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W This month’s cover serves as
a statement of all the myriad
treats that are inside the issue.
Tony DiTerlizzi’s beautifully
crafted image is bursting with

: Step into the spotlight
character, technique and We're always looking out for passionate artists to feature
carefully balanced colour - all in our gallery section - so submit your art today!
areas explored over the

following pages.

Actually, when we contacted Tony with the idea
of what became the fact-filled, 10-page workshop
(page 58) he was initially hesitant. The task of
distilling essential tips on how he does what he
does, said Tony, could easily fill a book! But until
that book is released, we think he’s done an
amazing job of catching some of the magic of what
he, an award-winning art legend, does so
effortlessly. It's a rewarding read! As sharp a5 & samurai’s Bladé

Elsewhere, Angela Sung's breakdown of getting Naomi Baker'’s art is like her attitude - really cool. We
better at picking colours (on page 72) made me chat about her Ghost of Tsushima concepts and Marvel.
think differently about breaking down the colour
of an image - a great sign for a workshop. And that
makes me so excited to be featuring her in our
upcoming virtual digital art event Vertex. The event
is on 25 February, but ticket holders can watch all
the amazing lectures and workshops for a month
after! So get yours now here: www.vertexconf.com.

_—— . Learn from the best
| Editor in chief Bestselling author and illustrator Tony DiTerlizzi breaks
claire@imaginefx.com down how he does what he does, and how you can too.

@imaginefxmagazine
¥ (@imaginefx

| Subscribe
today!

Sign up to ImagineFX in
print and digital editions

f facebook.com/imaginefx
8 jmaginefx.creativeblog.com
§4http:// ifxm.ag/ifxnewsletter-v2

RET i, i ll and save cash! See
lLLUSTBAN' pages 4 and 36 for
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58 15 tips on book illustration
Tony DiTerlizzi on how he creates a
fantastic world within the pages of a book.

66 Craft a portrait for a cover
Greg Ruth uses Photoshop and paper cut
techniques to create a stunning book cover.

72  Get better at picking colours
Angela Sung breaks down her colouring
process and explains warm vs cool colours.

78  Paint a demonic figure
Jim Pavelec on the techniques he uses to
depict a demon for a personal project.

Winona Nelson

Traditional Artist

90 Traditional FXPosé
Discover this month's selection of the
finest traditional art, sent in by you!

94 Workshop: Paint compelling
book cover art

Iris Compiet creates a wraparound cover
for her book Faeries of the Faultlines.

98 First Impressions:

Winona Nelson

Representation lies at the heart of this
us illustrator’s work.
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NEW SESSIONS ANNOUNCED:

IAN SPRIGGS JM BLAY ANGELA SUNG
The Story of Portraiture (BLAY STU DlO) How To Make
Art of Motion Graphics Colour Choices

AT LR TN Y Ry

FINNIAN DYLAN SISSON JONATHAN
MACMANUS Making Art with Soul | CHEETHAM
Terraform VR Demo Exploring Stylized Looks Delving Deep into

with RenderMan Digital Humans

MAX ULICHNEY SEAN KENNEDY

Procreate Paint Along Compositing and Social Media
with MaxPacks Brushes Open-source 3D Skills For Artists
Working Together

VIEW THE FULL AGENDA AT WWW.VERTEXCONF.COM
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Painter:

Posé

PLACE TO SHARE YOUR DIGITAL ART
E—

Martina Fackova

Slovakia Photoshop www.martinafackovaart.com

Martina has created art for Wizards of the Coast, R.
Talsorian games and HarperCollins Publishing since
2014. “My work revolves around fantastical realism
with a touch of drama, darkness and emotion.”

U/

DicAL ARITSIANG
agmerAy

© White Wizard Games

SPELLBINDING TERROR THE WITCHER'S JOURNAL COVER BLACKHALO

“Illustration of a vampire created for SmArt “Cover illustration done for CD Projekt “This artwork appeared on the cover of
school class with Winona Nelson. It was later Red and R. Talsorian Games. It’s a bestiary the dark fantasy novel Black Halo, by John
purchased by White Wizard Games.” that adds to The Witcher TRPG.” Patrick Kennedy.”

Email your submissions to fxpose@imaginefx.com




Congratulations to
Martina, our Artist of
the Month who
receives a copy of
Corel Painter 2021,
together with

an Ultimate Brush
Pack containing
over 600 unique
brushes, worth over
£1,500, courtesy of
our friends Corel!

@coreL
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Submissions for Artist
of the Year are now
closed. We’'ll reveal
our Artist of the Year
at Vertex 2021 - visit
www.vertexconf.com.
You can still submit
your work to FXPosé,
see below for details.

Please send us:

* Five high-res
(300dpi) images of
your work, with a title
and a 30-word
caption for each.

* Your name, the
software you use,
location and website.
* 50 words about you.
* A photo of yourself.
Email this information
to: fxpose@
imaginefx.com.

Email your submissions to fxpose@imaginefx.com




Email your submissions to fxpose@imaginefx.com




Andrea Alemanno

Italy Photoshop www.andreaalemanno.com

Andrea is an award-winning artist who describes himself as a
compulsive illustrator. In his quest for inspiration he travels the
world, always finding new things to draw when exploring cities.

DRAGON

“This piece was selected
by Infected By Art volume
eight. Here | explored my
love of painting lights and
shadows to tell a story.”

LAIR

“The concept behind this
piece was how dark should a
hole be and what could be
lurking inside it.”

THE TROLL

“As an artist | try to
explore a narrative in my
illustrations. This piece
appeared in volume seven of
Infected By Art.”

HARPY

“This winged creature is
one of my favourite monsters
from mythology, | think it’s
because she’s so fierce.”

