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3DTotal’s Futuristic Soldiers: 
Part 1 - Evolved Future 
Marine
Software Used: Photoshop

Hi, all. I’m very glad that 3DTotal gave me the 

opportunity to develop this idea and show the 

different stages behind creating a futuristic 

marine. I hope this tutorial will be useful to 

everyone and will give helpful advice and 

knowledge to those who still want to learn 

and advance in the field of concept art. The 

purpose of such work is mostly supporting the 

film and game industries. It makes the work of 

the concept artist very important because you 

need the right vision, and to create an original 

product, as this is what makes it successful. 

The final result is the fruit of the work of many 

people, but the artist always has an important 

role and is crucial for the project.

The theme of this tutorial is a futuristic marine. 

This made me think of a scene with a soldier 

who is being ambushed by flesh-eating worms. 

Let’s get started! 
Sketch
A serious production requires a lot of 

preparation work before the real creation 

process starts. Lots of different possible 

thumbnails are outlined. Positions are sketched; 

diverse visions and designs are tested. In this 

case we don’t have the necessary time for this 

step, nor is it the tutorial’s purpose. 

My first task is to make the concept for the 

composition clear. We can use a Hard brush 

to build the silhouettes and to compose its 

elements (Fig.01). The masks are chaotic 

and expressive, as in the beginning I’m not 

searching for a distinctive shape or volume. 

When I was a child I enjoyed staring at the 

textures of flooring and the objects around 

me. Looking at the structure and the patterns 

of the stones, the wood and any other 

surrounding things is a nice way to develop 

one’s imagination. You start seeing interesting 

shapes and volumes; faces and figures; people 

and animals. This is why my first task is to 

chaotically sketch masks and lines until you 

see a definite shape that could be the frame 

and structure of the image. Achieving a good 

end result might be pure coincidence but the 

satisfaction from using such a process is huge, 

and the development of a character in this way 

is fun (Fig.02). 

Main Color and Light
This is the stage where the basis of the color is 

lain down and the light is built up. It is a quite 

rough version of the final vision of the character. 
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After having built up and structured some 

composition in grayscale, we define the colour 

range for the illustration on a new layer (Fig.03). 

For this we can use a picture, an old drawing or 

a texture. We place the selected image above 

the sketch and from the drop down menu select 

Blending Property Color. Later we can add or 

remove colors by using selection or moving 

certain parts to other places, or you can just fill 

in with the brush. This is the stage where the 

contrast and the intensity of the colors are set, 

as well as the light source.

Completing the Concept
Next we’re going to develop the character and 

all the other details, like the weapons and the 

armor, but this time with colour. Actually this 

process ends when the picture is completed, 

because there’s always something to be 

corrected or added to the initial idea. The 

deadlines are quite often very tight in this field. 

At this stage we set the direction for the further 

development of the character (Fig.04).

Overpainting and Rendering
After taking the character to a fairly advanced 

level, we must do our best to think about how 

we might finish the piece. As we have the 

luxury of time, we can develop it even more by  

finishing the main idea and adding the details 

on the materials. It is now that we have real 

creative freedom. 

The details are an important element of 

completing the character (Fig.05). They are 

what makes it unique and original. The more 

original the concept, the better and more 

successful the end product is. This is what every 

artist aims for, in order to keep at a consistent 

level that shows quality, and that ensures the 

success of the studio and gets the artist larger 

and more interesting projects.

Lighting Effects
When painting futuristic armor it is absolutely 

necessary to add something that shows how the 

armor fortifies the character’s strength. There 

must be something that translates the force and 

abilities it gives in a visual language.  As the 

action takes place in the future, it must show a 

futuristic level of technology as well. This can 

be shown by including glowing elements to the 

armor. The typical elements of the armor are 
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now set in place. On a new layer we define the 

areas where we want to make the glowing effect 

stronger (Fig.06). I’ve marked these areas in 

red in order to make it clear how to reach this 

effect in your own work. We use Gaussian blur 

to disperse the light and get the desired glow 

effect, and finish off by setting the layer on a 

new blending option (Linear Dodge).  

Texture
In order to give a futuristic appearance to the 

armor, it is necessary to use a texture that 

reflects a futuristic effect. For this we need to try 

different materials and underline their structure. 

We create a new layer and change the blending 

mode to Linear Dodge. Then use a Hard brush, 

which you can select as a “texture” from the 

Options menu. I’ve marked the areas where 

the texture is applied in red on Fig.07. After 

reaching the desired effect we create a layer 

mask and define the areas where we want to 

use the pattern. 

