successful. ¢
. Favs

£ Downloads
=i Applicatio...
|.',_} Recents

L' Documents
[ AirDrop

[— Desktop
&% Creative...

iCloud

dl iCloud Dri...

Red
@ Orange
& Yellow
B Green
Blue
Purple
ALL THE TIME. ® Gray
All Tags...

Exporting your layer comps

When yvouTe done, click Run and it should start
exporting each layer comp. A window will pop up telling
yvou when the process has completed. From here yvou can
go o the directory set and see all the comps/images there.

<ataryroaraMames

[E=]

StoryboardTitle StoryboardTitle
W00 ..nelajpg 0001 _..relb.ipg

Checking your exports

All the images have exported to the directory set. This is where you can either
combine them into a PDF, or keep things as they are fora pitch or presentation. You
now have a folder of all your panels ready for the next stage of your creative process.
| hope this all makes sense and you find a place for layver comps in yvour workd low. gy
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Artist insight

8 WAYS TO SKETCH
FOR ANIMATION

Character designer Prem Sai GS presents his insights on how to inject
movement, originality and emotion into your artworks for animation

Artist

PROFILE

Prem is a character
designer and sioryboand
artist from India, now
based inLos Angeles in
the animation industry
He's worked at
DreamWaorks Animation,
Warner Bros. Animation,
Duncan Studic and other
independent studios.
Prem was recently a
story artist on the
second season of
Metfliz's animated series
Green Eggs and Ham.

https//ifxm.ag/psgs

Quite often as artists,
we fall into the trap of
copying our subjects
line for line, shape for
shape, and render

them based on our knowledge of
light, form, composition and so on.
When wete done, we stand back for
a much-awaited “ah-ha” moment. ..
only to realise the piece we'd worked
so hard on looks perhaps accurate,
but also rather stale and lifeless.

How do we imbue life into these
pieces that almost suck the life out of
us to get them done in the first place?
Even more importantly, how do we
make ita unique experience for the
viewer in a way that's representative
of our individuality?

'ﬁI.IIIH.IiJI'.I .mm "-l."l al:f] HDEG

cathered some of the things that have
- worked for me in tackling this

- subject. I'm still learning every day,

- but these are ideas that have
everything out exactly the way we see
sleepless nights on my own little
- artistic adventure. With your _
- permission, I'd like to invite you ona
trip into the unspoken, ambiguous
- and intangible facet of art-making,

In the following few pages ['ve

66 Often we fall
“into the trap of
copying a subject
line for line... 99

presented themselves over countless




Artist insight Sketch for animation

UMMM..
COCONUT?

i ! : 1 SOUL OF THE SUBJECT

I like to think that art is a meditation, by the end of which you have
something to show. The act of drawing is the opportunity to project
ourselves on to the subject and practise empathy. The saying "feel the pose”
couldn't be more true. Think of all the times we shudder as we play
computer games for instance, where we feel the pain of getting hit on-
screen. Become the subject, feel the curves and the straights with your body
as you put down the lines or the paint. Being present in the moment and
standing back occasionally to view the work from a distance is also an
effective way to make sure you're saying the things yvou intended to say.

2 EXPLOSIVE MARK-MAKING

Some of my favourite pieces have an unrestricted expression of spontaneity
where the artist didn't hesitate. According to neurcanatomist Dr Jill Bolte
Taylor, the average human emotion lasts 90 seconds, after which the
chemicals causing the emotions are flushed out of the body. This means we
have about 90 seconds to put anidea down in its full vitality before we're
swept away by a different emotion, unless we choose to stay in that emotion.
This is why it's crucial to create an instant impression to capture the emotion
we're after, and then expand on it for the duration of the artwork. 2+

May 2020 limagmeRX
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3 STUDY PEOPLE IN MOTION

If yvou wish to bring movement into your work, start by
studying moving subjects. Photographs on the internet are
fantastic references to research different chjects and cultures,
but at the same time most of them are meticulously posed still
images. Along with the elements that we're looking for, guite
often that rigidity also gets transferred into our work. Get a
sketchbook, leave yvour dark corner and go see some living,
breathing, moving people in your neighbourhood. They're all
around us waiting to be drawn. Stare at them, make them a
little uncomfortable. And when they're shifting around
uneasily, draw them. It's fun! Regularly studying people and
their behaviours helps you build a library of emotions to pull
from when you're back at yvour desk creating work.

$ WHAGHTEX  May 2020

4 RHYTHM AND FLOW

Feeling out the rhythms of your subject is key to adding
dynamism to the work. Nature is full of rhythms. Playing
with fluid lines and shapes to mimic nature will help bring
more life and vivacity to your drawings.