Email your submissions to fxpose@imaginefx.com

Posé




James Firnhaber

us Photoshop www.jamesfirnhaber.com
“My work explores the space between reality
and fantasy, and its effects on people,” says
James. “For inspiration, | draw on mythology,
magical realism and traditional animation.”

SPECIMEN 7 THE CLOCKSPINNER

“As | draw an image, | mentally flesh “Based on my love of time-travel
out the world it depicts, its characters fiction. | imagined gloves that enable
and their relationships.” one to control the hands of time itself.”

THE THIEVES AND THE REBEL GETTING SODAS

“An homage to Android: Netrunner. “This piece explores the intimacy of
| imagined a dystopian police state and close friendship, and the way it can
a young rebel fighting back.” make even the mundane extraordinary.”

% liviagiiieEX Email your submissions to fxpose@imaginefx.com




Email your submissions to fxpose@imaginefx.com




FXPose painter:..

In association with

liviagiiieEX Email your submissions to fxpose@imaginefx.com
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=); Cristiana Leone

5 Italy Photoshop, Clip Studio Paint www.cristianaleone.com

“I’'ve been passionate about drawing ever since childhood,” says
self-taught artist Cristiana. “In 2012 | left my secretary job to
follow my dream to become a full-time artist.”

SKY DANCER

“This was inspired by my
love for strong, elegant and
mysterious female figures,
complete with pointed ears,
of course!”

POINSETTIA

“This personal artwork
was inspired in part by the
beautiful winter flower.”

RHEA SILVIA & MARS
“My take on the legend
of Rhea Silvia and her
encounter with the god Mars.
She was a priestess and
the mother of Romulus
and Remus.”

LOKI
“My interpretation of the infamous Norse god of mischief. This
was painted for Gods of Asgard, a collective art calendar project.”

Email your submissions to fxpose@imaginefx.com liviagiiieEX *



Pose painter:

2021

Klyaml Omotayo

Photoshop, Procreate www.twitter.com/chandeloor

“I've been a self-taught artist for the better part of a decade,” says Kiyami,
“but recently I've been taking it more seriously.” In between juggling a day
job and family life, she’s inspired by artists on social media.

RAZE

“Valorant agent Raze with
an explosion erupting behind
her, listening to music. | loved
her chill personality.”

QIYANA

“League of Legends
champion Qiyana in her ‘True
Damage’ skin, inspired by the
group’s song GIANTS. | think
she’s beautiful!

EVELYNN

“An interpretation of
League of Legends
champion Evelynn with K/
DA. A demon in the lore, her
reflection turns with her.”

AHRI

League of Legends
champion Ahri in her Spirit
Blossom skin. She changes
into this form when using
her ultimate!”

% liviagiiieEX Submit your work: http://ifxm.ag/getinifx




Painter:;o.:

Effortlessly recreate natural media - oils,
watercolour, pastels and more - with the
latest version of Corel’s software, which

features over 900 customisable brushes!

Submit your work: http://ifxm.ag/getinifx

Posé

* Create stylised art with Artificial Intelligence
* Make quick edits using Clone Tinting § ‘
* Enhanced Thick Paint features

* New tilt support for Apple Pencil

¢ Gain greater control over Layers
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AT THE CORE OF THE DIGITAL ART COMMUNITY
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> Eli Minaya advisesearning the & . = =

division of style between

genres: “A style that may work

in sci-fi/fantasy may notwark \ € LS ;
for literary fiction, evenif there’s -~ - ] « ¢4 é
a bit of magic in the story.” K ._ . g




PLENTY OF
CHARACTER

Luis Carrasco, an art
director at Terraform
Studios, takes us
through a typical day,
producing characters
and creature designs

for film, games and TV.

Page 29

CHANGING
ROOMS
Architect-turned book
cover artist Dave
Seeley shows us
around the different
work and gallery areas
within his large loft
studio in Boston.
Page 30

WRITEINTO
IMAGINEFX!
Readers from around
the world get in touch
with their questions
about the magazine,
and we do our best to
answer them. It’s great
to hear from you, too!
Page 37

“Going toillustration events,

book launches, and even

illustration fairs are allamazing

places to make new contacts,”
[ says Chris Chatterton.

ow to break into
book illustration

Hit the books What do artists need to know to enter the world of
book illustration? Dom Carter talks to professionals to find out

The art found in illustrated novels
and picture books is often inspiration
for budding artists, so it’s no surprise
that many consider turning their
hand to book illustration at some
point in their career. But just like
other popular mediums, it can be
difficult to know how to approach
book illustration. Add publishers,
designers and authors into the mix,
and the industry can seem daunting,
if not impenetrable.

Luckily for aspiring illustrators, this
multidisciplinary nature means that
there’s lots of ways for them to get
into it. A strong portfolio is the
foundation of any artistic career, and
it’s no different for book illustrators.
Make sure it includes up-to-date work
that relates to the work you want to

86 If youre making personal art and  «»
youre making that art with stories and
books in mind, work will find you 99

do in the future. Beyond that though,
there doesn’t appear to be a specific
route to follow.

ROADS TO SUCCESS

“The best advice | can give is to make
a lot of personal art, so that art
directors can see many examples of
how you fit into the process of selling
a book,” says Tor Books illustrator Eli
Minaya. “l don’t believe it’s about

| think if you’re making
personal art and you're
making that art with
stories and books in mind
(and you’re nice to the people you
connect with), work will find you.”
This Is Gus illustrator Chris
Chatterton agrees that artists don’t

qualifications, necessarily.

“It may help if your
portfolio has a focus,”
says Rovina Cai. “One
thing that you are
particularly good at, or
passionate about.”