The second stage is to texture the whole picture, 

and then finalize it by adding soft light to the 

blending mode of the layer (Fig.08).

Color Corrections
The last stage before praising ourselves 

and finishing the work is the color correction 

(Fig.09). We create a new adjustment layer and 

use curves to set the desired corrections (Ctrl 

+ M). Strengthen and define the intensity of the 

contrast and for better control over the process, 

paint in the mask for the layer. This almost ends 

our work on the concept. The last stage is the 

artist’s signature.

Now we can praise ourselves! The character is 

complete and developed, and we can move to 

the next task. For me it is drinking a very cold 

beer. To those who enjoyed this tutorial, I hope 

you were inspired and learnt something new. 

Pleasant drawing!

  
Svetlin Velinov
For more from this artist visit:

http://velinov.deviantart.com/ 

Or contact them at:

svetlin@velinov.com

http://velinov.deviantart.com/
mailto:svetlin@velinov.com
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With this in mind, the main thing we’re going to 

focus on is the heavy armor and the rest of the 

design will be established during the painting 

process.

Blocking In
Start by filling in a background layer with a solid 

color and then create a new layer in which to 

block in the character. I’m using a grey blue 

to begin with although this is only provisional. 

Fig.01 shows the initial block in of the character 

that you should be aiming for, with some loosely 

painted sections of armor. The design at this 

point is far from finalised with this just providing 

a rough template from which to work. I find 

that it is easier to experiment on the canvas 

and explore various ideas as I go along which 

often leads to happy accidents. I suppose it is 

a bit like sketching and painting at the same 

time but sometimes the image will suggest a 

direction to take and give the process a sense of 

spontaneity. Use a standard Hard Round brush, 

such as the one shown in Fig.02, with just a 

minimal number of tonal values to add volume.

In Fig.03 you can see two variations where I’ve 

added in some rough shapes and line work 

to flesh out a general design. At this stage 

the process is very fluid, incorporating simple 

strokes to sketch out the main volumes and 

shapes of the armor.

Fig.04 shows another version with some color 

added on a separate layer. I prefer to keep the 

color on a different layer so that I can change it 

easily and try different solutions. I usually flatten 

the layers later on when I have decided on the 

final palette. For this stage I’m using a custom 

brush with some texture, but a textured Chalk 

brush also works well for general use.

The image is looking too monochromatic so 

let’s add some more color across the character.

Feel free to use random strokes as these can 

be tidied up later and once unified will help 

add some variation to the armor once it is 

refined. This process of adding in some color 

3DTotal’s Futuristic Soldiers: 
Part 2 - All-Terrain Marine 
Software Used: Photoshop

Introduction
The task for this tutorial was to paint a futuristic 

marine/soldier, which initially conjured images 

of bulky, heavy armor typified by certain 

games such as Warhammer, Starcraft, Gears 

of War and Halo. There are some films that 

also seem to have established an iconic vision 

of a space marine such as Aliens, Starship 

Troopers and off course Star Wars with the 

classic Stormtrooper. The subject has definitely 

spawned some memorable designs over the 

years in both game and film and has been 

explored extensively. As such it is hard to 

extinguish all of this imagery from one’s mind 

when it comes to designing something original.

The first step with any creative task is to 

research the material and find references. In this 

instance I typed Space Marine into Google and 

found all the usual pictures of heavily armored 

characters. I liked this approach as opposed 

to one that might look more like a stealthy 

assassin, such as the Crysis character with 

his nanosuit or Solid Snake from Metal Gear 

Solid. These character designs are very strong 

but they seemed too elite and specialised to 

represent an average soldier of the future.
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variation will help create a more realistic surface 

eventually. Also add some highlights along 

the left side using a bluish hue to help reflect 

the background and give it a little more drama 

(Fig.05).

Developing the Design
At this point it’s time to start adding more 

definition to the character, using the standard 

Hard Round brush together with a textured 

brush. As let’s modify the design of both the 

armor and the helmet - you can see the changes 

I’ve made in Fig.06. 

The perspective on the shoulder armor looks 

incorrect and needs to be altered, notably the 

small hole. The best way to draw this shape 

accurately is to create an ellipse on a new 

layer and then rotate and scale it so that the 

perspective is correct which is how I’ve added 

both this and the ellipse on the chest (Fig.07). 

When trying to draw any sharp edges the 

best way is to either use the Pen tool, which 

is arguably the most accurate method, or 

alternatively the Polygonal Lasso tool which is 

quicker but maybe not quite as flexible. With a 

selection area you are assured a clean edge 

when painting and we can use this in order to 

get the dark curve across the upper chest.