Artist insight Sketch for animation
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It helps if you

know the subject

inside-out before you

start — whether it be a

one-inch moth or a
15-foot mammoth

5

Often were so busy focusing on
structural accuracy that we miss out
on the expression we were trying to
convey Inour drawings. So it helps if
you know the subject inside-out
before yvou start - whether it be a
one-inch moth or a 15-foot
mammaoth. It's like an actor who
needs to know their lines before
coming to set, so that they can
focus on the performance and
experiment with different ways of
delivering it, rather than having to
look down every now and again to
remember what to say. If you know
your anatomy lines then the rest

will fol low.
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6 DON’T BE LIMITED BY WHAT
YOU’VE SEEN BEFORE

Free yourself from conventional wisdom. It’s
limiting. Often our desire to bring an image
into a finished, desirable house-style
significantly affects the heart of the image.
Experiment and find things that haven't been
done before in your own unique way that'’s
both true to the story and your personal
experiences. Caricature and exaggeration
help immensely in this area, as we all have a

different way of seeing things. We wouldn't
have such a variety of stories and styles if

artists hadn’t taken that left turn. Explore and
strive to bless the world with something fresh!

66 Our medium
gives us a perfect
outlet to let our
emotions out 99

Z INSTIL YOUR LIFE EXPERIENCES INTO YOUR WORK

Remember those times when we were frustrated, depressed and disappointed with how things were geoing in our lives? Or the times we were
happy and exuberant? Let it all out on the monkey you're going to draw the next day! In this example, | wanted to convey how unaware we are
to the flood we create in our own lives, while being aggravated at the unfairness around us. Cur medium gives us a perfect outlet to let our
emotions out, and sometimes in the most entertaining way. Let vour life experiences come through and then expose yourself to a few more!




Artist insight Sketch for animation

8 LET THE HAND DO THE DESIGNING

Focus on your character’s personality as you work to develop their look

Feel your way in

Don't overthink the initial
design process. Let the hand do
the designing based on the
knowledge you've already
accumulated about the subject. In
this stage, | try to forget all rules
and think only about the
personality of the characters
based on the story. This helps me
come up with a few original
thoughts that aren't influenced by
artworks I've seen before.

Use references

Inthe next stage, | can take
my initial idea and make it more
developed based on references
| have gathered. Here, | have the
luxury to go slower and use
structure and form to bring the
design to a more finished look.

Work within the design’s limits

Once I'm content with how the design turned out,
I might play with some poses to see if the design works in
different views. Often | might find some poses that might
not work for a specific design, as they break character.
Always stay aware of the limits of each design. g

May 2020 inagineRX
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P PliGTOBASHING
TECHNIQUES IN
CONCEPT ART

David Paget shows how to use photobashing and classic
matte painting techniques to help create concept art
May 2020 hnagmekx w
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Artist

PROFILE

See page 8 now!

When working as a
concept artist in film
and game productions,
I'm often asked to
produce a variety of
images. The context of the image can
vary drastically (and the deadlines!);
I might get to work one particular
image for several days, but sometimes
I may only get a couple of hours.

As a protessional artist, you need
to be able to adapt quickly based on

the projectyvou're working on. As
such, yvou'll need to adjust your

- workflow accordingly. And that's
- what I thought we could look at in

this workshop. [ want to introduce a
standard industry practice called
photobashing that's quick and fast to
produce, while explaining how vou
can use these technigues to create an
original design ready for production.
Let's create a scenario: I'm a

concept artist hired to work on a film

production. The production team has
scouted a location and found a street
it wants to film on. The team then
sends me a photo (or plate) of that
street and say, “Wete shooting a
movie here but we need you to
change the background into an epic
sci-fi city and we need the design
completed as soon as possible.” My
task is to create a photo-real, sci-fi
city concept (within a few hours)
ready for production. Let’s go!

Inspiration and developing the mood
No matter what project vou re working on, I always recommend that artists spend time looking for inspiration

to help establish the general mood of theirimage. This can be done with movies, video games, TV shows. .. whatever
helps get you in to yvour creative rhythm. Inspiration from real-world locations can also massively influence yvour work,

so [ look at cities such as Tokyo and Hong Kong to draw influences on my design.

AL T TADCLARS N

B S

Research, research, research

An artist is only as good as the tools they use, and
the same applies to their research. For photobashing
techniques, you need to gather a large amount of research
and reference images to use within yvour work. First-hand
rhotos you've taken vourself are best, but yvou can find
high-quality references on websites such as photobash.org,
fotoref.com, cubebrush.com and artstation.com.

Super-rough sketch

I open my base photo in Photoshop and do a rough
sketch of my idea on top. It looks bad, but the point of
this is to quickly get an idea down and visualise the space.
I'm notcommitting to any ideas — [ just want to get things
eoing. | also crop the image to fit within the canvas
dimensions required by my client ({thanks ImagineFX!).

SR oy papddns sydeafogon g
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Splitting the image into layers

Photobashing techniques

Layirda Channels Paths
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Now I have an idea of what I can do, I need to split the original photo into a few different layvers. Ideally, I want to split the foregro

elements from the background because this is the area that T intend to edit the most. I can do relatively guickly this by selecting areas with the
oon Lasso Tool, and then copying and pasting the parts that [ need.

