Water

Figure 17 is a stlormy ocean
Notice how the shape ol the
waves are defined by light

against dark

Figure 18 is a calmer ocean
I'he waves taper into the
distance at a diagonal pattern

Again. use light against dark to

define the waves

Figure 19 is the ocean lrom a
distance. Depth 1s created by

fading the detail into the horizon

Figure 20 is a river or stream
I'he waves flow in a horizontal

direction

Texture Reference Guide
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Fire and Smoke

“ven thought fire 1s used oflen i comie YOOK
art, it 1s {lu]u.’u"'\ [.uu([\ ¢||.|\\n_ jllufngln\ more
than any other texture. But fire is easy to masler

when vou know this simple technique

Figure 21 i1s a common ex imple of how some
pencillers draw fire lentalive and undefined. T
make this fire look more threatening. figure 22 i
nked with a series of thin lines that are concave
and convex. Use lines tha g onnecling,

Decause ':|¢‘ colonsl ‘\l'('vl\ 1 conlinuous '\nllflu‘_

e to fill in with bright colors. Disney is a great

- —
- " » resource lor awesome fire
~
.-%- -
S

Smoke can be heavy ane black. « S|

cially when its source is an oil fire. Figure

y» |

where the light source rachiates trom the

fire. Figure 24 is the same smoke patten

but done with dry brush. Figure 25 was

done with the old splatter method. Figure
26 shows what | call the “Kirby energy
ball’ techmque (named after Jack Kirby.
of course). The kev to this cool looking
smoke 1s not where vo [II.I:: the black

circles, bul how vou use the negative SpPace

around them

2515 an example of dark. billowing smoke.
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Rocks
Rocks are another ordinary background item the texture pattern on the shadow side. Next | ink
you see often in comics, but sometimes they’re the rocks’ contours, leaving out redundant lines.
not drawn with much detail. Figure 27 is just This helps mass them together. Lastly, to roughen
such an example. Figures 2831 are several them up | might add a few more texture details,
texture choices all done with the same system. not forgetting the surrounding dirt.

First I establish the light source. Then I lay in

Sfigure 27

/aﬁg@

. >
’1’“ LY s —~V/ S P o\,
’ 4§.~,m § - TN ,2‘ £ _ ‘,_d%-( - T NS o
fN < - 5 - S CIG
= s o <“}j “ ~a "‘?'ifﬁi
figure 28 figure 29

figure 30 figure 31
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Wood

er texture that is taken for granted ivthing. The second board 1s defir
civen a little attention, really ade wood and could probabl Ve You a
backgrounds. Figure 32 i1s a 1gure 3.9 1s an example of several

'he first board could be made o that show off the great lextural ';»:.clx'

itely made of

‘;HHI("I.
hniques

s 0 wWou
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”‘I‘l'l’& IIIHI ’:H.\IH'.\

I'he texturing most artisis use on their trees

can be quite distinctive, almost crealing an artistic

signature. (A fan once ide ntified a background |

inked by the tiles on a roof 1) In the first volume

of this series, (pages 90-109) u the |

SCCOn

panel of the Sundra and il pages. there 1s a lrec

limb that is inked by seven dillerent artists I'he
excellent texturnng approa hes used are
charactenstic of those individual artists — you
can identify each artist’s work by the tree limb

.ll“l)l't Hu Jm.u" IS,

vou should xpernment witl

different technmques You may find a distinguishing
texture of you own' Use figures 34

starting pomnt
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frgure

30

11

Adding detail 1o the foliage of vour trees and
bushes 1s easily accomplished if you use a layering
system. It's also a great way to build up their
tonal values to create ~ir;»H| within the |».l|1-'|.

Figures 39 —42 are the four basic layvers | used

1

to build up the flat pencilled tree, (figure 43) into
the full, lush tree (figure 44). You can use any
number of these layers de [n'mhn‘_ on your «|";-Ih

or detail needs.

ligure 4.3

/

tgure 44




’
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Metal
When | first started working in comics there surface. The type of reflective patterns
wasn'l much metal reference out there, except can also establish a stylistic signature

maybe Bob Layton’s Iron Man. Bob was the first to

realize that Tony Stark would spend most of his Figure 45 is a warrior dude weari.
spare time polishing up that suit of armor, because without metal texture. Figures 46— 49 -
it always had a high sheen! Nowadays there’s an variety of reflective patterns that he
abundance of metal-clad characters sashaying look like metal. Adding a few highlic
around the comic-book universe, so the need to extra shiny. but be careful! You can .-
command the look of metal is imperative. Creating carried away and add too much retl
metal texture is simply adding reflections and figure 49. With metal. sometimes le--

highlights to create the appearance of a shiny
gy Pl )

N 2 \

'

figure 45

figure 46

figure 48
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Putting It All Together

Figures 50 and 51 use all the textures in
this chapter. | wanted to show how depth
created by layening values and diminishing

detail as objects fade into the background

figure 50

figure 51




