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In depth Canvas to screen

CANVAS 16

SCREEN

(AND BACK TO CANVAS AGAISAIN)
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Watercolour, acrylic, digital, a steam-driven monster and a
little girl are |ngred|ents In this workshop from

he old Hammer Horrors have

long held a fascination for me, an abey

as have the feel and mood of

the Grimm Brothers’ fairy
tales. So | jumped at the chance
to produce this piece, using
traditional means but with the
ability to make enhancements
in Photoshop and Painter. My
initial idea was to tackle the
scene when Frankenstein’s
monster meets the small child.
But | realised the story would
have more power if | kept it
ambiguous; is the creature
stalking this girl, or is she simply
playing hide and seek with it?
I'm not sure, but as my picture progressed
I became convinced that he was a friendly
monster. See if you agree.
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Doodles and scribbles

| start this job with a series of small
and not so small thumbnails. These help
me develop the story I'm trying to tell.
Because of this process the little girl
decides she doesn't want to be a passive
victim and neither does the monster want
to be a mindless brute. Don't be afraid to
let your characters tell you who they are.
They have to inhabit this world you're
creating after all.

The drawing

As this is predominantly a
traditional piece, | have to nail a lot of the
concept at the pencil stage. It’s at this
point | inject life into the characters,
which will hopefully inform the whole
piece. The girl’s legs are bent under a
slightly twisted body and one hand is
clenched while the other presses against
the tree. All these elements suggest a
living person. The creature seems quite
relaxed in comparison, a contrast that
illustrates a relationship between the
characters. | did the sketch on a good
quality Bristol board paper, which is

forgiving of mistakes and erasing. »

Dave Kendall
COUNTRY: England

CLIENTS: Wizards of the

Coast, Upperdeck,
Rebellion, Imbroglio
Editions, Thomas Janess
Raw studios, Mam Tor,
Games Workshop

Dave is an
illustrator
who started
off in comics
in the mid
90s. He worked on
Metallicass comic and
Brian Lumleyss
Necroscope. In the last
couple of years he has
produced comics for
US, English and French
publications and
illustrations for books
and trading cards. He
produces his work in a
mixture of traditional
and digital techniques.
www.rustybaby.com

DVD Assets
The files you need
are on your DVD in

the Dave Kendall folder

in the Workshop section.

SOFTWARE: Photoshop

CS3 (demo ), Painter X
(demo )
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Workshops

Oops!

This drawing was slightly the
wrong size. | scan it into Photoshop, add
the extra dimensions and, using a Fine
Spatter brush, enlarge the drawing. This
enables me to improve the composition
and create extra space. Using a scribbled
motion, | erase parts of my new digital
drawing to create a sketchy feel. | want my
drawing to have a sepia tone. | create a
new layer with an Overlay blend and fill it
with a burnt sienna/warm brown colour.
This only colours the pencil lines. | then
flatten the image.

Transferring to
watercolour paper
At this stage | would be happy to do the
whole image in Painter. Instead | print
this on to a good quality watercolour
paper using my A3 printer. If you don't
have an A3 printer you can take your
paper and file to a copy shop and get it
N — .. laser copied.
Alternatively,
s ESesss = race the image
E L on to the paper
W, == andfillthe lines

WES g b o il -

{:’_._.: | - with sepia ink

| meeeeo o | pens. | like the
= |_._|L||Ji._||_| Faber-Castell art
‘; EEEN -—— ====| pens, which
\ - - come in arange
TS ofcolours and

widths. They’re also waterproof. The only
important factor is somehow getting the
image on to something that will take
paint. The printing method is actually
helpful, though, because you get the
benefit of the pencil shading acting as an
underpainting without having to do the
extra work. It also retains the energy of
the drawing.
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Washes and

underpainting
It helps if you tape the paper to a sturdy
board to reduce buckling. Wash on water
colour using a large, soft, flat brush. Don't
be hesitant with the colour; let it flow
and mix. Try to create a mood and
atmosphere even at this early stage. | like
to use broad strokes and don't worry if
colour bleeds. Use kitchen towels to
remove paint if needed. | use dark, cold
colours in the foreground and warmer
ones towards the background. Keep
warmer tones around the girl and creature
to make the depiction of rust and flesh
tones easier later on. Add tighter colour
using a round watercolour brush.

Sealing

This is quite an important stage.
Acrylic paint has a tendency to soak into
paper-based grounds and be very dull
when dry but I've picked up a technique
that helps to reduce this problem. Using a
broad brush, | coat the dry painting with
a matte Liquitex medium. This seals the
paper and provides a good base on which
to apply acrylic or oil paint. We are now
ready to really start giving some weight to
this painting.