“Working as a
freelancer, you'll

need to wear many
hats: accounting,
marketing and project
management, for
example,” says Chris.

have to focus on academia, and
instead need to do what feels best for
them alone. “I myself never studied
illustration,” says Chris.

| come from a graphic
design and animation
background which

= certainly is creative and
similar in certain ways.” Armed with

s this overlap of knowledge, he

) vl %4 knows what a good illustration

portfolio should contain. “I would
include character design -
§§/ animals and children,
¢t environments - interior 3>

fnagitie’X



ImagineNation News

David Melling suggests engaging
with online communities such as
The Association of lllustrators
(AOI), Society of Children’s Book
Writer’s and lllustrators (SCBWI)
and The House of lllustration.

4
v =
—

»> and exterior, diversity, and a good
sense of colour and light.”

Meanwhile, Hugo Award nominated
artist Rovina Cai recommends
fledgling illustrators indulge in some
research “This may sound obvious,
but start by looking at some books!

I’m sure we all read books

for fun, and to appreciate
y the artwork, but there’s a
g (ot of professional

information to be gleaned

®® We all read books for fun, but there's
a lot of professional information to be
gleaned from them, too 99

from them, too. You can make note of
what kind of art appears in books,
how the art is placed within the layout,
the flow of images from page to page,
etc. Also note which publishers
produce illustrated books, and the
kind of art they commission.”

APPROACHING CLIENTS

Once you've refined your portfolio
and pin-pointed relevant publishers,
it’s time to contact art directors.
Surely that’s easier said than done?

IiasitierX

' Zpi

“Contact with authors and
illustrators these days has never
been more accessible,” reassures
Hugless Douglas creator David
Melling. “However, my advice is
don’t be lazy with this accessibility.
| receive a growing number of clearly
generic emails, so now,
like my friends, I’'m much
more selective and
thoughtful about how
| respond.

“I must also mention The Children’s
Writers & Artists Yearbook. This is an
invaluable annual publication with
up-to-the-minute tips on all areas of
the publishing industry, as well as a list
of all current publishers, their contact
details and what they specialise in.
Highly recommended.”

Rovina reveals that she has a three-
pronged approach to making
contacts. “I focus on sending
postcards and emails directly to art
directors; networking at industry

oAl

Chris says, “Build up a portfolio with work that reflects
the type of book you want to illustrate for.”

“Understanding design language is helpful when
planning how illustrations fit on a page,” says Rovina.

Rovina reveals that, “I thought
every discussion about fees and
contracts was terrifying, but it gets
better with time and practice.”




in these current Covid times); and
social media.” And despite the
algorithms that govern the latter, it’s
not something that the illustrator
stresses about. “My outlook is that as
long as you're putting your work in
front of art directors, and you’re
showing them strong work that fulfils
their requirements, then you’ll get
hired eventually.”

A social media presence certainly
appears to be the inside track when it

events like conventions (obviously, not

Artist news, software & events

“Try to get work with literary blogs and
-~mMagazines” says Eli. “This provided me Wit};i%;

comes to getting noticed. “I know
several art directors at publishing
houses who use Instagram to look for
an artist that’s just right for a project
they have,” says Chris. Although he
stresses you should have an account
dedicated to your work as an artist,
and not your drunken nights out.

WORKING RELATIONSHIPS

Landing that coveted first gig is one
thing, but what does the working life
of an illustrator look like? “You’ll 3>

great experience in working with stories.”"

wndthered, |
red coat

“If you're viewed as
potentially ‘high
maintenance,’ editors
will likely look
elsewhere!” says David.

INDUSTRY INSIGHT
SKILLS BOOK
ARTISTS NEED

Here are six traits you need to
make book illustration a success

— 5o )<, C—

A diverse grasp of drawing

“Knowledge of
composition, colour, storytelling
and character design is a must,”
says Chris. Even a little
knowledge of the inner
workings of book publication is
recommended.”

How art works with design

“The ability to understand
layouts and design language is
helpful when planning out how
illustrations fit on a page, and
how the art interacts with text,”
says Rovina.

An awareness of visual
storytelling
“Breaking a story into its basic
parts is great for coming up with
ideas. The only way to learn that
is to read a lot,” says Eli.

Good time management

“Master patience,” adds Eli.
“Book covers don't happen
overnight. There are a lot of
moving parts in publishing. A
lot of time you'll be waiting on
people’s schedule to align to
receive approval or feedback.”

Develop revenue streams
“Develop a multifaceted
business strategy,” Eli advises. “I

believe it's a lot of artists’
instincts to throw themselves
into a single job, but other parts
of an artist’s business need
tending to as well. It takes work
to drive pledges, sell prints or
work on private commissions
and that should be done
whenever possible.”

An approachable outlook

“You need strong
communication skills,” says
David. “Publishers like to build
alist’ so it's crucial to have
a solid, creative working
relationship with an editor. One
good experience to lead to any
number of projects.”




ImagineNation

In Chris’ experience,
illustration is a friendly
industry to get into:
“You will find everyone
is friendly and there to
help you to create the
best book possible.”

AR
magine



I know several art directors

at publishing houses who use

Instagram to look for an artist that's
just right for a project they have

INm FOR, mcmuwné]x




> work directly with an art director
and designer mainly,” says Chris. “You
hardly ever speak with the author
about the text.

“Contact usually takes place via
emails, and will typically include you
sending the book thumbnails, pencils,
rough colour, final art and receiving
amends and suggestions. This
typically takes place over the course
of a few months, although it all
depends on the publisher, project and
artist schedule.”

“Emailing art directors
samples of your work
isa good start to
getting commissions,”
advises Eli.