Quick perspective

[ need to make my design look believable and any
en need to match the same
perspective as the original photo. If I don't do this, it'll
break the illusion of the final design. I lay down a

references | bring in to my desi

perspective guide to help me using a fantastic plug-in

available for Photoshop called Perspective Tools v2.

Laying the foundations

Now | begin laving down a variety of different references into my design to try
and build the city. My desi
with different Layer Properties to create different etfects with the references. 1 find
settings such as Screen and Lighten work well for this kind of scene, but there's
always an element of experimentation to this.

en is set at night, so I'll spend a bit of time playing around
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Make use of Layer Masks

I'm selective of the references [ use and sometimes only want certain areas to
stand out However, | also don't want to delete areas of the original references in
case | want to use them elsewhere in the image. Layer Masks enable me to hide or

retrieve areas of a reference without damaging the original source material.

Factor trial and error into your creative process

A lot of people who ask me about this process assume that I know exactly
where everything goes and that things run perfectly from startto finish. The honest
answer is, that'’s not true. Yes, I'm experienced and have an idea of how things will
eo, but every image created presents new challenges. There's always an element of

trial and error and, if things do go a little wrong, it's nothing to worry about.

Adjusting the composition

Now I've laid down a good foundation for my
image, | want to adjust the elements of the compaosition so
there's a better balance of elements. Using the Rule of
Thirds, I'm going to reposition the guy in the foreground
s0 he sits better within the focal points of the image. Even
though I'm using photobashing techniques, 1 still need to
apply traditional art theories to balance the design.
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Seamless editing with the Fill tool
Lsing photo references in your work presents
challenges because you need to maintain a consistent
visual style. By moving the foreground character, I've
created a problem in that | need to patch the reference.
[ could paint this manually, but that takes time. Instead, |
select the Fill tool, check Content Aware and press OK.




Laying in some atmosphere

The references I'm using quickly begin to cluster and
make the image look flat. Using the Gradient tool and a
soft blue/purple colour, 1 create some new layers and
eently overlay some atmosphere into the scene. This is a
quick way to push back elements in vour scene and to
also help establish a sense of distance in the design.
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Last adjustments and tweaks

With most images I make, towards the end 1 add
some post-production edits. 1 like to play with Adjustment
Masks at the top of the scene to subtly adjust colour
values, and experiment with settings in Color Lookup to
see if this sparks any more ideas. 1 also add a noise layer
over the top to add alittle film grain to the image.

Photobashing techniques

Overpainting the scene

When taking the photobashing approach, a point is always reached where a
manual touch just can't be beaten. So [ begin overpainting on top of my scene to
help finesse and blend the elements in better. I also paint in more atmosphere to
enhance the distance as well as small elements of smoke.

Final thoughts...

Photobashing methods are a great way to quickly create production concepts.
It's not necessarily easy and you still need an understanding of composition, colour
theory, perspective and so on for it to work well. And because it's an approach that
uses photo references, some people refer to this as cheating — but it's not. Its just a
different kind of tool and one I really recommend that yvou experiment with.
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96 Wacom One

We find out if Wacom's latest pen displayis : |
ideal for artists on a budget, or whetherit |
suffers from too many corners being cut.

TRAINING e

99 CyberM/C | (L

John Wallin Liberto offers an in-depth 101 Beginner’s Guide

painting session that takes you into the - to Fantasy Drawing

head of a professional concept artist. - A host of artists show you how to create
BOOKS classic fantasy artwork of your own.

100 The Art of Spies in Disguise 101 The Moviemaking Magic of
Discover how concept artists visualised an ~~ Star Wars: Ships & Battles
original take on the espionage genre for - The design process behind the iconic
Blue Sky Studios’ newest animated film. - vehicles from Star Wars is revealed.
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Wacom One @

The Wacom One has a 13-inch display,
with a matte surface that gives enough
feedback for precise strokes.

ONE TO WATCH We find out if Wacom’s latest pen d'is;:jléy s Ideal for artists

on a budget, or whether it suffers from too many corners being cut

Price £360 Company Wacom Web wwwwacom.com

he Wacom One is designed
to be an affordable entry
point for artists looking for
a pendisplay. It’s been
designed to work with Windows, Mac
and certain Android devices, and
could be a step up for many new 2D
and 3D artists looking to find more
natural ways to create artworks, at a
fraction of the price of Wacom’s
Cintig displays.

We were also interested to see what
the Wacom One could offerin a post-
iPad world, particularly bearing in
mind Apple's new Sidecar feature,
present in MacO 51015 Catalina. This
enables a newer iPad (prices starting
at £349) to be used as a second
screen or drawing display with more
recent Macs, without running any
additional software.

" - -FL | ITE TWT1A 4 NTRTS . L ey
# inagmekx May 2020

The Wacom One needs three cables |

to connect to a computer: one for
USE, one for HDMI and one for its own
power. While the fact that the Wacom
One needs its own power supply is

annoying, it also means that it won't be

drawing power from a laptop, whichis
the case foriPad solutions.