Buiiding the structure

| use a limited colour palette,
whieh includes a range of cool and warm
colours. | particularly like transparent
Phthalo blue and burnt sienna. Payne’s
grey is the colour | use in place of black.
Black can be quite muddy and dull
whereas Payne'’s grey gives a cleaner,
transparent feel. Using mixes of these
three colours | reinforce the shadowed
areas of the trees and the creature. | treat
the girl with a lighter touch, as | want her

Imagine

| realised that to paint a
texture effectively you
literally have to imagine
it underneath your brush.
It really was like a switch

being turned on in my
head and | noticed a
huge improvement with
ease of painting.
Develop a library of
texture in your head. Use
photographs, but more
importantly use your
fingers, as these come
into play more than the
visual input.

to be a little brighter than the rest of the
image. Don't get too bogged down with
how it looks at this stage; acrylic is very
forgiving and if you make a mistake it's
easily corrected. Remember, art is a
constant process of trial and error, and it's
usually the errors you learn most from.

o

Crunchy painting

An effective way to render bark is
to paint a lighter colour on to a dark
ground, then while the paint is wet drag
ridges through the light paint to the dark
underneath. You can use the end of a
bush and ready-made rubber-tipped
brushes. Experiment with different tools.
Fingertips are pretty versatile, too.
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In depth Canvas to screer
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aTaking shape
I'm approaching the arm of the

creature now. | apply the mid-tones to the
arm, blending them into the darker areas
of the arm. Think about the shadows cast
by the curves of the arm and how the
light hits the biceps and lower arm. It’s
not so much practice makes perfect, but
that practice reinforces understanding.
Perfection isn't always the goal and with
anatomy is almost impossible. You can
always improve on your knowledge.
Sometimes, however, knowledge can
restrict your natural instinct. It's a tough
juggling act. | tend to work from mid-
tones to dark and up to lights. Highlights
are applied last. Having a mid to dark
background to start with aids the process.

The monster lives
Carrying through the principles of
the last point,
| finish the
creature. Try to
feel the metal,
the edges and
the rust as you
paint. Apply
washes of burnt
sienna, Phthalo
blue and Payne'’s grey to create streaks an
imperfections in the metal. Add
highlights along the edges of scratches
and dents to add extra texture and form.

The feminine touch

The immediate foreground
containing the girl is the last element. | let
the characters dictate the image. | felt the
girl would be wearing a brightly coloured
dress (although | did consider a polka dot
design), and it's just coincidence that it
would contrast with the blues, browns
and greys of the trees and creature. Her
skin is also warm and living compared to
the cold, dead hardness of the monster. |
give her a warm background and work up

Q%aﬂfc‘aﬁ
Brush englarger
(Painter)
Alt
The right hand Altke yis
adrag and pull

pru sh enlargerin
Painte r X.

A

¥
@Final touches

1 use a bit of sea sponge dipped in
a mix of green and brown to apply moss.
Use the same technigue to create custom
brushes in Painter or Photoshop. I've also
rendered some bark in the darker areas of

the tree just to improve the atmospherics.

Scanning and

removing noise

d When traditional work is scanned there are always touches of noise,
dust and light reflections. To remove these, go to Filters>Noise>0st
and Scratches. Keep the Radius at 1 and increase the threshold until
you have the right balance of noise reduction while retaining detail.

the mid-tones and highlights as before.
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Back to Painter

| go into painter at this stage. | tend
to use two or three brushes. Two of my
favourites are the Spatter Airbrush
modified in Brush Creator, which
behaves as a watercolour brush, and the
Simple Water brush. The Spatter Airbrush
is perfect for applying adjustable texture
on a separate layer (change Dab from
Airbrush to Watercolour Airbrush —
simple). The Simple Water is a great
glazing brush. Using these brushes |
enhance areas of the original painting. |
darken the image in some places and add
mist and atmospherics in others. Take
these stages as far as you like, according to
what you want from the painting.

Finishing off
Working traditionally and digitally
you can use as much of each technique as
you wish. In a lot of cases | don't tend to
mix, but it’s great using both to enhance
the final image — after all, it's the image
that counts. Hope you enjoyed getting
a bit of paint under your fingernails! @

Win this original .
ImagineFXpainting!
For your chance to become the proud
owner of this original Dave Kendall

painting, which he produced exclusively
for this workshop, go to the IFX forums
at http:/lcommunity.imaginefx.com/
forums from 29 June.
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