This lead time is an important factor
for Eli. “You don’t always have a say
over the pace at which a job will go. A
book cover may take six months to
complete and that pay, which you
negotiated at the onset, will not be
enough to support you as deadlines
shift or life shifts.”

IT’S GOOD T0 TALK

Speaking of deadlines, David is keen
to point out that good communication
can come to the rescue if your

66 Most publishers do allow for a little

‘slippage’, as long as you keep the
channels of communication open 99

iEsiGeRX

When it comes to dealing with
a workload, Chris’ advice is
clear: “Stay professional and
meet your deadlines.”

UM A
‘ gk K\. ; ‘\‘t\
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“Thinking of ‘book
work’ as just a part of
your job as anillustrator
is healthy,” says Eli. “Try
to stay open to all types
of opportunities.”

Chris says an online
presence is a good way
to land commissions.
“Instagram, Twitter,
and your own website
are a natural start.”

Yy

/&‘
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“You need to be disciplined

and organised in terms of
your time and how to work
to a deadline,” says David.

schedule is squeezed. “Most
publishers do allow for a little
‘slippage’ as they call it, as long as you
keep the channels of communication
open, which is important. Submitting
sub-standard work is the worst feeling
and, obviously, you wouldn’t be doing
yourself any favours.”

And with designers, typographers
and marketers to name a few all
having a say on the final product, an
approachable and flexible work ethic
is a must. “Any working relationship, in
my experience, is built on trust,
honesty and hard work,” adds David.
“Both sides want the same thing, and
if you’re willing to put in that
commitment you have every chance
of success.” @




Artist news, software & events

“If you consistently make good
work, the jobs will follow,
whether it be in publishing, or
some other area you'd never
even considered before,”
reassures Rovina.

“Build up a portfolio with the pieces of
work that reflects the type of book you
want to illustrate,” suggests Chris.
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This sturdy binder, featuring cover art from our 150th issue, will store and
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Luis Carrasco can turn his
hand to both creature and
character concepts, such

as this deadly assassin.

A day in the life of...
Luis Carrasco

Problem solver We discover what the average day
looks like for Terraform Studios’ character art director

“|] don’t start my day at the same
time every day. Sometimes I’ll work
out with my trainer in the backyard
and start later, some days I’ll start at
8 or 9am. What matters is that |
execute the assignment and get it
turned in that day. | adjust my
schedule around the work that needs
to be done.

My workday starts with touching
base with Finn [Finnian MacManus,
founder of Terraform Studios], and
then responding to whatever client

notes and feedback have come in.
There’s a lot of variation in the
projects. Sometimes there’ll be a
detailed brief, and sometimes it’ll just
be “blind creature. Both are fun and
both are challenging.

| start with Pinterest and make a
board for every project. | try to grab
things that are more abstract or have
interesting shapes, and I'll attempt to
figure out how to make that work in
terms of functionality. I'll draw
sketches on paper using a mechanical

86 I'll sculpt the sketch into simple 3D
madquettes, render them out, take them
into Photoshop and draw over them 99

Luis doing a live demo session at Creative Talent
Network (CTN) Live, held in 2017.

pencil, and just blueprint ideas that I'm
thinking of.

| used to struggle with perspective
and ZBrush really helped me solve
that. I'll sculpt the sketch into simple
3D maquettes, quickly render them
out, take them into Photoshop and
draw over them. I'll do a page of those
over the next couple of days, and
write design notes and what it’s based
on. At 5pm I'll check in with Finn and
get his notes and address them before
we send it off to the client that night.

. CONCEPT ART
ASSOCIATION

Concept Art
Association is an
organisation
committed to
elevating and
raising the profile
of concept artists,
their art and their
involvement in the
entertainment
industries. Its
annual Concept
Art Awards Show
showcases and
recognises
behind-the-scenes
individuals
working in
entertainment
concept art.
www.conceptart
association.com.

CONCEPT ART
ASSOCIATION

Once Luis had finalised
his design of ‘Thingy’, he
rendered the creature in

Octane Renderer.

Personal work from
Luis: a variation of a
character he worked
on during quarantine.

After work | focus on hobbies that
aren’t art. I'll play a game, call friends
or watch documentaries. The biggest
thing for me is learning something
new or I'll get burnt out. | avoid being
too obsessive about my art.

My biggest advice to aspiring artists
is to be mindful of your insecurities as
you pursue a particular goal, and
reach out to others to see how they
solved that particular problem.”

Luis is a first-generation Mexican artist
who's passionate about teaching and
mentorship. Before Terraform, he worked at
ILM, Cloud Imperium and Blur Studios.
He's previously worked on The Revenant,

A Quiet Place and Star Wars: The Force
Awakens. You can see more of Luis’s art at
www.artstation.com/luisdraws.
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ImagineNation Artist in Residence

" l i % 0 | Workshop wall enclosure doubles Snacks and utensils in a pair of Twilight over the long view to a
] <|[gimz- / as a model shoot backdrop. lawyers glass-fronted bookcases. car dealership repair facility.
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Dave .
Seeley =

Order from chaos Life
gives the Boston artist
lemons, so he makes art
studio lemonade. ..

Terminaton; No{Fate But
What We Make, created for
Sideshow Collegtibles.

V'S [UBDOIPNISE

For 25 years I’ve kept
the remote aspects of
my studio space,
including woodshop,
storage and printing,
in my mom’s basement. It was an
ideal situation, where | could fulfil
ancillary needs every fortnight, visit
her and tend to her household jobs.
In March 2020, just as the US went
into Covid-19 lockdown, | lost her to
dementia. In the scramble to clear her
property for sale, | had to find another
space for remote studio needs, or
liquidate the stuff and the equipment.
In my search for a new space, it / ? ; i
became clear that it was going to take ~ FRatfile along for the rick
much longer than | had to find the 2> xs'fOOt'r°1lfn'9 ;

74,
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software & events

I've been collecting way too many frames for ‘potential’ Triangular display panels surrounding a column This is a new nudes series in search

art... and now | never paint small enough to use ‘’em! bristling with electrical panels and wiring. of a traditional gallery.