On both Mac and Windows, the
Wacom One was plug and play. There
are USB-C adaptors included for both
the HDMI and USE cables, which
meant that the Wacom Cne worked
with no additional dongles needed
for our two test computers: a Razer

&6 Viewing angles hold up
well for colour accuracy when
viewed off-centre... 99

. Blade 15-inch gaming laptop and a
. 2017 15-inch MacBook Pro.

 WORKMANLIKE CASING

. The Wacom One unit is housed in a

- utilitarian plastic case. There are a

- couple of fold-out legs that stow away
. flat when not in use. There's also a
single power-lead that has a HDMI and
- USB connector. There's no adjustment

- The nib remaval tool is built

: into the tablet, and lives
. underneath one of the
: fold-out legs.




The supplied stylus onhy features one
configurable button, but dossnt
require charging, or a battery.

in the legs, and the placement of the
power lead means it's difficult to turn
the screen around so that it could act
as an upright second monitor.

The supplied stylus is a more basic
solution than those included with the
Wacom Intuos range. Yet it still
features 4,096 levels of pressure
sensitivity, and drawing felt precise.
There's only one button on the stylus,
which can be mapped to a particular
function using the Wacom drivers. The
Wacom One itself lacks any
configurable button.

The screen resolutionis 1,920x1,080,
which for the size is fine, especially
when working with Windows. Another
size benefit is that viewing angles hold
up well for colour accuracy when
viewed off-centre, even though the
screen can only manage 72 per cent of
MNTSC colour gamut coverage. The
screen's one downfall is that it isn't
very bright. This might be a problem
when working in a rocom with overhead
lighting, because the matte surface
tends to spread out diffuse reflections.

When compared with an iPad with
an Apple Pencil, which can connect to
a Mac using Sidecar, the screen
difference and quality is
overwhelmingly in the iPad's favour.

The built=in, fold-out
legs enable the display
to beset at 19 degrees.

.

Art tools Hardware

:

Sidecar also implements dynamic

- software buttons on the touch display
- of the iPad, making it a better

. experience both inuse and value:

. when the artist isn't using Sidecar, they
. also have an iPad to use. The Wacom
feel is better than the iPad, in terms of
latency, although the drawing

. experience is identical on an iPad or
Wacom One. Butit's a different story

- for Window users. Here, the Wacom

. Oneis a robust and dependable

. device that always just ‘worked’ when
- plugged into the Razer Blade laptop.

Due to its flexibility, rugged

construction and drawing experience,
. the Wacom One should be considered
by any artist looking for their first
drawing display, as long as they don't

- work in a bright room.

TheWacom One's
clean look is soon spaoilt
by the three cables
needed to conmect it
to a computer, and a
power supphy.

System
Requirements
PC:Windows 7 or later,
HOMI port amd
standard USE -4 port
Mac: OF 10,1 orlater,

HOMI port and

THREE MORE
TABLETS

Artists on a budgets should also
consider these creative solutions. ..

iPad and Pencil

Web www.apple.com
Price £438

While the price of an iPad and
Pencil may be a bit more than the
One, theilPad is often on sale.
Whenused with a Mac that runs
Sidecar, the iPad is a better deal,
due to the brighter screen and
whennotinuse...its an iPad!

Artist 13.3 Pro
Drawing Tablet

Web www.xp-pen.com
Price £234

Offering the same size screen for
less money than the Wacom One,
and with programmable buttons,
this XP-Ien could be a good
alternative for those artists not
loval to the feel of a Wacom.

Cintiq13 Pro

Web www.wacom.com
Price £499

The old Wacom Cintiq is on sale
for only £139 more than the One.
With double the pen pressure, a
touch screen and software buttons
and a Pro Pen, this is a great price
for ascreen that answers most of
the issues with Wacom's One.

May 2020 limagimeRX




UNIVERSITY CENTRE
south essex

Games Design degree:

This degree, validated by UAL
provides skills to become a highly
competent designer or developer:

+ (Games design systems
+ Digital sculpting
* 3D modelling
+ Animation
* Programming
e + Augmented & virtual reality

o BSc (Hons)
:
|

BA (Hons)
Digital Animation degree:

Not just for aspiring animators, this
degree, validated by UAL develops
skills central to the industry’s future:

+ Background design

+ (Character design

* Script writing

+ Visual communication
+ Story writing

* Animation processes

| B

B

Apply now to start September 2020.
Find out more at:

southessex.ac.uk/university
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A grabof a 20 model
gives JohnWallin
Libertoa template,
while providing key
perspective details.

Im his video John
creates aconceptart
piece from scratchin
three hiours, revealing
lots of tips an the way.

Cyber M/C

Inspiration Training

1;:Il -.-"r
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VROOM WITH A VIEW John Wallin Liberto offers a painting
session that takes you into the head of a professional concept artist

Whether you're painting texture ona future
motarbike orscales ona dragon, sometimes it pays
to hold back from detailing the whaole surface.

The trick with background elements like this tree is
to provide enough detail to make it comvincing,
withiout distracting from the focal point.