4

WATCH DAVE
ASSEMBLE
HIS STUDIO!
Turn to Page 8 to access
’before’ ang ‘after’
videos of Dave’s
Wworkspace,

Inherited crash furniture
waiting for the end of
social distancing.

" I'm felt most at home when
barraged by hundreds (or thousands)
of images, all competing for my
attention in a steady din



ImagineNation Artist in Residence

I'm a true image junkie.
I'm most at home floating
in a sea of possibilities

Three hinged display panels enclose a
4x8-foot industrial storage rack.




Artist news, software & events

View from the computer command E Nostalgic artifacts from my
central with the studio door behind ; ¢ mom’s house including a
the lamp, enclosed shop in the centre Z e vintage barometer, model
and printer workstation on the right. : ~ Mercedes SSK and Japanese

; i glass miniature trees.

Cobra Slave - for a Timothy
Zahn novel published by
Baen Books - made with

models by John Douglass.

ﬁff, including the centre brass cone
m-an| d tech flea market.

© Baen Books
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ImagineNation Artist in Residence

Gluing up a frame in the
workshop with a view through
to the printer workstation.

What you see
here is a fantasy
studio in more
ways than one

3> right long-term solution. Fellow
artist Rick Berry and | looked at a few
options around his studio in nearby
suburb Arlington. Rick’s industrial
studio building was slated for
redevelopment, but anything we
looked at paled in comparison to his
studio, and my time was running out.

SHORT-TERM SOLUTION

| decided to move into Rick’s building.
There were several vacancies, but
because | needed 220-volt electrical
service for a table saw, the best
available space was twice the area |
needed. Yet because of the time
restriction and suburban location it
was affordable! What you see hereis a
fantasy studio in more ways than one.
The immediate challenge was how
to enclose the dusty woodshop to
protect the printer/printshop and
digital work areas, so | built over and
around some heavy-duty steel tables
and a shelf unit, allowing walls with

iEsiteRX

minimal studs and only a single half-
inch sheet of “tackable” homasote
panels. | used salvaged windows to
share natural light between rooms,
and built an eight-foot door to bring
large things in and out.

All the extra space meant | could
move my Boston loft painting and
photography chores to the studio as
well, so the layout is designed to
accommodate that, but it’s allowed
me to unstack and display paintings in
a “by appointment” gallery space, too.
The extra space also enabled me to
keep inherited furniture and objects.

I’'m loving this space, and it’s been
fun and novel to work near other
artists. Even though it has an
expiration date, it’s been a great
learning experience for how I'll want to
set up my next remote studio.

Dave is constantly building pictures for
clients and collectors, and increasingly for
himself. See his book The Art of Dave Seeley,
and his website at www.daveseeley.com.

T’Challa=The Black

Panther, painted for
Marvel Studios.

SOIPNIS [PAJRIN B



Artist news, software & events

Here’s the view in the
printer workstation
back through to

the workshop.

Afterlife: Sarah’s Iéxtraction hl
for The Art of Dave Seeley
published by Insight Editions.

The view from the printer
workstation to the gallery seating,
with gallery lighting on and
industrial fluorescents turned off.

Hinged display panels fold back to
reveal a 4x8-foot industrial storage
rack jammed with boxes, materials,
large frames and stacked paintings.

friagitie’X
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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.facebook.com/imaginefx

Share your artwork via #imaginefx:
www.instagram.com/imaginefxmagazine

Better late than never
Hey there! I'm from the Czech Republic
and today I found ImagineFX for the
first time in my life. I'm very happy
something like this exists! I'd love to
order copies of the magazine, but I
haven't found any ImagineFX.com
website. Where is the best place to order
printed versions to be delivered to the
Czech Republic please?

Also, I'm a beginner in digital art and
have already missed many issues of

ln:: 1 FOR DIGITAL ARTISTS

Don'tworry -
ImagineFX. Do you think I'll be able to you cavr\; gertyhold
catch up if I start buying the magazine ofissue 197 at
today, or do I need to order earlier http://ifxm.ag/
editions? Thank you! single-ifx.

Petr Machane, Czech Republic

Claire replies Thanks for your email and
I'm glad that you've found our magazine.
Here's a link to our online store to purchase
editions. We have the last six editions available
to buy and release another one every month:
www.magazinesdirect.com. There's never
a bad time to start creating! I'm sure youll find
helpful insight into painting in our latest
editions. Hope this helps.

Digital the same as print?

I'd like to get a subscription to
ImagineFX. Does the digital version of
the magazine include video tutorials? Do
current issues of ImagineFX even still

yvertex

VIRTUAL 1 25 FEBRUARY 2021

Tickets are still available
for Vertex, which takes
place on 25 February, and
will enable you to watch
sessions from the event for
30 days afterwards.

FREE! PRO ART VIDEQ TRAINING + 33 CUSTOM BRUSHES!
NO.1 FOR DIGI T/&gs2
[

Both the print and digital versions of ImagineFX have
videos to accompany workshops from our pro artists.

have video tutorials? Finally, how can
I purchase past issues?
Cindy, US

Claire replies Cindy, nice to hear from
you. We do still provide video with our editions
of ImagineFX — both in print and for the
digital editions. You can subscribe to our

print or digital editions via our online store at
www.magazinesdirect.com. The previous
six print editions are available here:
www.magazinesdirect.com/az-single-
issues/6937004/imaginefx-magazine-
single-issue.thtml. If you want to order back
editions of ImagineFX in digital but don't
want to subscribe, you can still do this but by
going directly to our third-party suppliers, be it
Apple Newsstand, Pocketmags or Zinio. I'll
leave this up to you. There are more links and
details about this on page 36. I hope this helps.

Daydream believer

[ know I'm a bit of a daydreamer, but I've
been trying to keep busy during Covid
with the thoughts of what amazing
digital art events that I'll be able to go to
this summer (fingers crossed!) What are
ImagineFX's top five art events around
the world? (I'm in the US, but like I say,
I'm a dreamer!)

Emma, Ohio, US.

Claire replies Emma, thank you for your
email. I know what you mean. I've spent a lot
of time recently thinking, “In a perfect
scenario, what will I be doing this summer,”
and visiting some of the amazing art festivals
that I've previously gone to is definitely on the
top of my list. But alas, there’s just no getting
away from the fact that the majority (if not
all) of art events will either be uncertain of
running this year, changing their format to
digital only, or simply cancelling. However, I've
got good news! We have our own annual art
event called Vertex (www.vertexconf.com),
and this year we'll be bringing it to the world
virtually. It runs on 25 February, is packed
with amazing speakers and industry experts,
and still has tickets for sale. Check it out!

New works that have
grabbed our attention

Sébastien Michel
O] @artseb26

Luis Peres
© @icreateworlds_
illustration

Sofia Ellis
(O] @summers.artwork

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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“This is an illustration for
Ghost of Tsushima Legends
mode. Catchit as an
in-game loading screen!”
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Ay NAOMI BAKER

. NAOMI
BAKER

The concept artist and character
\ designer chats with

\ - about making the leap to Marvel
and the magic of traditional media

; »

. oncept artist and Dance Revolution and Para Para, and
character designer RPGs such as Final Fantasy, and is still
Naomi Baker has an enthusiastic gamer when it comes
worked with some of the | to specific IPs.
biggest and best-known “I'll play any and all Dark Souls or
studios in the world. When ImagineFX : Bloodborne-related works,” she .
catches up with her, she’s just finished : enthuses. “I still play Final Fantasy )
a stint at Netflix and is settling in at and am very into Nioh and Nioh2. “’
Marvel, but her most recognisable I think Nioh2 helps satisfy that
work is in the video games industry. fighting game playing background.”
To rack up such an impressive CV
seems like it should have taken
strategic career planning, but Naomi’s : Naomi's career began with a junior
aims were always straightforward. position at a small studio within ‘
“There’s always talk about having a Activision, where she was able to try \ -
¥ . specific goal, and I'm here to be the her hand at all kinds of concept art - s ' »
5 one whose goal is so simple,” shesays.  “character, environment, prop, some
S “It's just to draw and paint every day.” | Zbrush, storyboard, you name it” r
£ The focus on games, however, was but the work that landed her that role LY
2 no accident. Naomi grew up on was all traditional. “Before that I went
¢ fighting games like Soul Calibur a to sc Virginia Commonwealth <
& Tekken, dancing games like Dance' University, where under the

|



© Sucker Punch Productions

»> umbrella of illustration I clung on
to life drawing the most,” she recalls.
“I posted those drawings online and
got a shot at the role at Activision
based on those.”

Naomi's longest full-time stint was
as a senior concept artist at Sucker
Punch Productions, where she spent a
couple of years working on Ghost of
Tsushima - her favourite project so far,
and the one that gives her most pride
when she looks back at her career.

“1 felt super-ready to work on the
amazing theme and do something like
that justice, with the skills T had
accumulated along the way,” she says.
Part of what made the experience

LORD SHIMURA

“Concept art of Lord
Shimura from Ghost of
Tsushima. There were
about 10 versions of
him before the final
was settled on.”

66 The concept art portion
can and often does start

before writing... 99

liasite X

© ArenaNet

GUILD WARS

“I remember working on this
charr within my first month
of joining Arenanet! We did
many sketches like this for
each of the characters.”

stand out was the closeness of the
team she was working with, and the
technical skills she picked up from
her fellow concept artists and art
director. But the project appealed on
a personal level, too.

“The game itself is such a dream
genre. I worked on the history-based
single player and the co-op mode
Legends, which is really out there with
the demons and folklore,” she says. “It
genuinely felt like a best of all worlds
project, creatively.”

MASTERING CONCEPT ART

Naomi's role is most important at the
start of the process, although a concept
artist can be required throughout a
game’s full development lifeline. The
traditional view of a concept artist, she
explains, is someone tasked with
designing a character, environment
or prop in microscopic detail;
resolving every last element before
handing it over to another specialist
- usually the 3D modeller - to take it
to the next stage.

Naomi's experiences as a concept
artist have been more varied than that,

Artist

PROFILE

Naomi Baker

LOCATION: US

FAVOURITE ARTISTS: Nicolai Fechin,
Slawomir Maniak, Kinu Nishimura, George

Pratt and Adrian Smith
MEDIA: Photoshop
WEB: www.instagram.com/naomiful

though. She might find herself
creating beautiful, informative
paintings to pitch a certain mood or
theme for a game. Or she might offer
design ideas by painting an action,
either as a full illustration or a
storyboard-style sketch.

“The concept art portion can and
often does start before writing,”
Naomi continues. “Sometimes you're
coming up with some great ideas
alongside the designers. You'll see
concept art in the beginning - creating
blueprints for assets. It's also needed in
the later stages of production, as we
can help visualise gameplay areas and
layouts to help environment artists.”