Publisher John Wallin Liberto Price $5 Format Download Web www.gumroad.com/johnliberto

ou might not think that
motorcycles and dragons
share many visual
similarities, but then, not
everyone thinks in the same way as
John Wallin Liberto. At one point
during this concept art video, he
compares adding texture to his
motorcycle image to painting scales
on a dragon - both benefit from you
suggesting the surface rather than
rendering it in full detail.

This is the sort of insight that artists
normally only get from years of
experience, but there are plenty more
on offer in this video. John paints an
entire concept piece pretty much from
scratch (only the 3D model base was
made before he started recording) in
just three hours, showing what's
achievable in such a limited time.

The 3D base provides a foundation
for gauging tricky factors like getting
the perspective of the wheels; then the

: rest is just a gquestion of blocking out

- light and dark areas, establishing the
colour scheme and rendering detail

- after detail. The benefit of John

- recording in real time is that you get to
© see the wrong turns every working

- concept artist takes. He's also always

- ready to re-use elements to save time.

While you're watching a lot of

- rendering take place, what the video is
. really about is design and composition.
': You'll see how John is always thinking
- about the function of objects inthe

- scene, and how different elements

: relate to each other, for example when
- he resizes a ceiling ring because it's

- too similar to another element.

t's a session that marries creativity
with pragmatism, a blend that enables

: concept artists to takes of flights of
fancy while meeting their deadlines.

- There's much to learn here; you'll just
: have to forgive John's occasional

* dodgy British accent! g

RTIST PROFILE

]OHN WALLIN
LIBERTO

— —"'.-!""'El""ﬁ':-—_-_

John is a concept artist working at
Oculus VE. He's been involved in
the video games industry since
1999 and has worked on AAA
titles such as Halo 4 and 5, the
Gears of War franchise and the
Battletield series of games.
Outside of the video games
industry, his film work has
included Harry Potter and the
Prisoner of Azkaban and Tim
Burton's Big Fish.
John's commercial
client work has
included Samsung,
Intel and Nokia.

W s G o com 'oa pif Tushearden
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Jose Manuel Fernandez
i painted this key art
of a chase scene along

Venice's canals.

The Art of Spies In Disguise

PIGEON STOOL Discover how concept artists visualised an original take
on the espionage genre for Blue Sky Studios’ newest animated film

Author Elue sky Studios Publisher Titan Books Price £30 Web wwwiitanbooks.com Available Now

he spy genre is filled with an

array of hallmarks that

make it a gift to

filmmakers. Sharp suits.
Futuristic gadgets. Explosive set
pieces. But to earn its keep, a good
espionage movie should riff on these
elements. Spies in Disguise, the latest
animated film from Blue Sky Studios,
certainly finds an original angle as it
transforms its protagonist, top agent
Lance Sterling, into a pigeon.

Given that Lance's pigeon persona
is the selling peoint of the movie, it's no
surprise that a sizeable chunk in the
introduction of the book is dedicated
to how his human and avian character
designs match up. Besides a plumage
in the shape of Lance's snappy bow
tie, subtle visual cues such as the
shape of the legs and the eyebrows

¢ Artistz explore Lance
i Sterling= facial

¢ expressions and their
! pigeonequivalent.

i help to marry these two designs. It's a
clever demonstration of how a

| | character can be boiled down to their
simplest elements and transferred into
. new context, and is something that
budding concepts artists would do
well to study.

In fact the character design chapter

- which makes up nearly half of the
' book - packs plenty of sketches and

86 The character design
chapter packs plenty of
sketches and iterations 99

. jterations and make for a rewarding
. read. We see how a range of
personalities are communicated in

- different ways, and notes from
production and character designers
explain why the final designs were

. eventually settled on.

Unfortunately, this is at the

detriment of the rest of the book,
which appears to be in a race to the

. finish as it rattles through locations,
technology and vehicles with a

. palpable sense of brevity. The wealth
. of concept art from all stages of the
pipeline is some compensation,

- caltam halls
{anli

. indusksial qeace
- gy I

.!-:|1rlI

It was a challenge to fill a key character's backpack
; with scientific kit without straining credibility.

although the presentationis light on
| annotations and it's difficult to get a
true sense of how all the various

i elements link together.

By the end, the book does away

with chapters completely and instead
bundles together the colour script with
a brief style guide for an unremarkahble
conclusion. This is a shame because

there's clearly a competent creative
. team at work, but The Art of Spies in
Disguise doesn't give them the

i opportunity to spread their wings.

' RATING Kk Xk 377y




Inspiration Books

Beginner’s Guide to Fantasy Drawing

MAKING MAGIC A host of experienced artists show you how to create classic
fantasy artwork of your own in this easy-to-follow, sensibly priced guide

Editor Marisa Lewis Publisher 2diotal publishing Price £15 Web www.3dtotal.com Awailable Mow

antasy illustration is big
business, with legions of 3 .
artists eager to learnthe Sy S
tricks of the trade. To help
aspiring fantasy artists take their first
steps, this step-by-step guide walks
readers through the basics of
drawing together with how to craft
characters and creatures.
A5 is the case with most beginner's
guides, this one takes yvouona
whistle-stop tour of the tools you'll

falhg, o)

ECHEEL CHE TH |

S aTast

¢ Martin Abel's chapter

i on design techniques

¢ shows how to a givea

¢ wizard a new narrative

© by changing his colours.,

need, useful technigues to keep in

- mind, and even the basics of anatomy

- drawing. The gap between what these
- tips outline and what they achieve in

- later tutorials is sizeable though, with a
certain degree of artistic skill expected
- of the reader.

This leap can also be found when

- the tutorials frequently instruct artists
- toconduct research outside of the
book. While this is a necessary skill to
* develop, it crops up so often that a

RATING Xk k37

- more focused and in-depth approach
: might have been more beneficial.

Yet there's still a lot for novices to

enjoy. Studies of real-life animals

- provide the basis for creating

- mythological beasts, and the thought

- processes behind character designs

- are packed with insights. Just make

- sure you use this guide alongside more
. comprehensive books on how to draw.

M,

The Moviemaking Magic of
Star Wars: Ships & Battles

MODEL EXAMPLE The design process behind the iconic vehicles
from Star Wars is revealed In this concise behind-the-scenes book

Author Landry Walker Publisher Abrams Books for Younger Readers Price £23 Web www.abramsbooks.com Available Mow

iche behind-the-scenes facts 5
are the order of the day in

STAR
WARS

SHIFS = HATTLES

The Moviemaking Magic of
Star Wars: Ships & Battles,
and you'd be hard pressed to be
better served on the subject by
another book.

Covering each instalment of the
cinematic sci-fi series right up to The
Rise of Skywalker, the creative teams

: Ralph McCuarrie’s

i Hope;the book's

i owas set oulcloors.

¢ concept ofthe Rebel
i hangerfrom A Mew

. lift-the-lid art reveals
= that his original version

- generously share how the vehicles

- were made with the help of beautiful

- interactive features such as pull-out

- artworks and ‘lift-the-lid’ imagery. We
see how George Lucas’ early sketches
- were fleshed out, and evenlearn about
- the clever and in some cases cost-

- effective techniques used to realise

- these ideas. There's also a fascinating

- glimpse at rejected designs.

Given that the art of the legendary

- Ralph McQuarrie was so influential to

- the look of the original trilogy, it makes
- sense that these three films receive the
- most attention. And while the

- preguels, sequels and side-stories

- receive less coverage, you're certainly
- not left feeling short-changed.

RATING %%k % %k
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3 FOR 35 OFFER!

Get your first 3 issues of any of our
design titles for just £3, $3 or €3
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Workshops assets are available...
Hﬂ 1 Fﬂﬂ D](;lTﬂL HRT"—';TS If you see the video workshop badge then you canwatch the artist

im action. Turnto page 8 to see how you ’arﬂ_|=tr':|l 1 of the video.

T radltlonal Artist

Inspiration and advice from the best pro artists

This issue:

104 Traditional FXPose

Explore this month's selection of
the finest traditional art, which
has been sent in by you!

108 Workshop:

Tell a story with your art
Karla Rodrlguez uses digital
sketches and traditional media
tools to paint a scene from a
children’s classic tale.

T4 First Impressions:
Sashalra

This self-taught US artist reveals
how her strong atfinity with
nature has influenced her work.
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Traditional Artist FXPosé

XPosé

SHOWCASING THE FINEST TRADITIONAL ARTISTS
-

Etara

LOCATION: Italy MEDIA: Acrylic, watercolour, graphite WEEB: www.etaraart.com

Etara focuses on the study of acrylic colours. “My
work involves uniting natural and surreal elements,
creating a dreamlike world in the process.”

SMOKE OF GODS

“"Kitsune, the yokai foxes, are powerful
shape-shifters. They enjoy fooling humans
and often appear in the guise of beautiful
human women to deceive men.”

ANCIENT EYES
2 “This painting represents the moment
before the transformation from human to
dodomeki - Japanese yokai with arms
covered by tiny eyeballs.”

LIKE PETALS ON SNOW
3 "The subject of this painting is the yuki-
onna, the yokai of snowy mountains, with ice
white skin and surprisingly red lips.”

lmagmebX ™May 2020 Want to submit your work? Visit Http//ifum ag/getinifx




Inspirational art
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4 THE QUIET ERIDGE
“Hashihime are godde
who inhabit old bridges. They were

jealousy they felt during life.”

: May 2020 inasineRX
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Traditional Artist FXPPosé

Lily Seika Jones

LOCATION: US MEDIA: Graphite, ink, watercolour, gouache WEB: www. lilyseikajones.com

“I'm constantly looking at the world through a mythological lens,” says Lily.
“| find inspiration in work from the golden era of book illustration and love
the way watercolours lay down an aura of mystery and nostalgia.”

AESOP & CHARON
1 “An ancient cat-like being smoking a long
pipe as he waits for his pal, the ferryman of
the dead, to join him for a chat.”