Artistically, Naomi's inspirations in
the gaming world range from the 3>



© Sucker Punch Productions

IN THE BLOOD

“Character illustration
from a favourite game,
Lady Maria of Bloodborne.”

NAOMI BAKER

WHAT MAKES A GREAT
CONCEPT ARTIST?

From mind-set to skill-set, Naomi’s advice will help
budding concept artists stand out from the crowd

LOVE THE SUBJECT
MATTER
For her work on Ghost of
Tsushima, Naomi spent days
researching every aspect of the
project, from masks, to swords, to
lore and beyond. “One of the best
characteristics for a concept artist
is the genuine interest to explore
the subject matter of your concept
art and understand it in order to
translate it to both an awesome
and informed work.”

TAKE CARE WITH
COMMUNICATION
Creating a great game is a
collaboration between a number
of different departments: concept,
3D modellers, tech artists,
designers, audio and so on. As a
result, great communication skills

STEELY GAZE

“This is early concept art for Lord
Shimura. | tried to capture the stoic
and firm demeanour of a lord.”

are a must. “Listen, be positive and
be constructive with your criticism
when working with others (even
yourself!),” says Naomi. “And be
open to new ideas and ways of
doing things.”

KNOW HOW
TO DRAW

Naomi got her break in concept
art thanks to a portfolio filled
mainly with life drawings. “You
don’t need to be the absolute best
draftsman out there, but you need
to be able to look at reference
and draw shapes together to
create designs in a pleasing

way. At least a very basic
understanding of perspective is
necessary too (yes even for
characters). Knowing your way
around Photoshop is a must.”

ORIGINAL ART

“These are a couple of
personal characters
that | hope to develop
in the future.”

isieX




INAFLAP

“Here’s a fun black
and white illustration
of Vampirella and
her bats!”

FELINE FUN

“A variation on
Catwoman, which
| created using pen
and marker.”




NAOMI BAKER

ALL WRAPPED UP

“A fun sketch of Poison
Ivy. I'm firmly in my
comfort zone here.”

‘ /
{ \' /7 EARNYOURSTRIPES

“A piece of personal
art, in which | blended
mermaids with the
distinctive lion fish.”

One of the biggest

challenges when

working on a game

" i8 trying to stick to
+~_ the big picture

© Wizards of the Coast

STANDING GUARD

“This is my Headwater Sentries
card art for Magic: The
Gathering, which appeared in
2017’s Ixalan expansion.”




© Sucker Punch Productions

BEHIND THE MASK

“Concept art for a player mask
in Ghost of Tsushima Legends.
It’s based on a kappa, from
Japanese folklore.”

»> later Tekkens (“The characters are
all teetering on the realistic or plussed-
up versions of characters. All the
personalities are super-fun, t0o."),

to Demon’s Soul and Bloodborne
(“They do the monochromatic yet
very unique feel so well”) and
Resident Evil (“These were a win for
me when it comes to the scary or
realistic moods.”).

WATCH THE BIG PICTURE

The trick to successful concept art,
Naomi believes, lies in the artist's
ability to keep one eye on the whole
while focusing in on the details. “One
of the biggest challenges when
working on a game is trying to stick to

the big picture as you're working on
individual pieces,” she says. “Ideally,
everything works as a whole without
being a dull, samey-looking grey
when everything is said and done
(and shipped!).”

Another challenge is capturing
what you need to capture while
working within the parameters of the
studio’s technology. “You can paint
the most intricate bad-ass boss ever
- but ifit’s too costly tech-wise then
it'll need to be reeled in while still
maintaining its awesome factor,”
she says.

While her day job is entirely digital,
browse Naomi's Instagram feed and
it's clear she hasn't forgotten the power

/

#6 There’s this feeling that the tactile
feel of real paper and pencil gives that
I believe is impossible to replicate 9

ARMED AND DANGEROUS

“One of the many pieces of

concept art | created for the
lyo boss character in Ghost of

Tsushima Legends.”

of a pencil. “Traditional work has a
special place in my heart,” she says.
“There’s this feeling that the tactile feel
of real paper and pencil gives that I
believe is impossible to replicate, no
matter how far technology tries to go.
When you spend time with traditional
it really gives you a special energy. I
recommend everyone to try it!”

The traditional studies help Naomi's
personal development in her concept
art and character design work too.

COLLABORATIVE EFFORT

“Another concept for the lyo boss
in Ghost of Tsushima Legends.

| worked with many departments
on this one: design, sound,
animation, character and more.”

© Sucker Punch Productions
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SOLID GOLD

“Here’s a piece of my concept art
for Guild Wars 2. There was a
need for many costume designs,
and this was one of them.”

— Te—
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NAOMI BAKER

SCI-FI EXPLORATION

“In this personal piece | was exploring influences
that weren’t based in Japan. A fun exercise!”

“I believe that the traditional work
helps to make my work feel even the
slightest bit less digital... it gives my
digital work some of that same
energy,” she says.

ANEW WORLD

Recently, Naomi's career has taken her
away from games completely -
although not, she stresses, because
she’s tired of that world (“After being
out of games going on nine months,
I'll admit I miss it a ton”), but because
she’s been offered cool creative
opportunities she couldn’t turn down.
Her first move was to Nexflix, where
she spent five months on a crash-
course in animation.

Naomi worked on the main
character designs for the upcoming
series Blue Eye Samurai, guided by the
likes of Jason Scheier - an industry
friend, and the one who brought
Naomi on to the project - and Jane
Wau - the supervising director and
producer. It was an experience made
all the more intense for having been
conducted entirely remotely, from her
home in Bellevue, Washington,
courtesy of Covid-19.