LETHE

"The poplar branch dripping with the
water of the River Lethe (Forgetfulness) and
its association with the god Hypnos, was the
inspiration for this piece.”

PSYCHOPOMP IV
3 “This hare, creeping from a dewy web out
of the mist, is one of the many guides through
the underworld that | drew for this series.”

HYDRUS

"One day a lone coyote crossed my path
in the marshes near my house. | envisioned
hirm as an ancient benevolent being who
could be summoned out of the mist.”

$ lmagmebX ™May 2020 Want to submit your work? Visit Http//ifxm.ag/getinifx
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Traditional Artist Workshop
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In depth Tell a story
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~ STORY WITH

YOUR ART

KARLA RODRIGUEZ uses composition rules,
digital sketches and traditional media tools to
paint a scene from a children’s classic tale

[ his painting’s theme is
Alice in Wonderland,
which was suggested by a
convention [ 'was invited to
attend as guest of honour.

I wanted to do a storytelling piece

rather than a portrait because I was

keen to push my skills. 1 always feel
the need to perform well at public
events; having to also create the
artwork only added to the pressure.

I love doing ethereal compositions
with women as the main characters,
but at the same time I like to tell
stories with them using composition
rules to help distribute the elements
in the illustration. I recommend
studying composition rules and lines
of action - these technigues enable
vou to draw engaging illustrations.

A character standing with nothing
else in the background. ..
a character design. A close-up of the
face is a portrait without anything to
say, but a character doing something
—I'll always find this interesting.

well, it's just : |

W airy tale women in ethereal and dreamy

Karla is a freelancer

|L.l i

ompositions. Her artwork appears on the

2 her work at www.miss-etoile.com. i e
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Traditional Artist Workshop

Thumbnailing character interactions

| start thumbnailing the ideas of Alice in action. Storytelling in illustrations
requires composition, character gestures and actions. Adding elements next to the
character makes the scene more interesting for the viewer.

MATERIALS

PAPER
W Arches Hot Pressed
pad 16 x 20-inches

BRUSHES

WWinsor & Newton 2
and 4 Round brush

B Raphaé&l mop brush
2/0

W Princeton short liner
brush 18/0

HWRodin short liner
brush 10/0

PAINTS

B Holbein watercolour
18-tube set

B Holbein white
gouache

OTHER

B EKraft papertape
(2inch)

W Elue masking tape
W Cutter

W Cutting mat

B Metal cutting ruler

DIGITAL TOOLS

B Paint Tool SAI

B Clip 5tudio Paint
ECanoScan LIDE 220
B intuos Pro tablet

B Huion LED light pad

Create a clean digital sketch

| use Paint Tool SAl and my Intuos Pro to create a
clean sketch of my idea, before printing it out. | started
doing this years ago: previously | used to draw straight on
to my paper, when | wasn't confident about the sketch.

| ended up damaging the paper as | made corrections.

liagiieRX May 2020
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E Composition and body language
| use something similar to the Rule of Thirds o
distribute the position of the character, setting aside two-
thirds of the space for Alice. Her gaze plays a key partin

the composition: you follow it to one of the flowers, then

travel to the other flower who's looking at Alice, and then
return to her. It's telling something. It's important to leave
room in the illustration in the direction the characters are
looking at, so the viewer can explore the scene, too.
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il Tracing the sketch on watercolour paper

| use blue masking tape to attach the sketch under
the watercolour paper. | like Arches hot press because its
smooth surface suits detailing. The texture of cold press is
rough, so it's not recommended for paintings with details.
| trace slowly and carefully using the LED light pad.




Fas £ / / ..
=8 Defining parts of the sketch

il Some parts of the drawing might look odd when

traced, so | clean and define my art, including Alice's face.

I'm careful not to use the eraser a lot because this can
damage the paper. This would then cause my
watercolours to bleed into other areas of the painting.

gl Create a colour guide

/ | start to mix colours, referring to the digital sketch
from earlier as a guide. Using small proofs to try out
colour schemes will save you time and effort later on.

In depth Tell a story

Using tape to hold the paper on a wood panel

| use brown craft tape and activate it with water to attach the sketch to half-

inch thick wood panel. After this is dry | leave a half-inch white border on my
illustration and protect it from stray watercolour strokes using blue masking tape.

5

ol Start painting the face first
~ | start wetting the face and start building up the colours, blending my
colours using slow and soft circular motions with the tip of the brush. To create

Alice's blush | wet the face and add paint with the tip of the brush on the checks.
The paint then expands while the paper is wet. 3=

May 2020 limagmekX




Traditional Artist Workshop

Adding details to Alice’s face
The painting's main colours are greens and mints, so | blend greens on her face. | paint more green and diluted brown shadows and add
the hair's base colour. For details | use a fine brush with less water and more pigment, and work while the paper is dry, which keeps the line sharp.

_Ml L = 4 ;: | \\ i:f

Painting shadows and highlights in the hair
| add shadows and lights following the shape of the hair. Where Alice's hair curls towards her face | add shadows, while further up | add
the highlights. | add the darkest details where different parts of her hair intertwine with each other.

.....
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1l Colouring Alice’s distinctive dress
Alice's dressis usually sky blue. But | want to make it greyish blue with a bit of green, to give my art the feeling of a vintage fairy tale

illustration. To create volume on the skirt folds | work on wet sections after | apply the first wash of colour. While the paperiswet | add colour to
the sides, but leave the middle part without colour. The paint expands and leaves a gradient effect in the middle, giving a highlight to the cloth.

inagmekX May 2020
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98 Detailing the background
To create an even colour | wet the area | want to
paint and add a wash of ceolour guickly. | let it dry and
repeat. While dry | add branch details in the foreground.
| work on the flowers separately, applying details and a
darker colour to the background to generate contrast.

%} Finishing with gouache
As a finishing touch | add gouache highlights on
the flowers, Alice's eyes and the leaves. After the painting
is completely dry | rermmove the blue masking tape. The
illustration is complete and I'm happy with my work.

In depth Tell a story

13 Applying the final watercolour details
il Alice's dress is looking alittle too plain, so | add lace details following a
pattern with a fine tip brush. Some careful detailing on clothes make them prettier.

l"m,ﬂg
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15 Removing the tape and digitising the artwork

il | carefully remove the drawing with part of the brown masking tape still
attached to it. Then | use my cutting mat, cutter and ruler to remove the excess.
Mext, | use my Canon LIDE 220 scanner to scan the artwork in sections, before
recombining them in a painting program. @

i
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This US artist reveals
she has a strong
affinity with nature...

Where did you grow
up and how has this
influenced your art?
| grew up in various
places; my family
moved around quite a bit. And asa
child I spent all my time playing
outside, doing what I wanted. I even
rememberspray-painting a wall in
our old house with my siblings. So
just having that freedom aided in
my being able to pursue art.

What, outside of art, has most
influenced your artwork?

I would say nature - just being
outdoors and appreciating the
beauty. Feeling the wind run up
against my skin, or the smell of the

wet earth after the rain. These simple :

A PARTICULAR FEELING

things bring such a sense of peace
over me. My emotions and the
things I go through have been a

Does one person stand out as being
helpful during your early years?

I haven't ever had any direct help
relating to art. However, being able

$ liicgiteRX May 2020

A oil painting on woeed panel

¢ that was created for my show
P Underurrents at LA Corey

large influence over my work as well. | Helford Gallery.

TOWARDS TOMORROW

At 202 4-inches this was the

i to rely on my family financially
. when I've really needed to is
. something I'm thankful for.

- What was your first paid

. commission, and does it stand as a
. representation of yvour talent?

; U : - Idon't remember my first paid
i largest piece in my show at Corey

! Helford Gallery.”

. commission, which is unfortunate

. since | don't take them on very

. often. One of the early ones was for
. an accessories brand — a simple
figure drawing that took me far too
- long to finish. And I received one of

. the brand’s pieces in exchange.

What's the last piece you finished,
and how do the two differ?

. The last pieces | worked on were for
. my small solo show that was held at

86 As a child _
I spent all my time
outside, doing

what I wanted ®®

Traditional Artist Interview

 First Impressions

- Corey Helford Gallery in Los

- Angeles last December. I was

- more confident going into new
- paintings compared to the

- commissioned drawing.

- Tell us about your regular

~ painting rituals...

. I start off with small rough drawings
- in my sketchbook or on loose sheets
- of paper. I'll play around with ideas

- and draw different variations. Then

- I'll search for images that I could use
- for reference, or take a few images of

my own if I'm not able to find what

- | need.

Adraft might be drawn up next, or

- I'll just go into the final drawing. The
- piece will be scanned and edited,

- and sometimes a colour study will be
- done. Then it'll be printed and with

- some powdered graphite and tape,

- it'll be transferred to a primed

- surface ready for painting.

How would you say that yvour art

isevolving?

- I've only been working with galleries
- since around 2016 orlate 2015 and
- before then I wasn't even really

- taking it very seriously, so 1 don't feel

- that it's changed all too much.

- There’s a lot more painting going on

- compared to before when [ was more
- focused on drawing,and these days

- the pieces have gotten a bit larger.

- They've become more refined,

- detailed, with many more layers,

-~ and overall more complex even if

- they might appear quite simple.

- What advice would vou give to your

- younger self to aid you on the way?

- Just to keep creating, take up

- painting, draw a lot, connect and

- make friends with others who are

- also interested in making art, and

- most importantly to try and have as
- much fun as I can along the way.

orks around the Chicago area, displaying |

Wpainting and graphite drawings. You
Qcan see more of Sashas work at
Quwnw.instagram.com/_sashaira.
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Blend Goncept and Fantasy
New in ArtRage 6: (Windows & Mac)

Deeper Oil Paints | Enhanced Custom Brush Designer
Directional Canvas Lighting | Complimentary Color System

Infos and videos: www.artrage.com/IFX

}/G’ArtRage6