Ultimately, it served to emphasise
what a distinct and challenging skillset
animation is, and led Naomi to
finding a new role that was a better
fit, with a renewed respect for 3>
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Interview

CHARACTER DESIGN: CREATING RYUZO

Gain insights into Naomi’s concept art process for developing a key figure from Ghost of Tsushima

In Ghost of Tsushima, Naomi was
involved in the design of Ryuzo, the
protagonist Jin’s best friend and
member of the Straw Hats. “Ryuzo
is driven, snarky and has a dark o
sense of humour,” says Naomi. &
“Many of his actions and where his
story goes are dictated by the fact
that while he grew up alongside
Jin, he was of a lower class and one ""
way to seem powerful is to become et
leader of the mercenary Straw Hat
ronin.” Here she walks through her
character design process

=\
<”ARMOUR AMBITIO

“Because Ryuzo grew up with Jin,
he’s very familiar with the £ .
honourable Samurai and their ol )EH IR
armour. | felt it was important to T ‘
include a strong tie to the Samurai "
armour he may have coveted by

including a traditional armour

chainmail sleeve (kote) on his right & L%
arm. It’s a clear call to what may 3 y
have been his aspirations, while a & ) ,
toned-down colour helps it blend \ \, W U '
with the rest of the look.” E O\ )/ /\
L] e 479 ” \\
) ¢
v I <
4 i

4

< _CLOAK STATEMEN -

The straw cape was a must in

order to define Ryuzo as a Ronin,

and set him apart from his

Samurai best friend. “It’s off-kilter

and a bit messy - sort of like

Ryuzo,” says Naomi. “There’s no

functional reason for the orange

bits or why it’s split in two. /
Sometimes something just needs "‘\
to look cool!”




NAOMI BAKER

BLADE WARRIOR

“Personal concept art that
| painted after working on

_ [5c: ) = Ghost of Tsushima.”
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<“BACK TO NATURE

“Ryuzo carved his own sword sheath. Onitis a
running fox, which represents his free spirit and
cunning. Other elements like the straw and a wood-
themed hand guard (tsuba) tie to his humble
beginnings among nature.”

ol 66 If you know any animators or
animation designers personally then
buy them a coffee or something... 99

»> animators: “If you know any i entirely in the topsy-turvy world of
animators or animation designers social distancing and Zoom meetings
personally then buy them a coffee or - she’s found working in animation
something, because that's notaneasy = and films relies less of a collaborative
job to do well!” she says. effort between departments compared
to video games. Her creative focus has
COMIC HERITAGE also shifted: while in games she was
That new role just happens to be at tasked with creating the blueprint
another entertainment juggernaut: of a character, which could then be
Marvel Studios. At time of writing, made into the working thing; in films,
Naomi is in the midst of getting stuck | actor likeness is king, she says, and
into a new role working on character it's all about capturing the mood of
concepts. She’s involved in the film the character.
side of things, but it's Marvel’s comic And while it’s different to games in
heritage that initially caught her some ways, there’s still that essence
attention. “I was drawn to the idea that’s been the through-line in all of

% ' that working on Marvel projects would : her jobs: the chance to spend her time
. AN be even a tiny bit close to working on drawing and painting cool things.
Cm comics. I know it’s not literally - but “The passion to do that was from
“Much like the straw cape and hakama pants, this hat that childhood love I hope can be looking at Marvel and Image comics
is a must for the iconic Ronin silhouette,” says Naomi. translated in some of the works.” early on, and that excitement has
“The design needed to be large enough to conceal So far - although she emphases that ;| propelled me to do whatever it takes to
his face, while still showing enough to make sense in her experiences outside of games is be able to draw and paint every day. If

cut scenes when Ryuzo is speaking with Jin.” limited, and of course, heavily A it must be in concept art and I'm
coloured by having taken place i having fun, then that's what it is!" @
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Issue 197
March 2021

Learn new art skills and be
inspired, with advice on lighting,
storytelling, getting more from
your doodles and more! We talk
to acclaimed artist BlueBirdy,
while pros tell us how they reach
their creative and career goals.
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PETER POPKEN! INSIGHTS FROM THE BLADE RUNNER 2049 & DUNE CONCEPT ARTIST

Issue 196
February 2021

Boost your concept art skills with
Lane Brown’s cover workshop.
There’s also pro insights on matte
painting and Blender’s Grease
Pencil. Plus we reveal the best
concept art schools and talk to
film art veteran Peter Popken.
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Issue 195
January 2021

Our video game art issue
features an exclusive Cyberpunk
2077 workshop from CD
PROJEKT RED, an interview with
Riot Games’ Jennifer Wuestling,
advice on storytelling, creating
game concept art and lots more!
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Issue 194
Christmas 2020

Cover artist Mel Milton thinks like
a sculptor when tackling values,
Mike Corriero applies dynamic
perspective in his art and Oona
Holtrane adds storytelling to her
character designs. We also talk to
animation artist Sam Nassour.

www.bit.ly/ifxbackissues
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Mia Araujo
LOCATION: US

Mia is an award-winning

Argentine-American

artist, born and raised in

Los Angeles. She works

I traditionally, and is
currently writing and illustrating her

. passion project - an illustrated novel
inspired by Alice in Wonderland. Since
2007 Mia’s artwork has been shown in

| prominent galleries and conventions

across the US and around the world.

www.art-by-mia.com

SKETCHES

“One of my favourite things to
do when | visit other cities or
countries is to sketch on trains and
aeroplanes, or in restaurants and
bars. | love capturing the beauty of
people in a short amount of time.
Looking through a travel
sketchbook afterwards
enhances my memories
of each trip.”

SKETCH

“This was a study done for a
painting where Alice meets the
Cheshire Cat. | had drawn her
pose several times, but this was
| the moment where | captured the
| expression | was looking for. She’s
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