The helmet and visor look a little uninteresting and more like something 

a high altitude skydiver would wear. Some of the most memorable head 

wear that have stuck in my mind are the older gas masks from the 1940s 

and Roman gladiatorial helmets, so we’re going to combine the two, giving 

the helmet both a futuristic and antique quality.

In Fig.08 you can see the initial block in, which adopts the eye shapes 

from the gas mask and upper part from the Roman helmet. Feel free to 

play around with the design here until you get something you’re happy 

with.

We’re going to look at the texturing next. I’m using some photos from the 

industrial and urban objects sections in the free library at 3DTotal (http://

freetextures.3dtotal.com/) so I would suggest you do the same if you 

don’t already have any appropriate images. My photo choices can be seen 

in FIg.09.

http://freetextures.3dtotal.com/
http://freetextures.3dtotal.com/
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The round cap has been simply skewed to 

match the perspective and the vent scaled down 

accordingly. Once added in they need some 

color correction and a little desaturating. 

Continue to add some more photographic 

elements from images - I’m using a picture of an 

engine, which can be seen in Fig.10.

To help add some wear and tear to the armor, 

let’s use another photograph. We could create 

a similar effect using a custom brush, but as 

I’ve already got an appropriate reference to 

hand, I’m going to use that instead. Once it’s 

pasted into the painting, use the Eraser to focus 

the dirt in certain areas and then desaturate it 

(left inset in Fig.11). Once you’re happy with 

the composition, change the blending mode to 

Overlay (right image in Fig.11).

I Next create a new layer, call it “highlights” and 

set this to Vivid Light at 77% opacity. Using a 

textured brush, paint in some reflections across 

various parts of the armor (Fig.12).

Also modify the layer mentioned in Fig.11 by 

altering the Color Balance and shifting the slider 

more towards yellow.

To better show how this highlights layer looks, 

here is a before and after image in Fig.13. 

The left image shows the layer set to Normal 
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mode at 100% Opacity using the color seen in 

the small square. Once the blending mode and 

opacity has been altered the result can be seen 

on the right.

There are already some highlights painted onto 

the main layer but with this new layer they have 

been emphasized and also help add some 

subtle reflections on those areas facing away 

from the light. By creating this new layer the 

highlights can be toned down and controlled 

independently which is always useful if you wish 

to make the armor look more battle worn etc.

Refining the Design
With the helmet alteration, we can now build 

on what we have so far. Make some selection 

areas using the Elliptical Marquee tool and then 

used Edit > Stroke to create some accurate 

seams across the body armor. Then use the 

Rectangular Marquee to delete the teeth across 

the chest torso (Fig.14).

To add some further wear and tear, pick a 

worn metal texture from the 3DTotal texture 

library and copy this into your file. Use the 

Warp tool to stretch it across various sections 

of the body and then set the Blending mode 

to Overlay. Make some color adjustments 

where appropriate and reduce the saturation 

somewhat until it matches the color scheme 

more accurately (Fig.15).

On a new layer, paint in some lights within the 

sections that were erased earlier. To enhance 

this add an Outer Glow Layer Style - the settings 

and effect of which can be seen in Fig.16. You 

can see how this compares to the other orange 

sections that are devoid of the glow.

Two more additional photos that I’ve sampled 

to help add more realistic detail can be seen in 

Fig.17. Again these were taken from the library 

under a search for aeroplanes, so you should 

be able to find some equivalent images easily 

enough.



With some further enhancements and some 

readjustment to the posture the marine is 

complete! Here is the final image (Fig.18). 

Richard Tilbury 
For more from this artist visit:

http://www.richardtilburyart.com 

Or contact them at:

ibex80@hotmail.com

http://www.richardtilburyart.com
mailto:ibex80@hotmail.com
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3DTotal’s Futuristic Soldiers: 
Part 3 - Female Marine
Software used: Photoshop

Introduction
First let me say that it was a pleasure doing 

this tutorial for the great team over at 3DTotal. 

Creating a tutorial can sometimes be a very 

easy thing for an artist, assuming they’re 

creating art that they’ve done many times 

before. This was not the case for me on this 

one!

I was asked to do one of four tutorials, the 

theme being “Futuristic Marines”. At first I 

thought, “cool, I’ll just create some badass 

marine, no problem”. Then I saw what the other 

artists were doing and well, the slightest bit 

of intimidation set in. Then I thought, “damn, I 

better do something real original or else this isn’t 

going to work!”

Thankfully, the gang at 3DTotal let us come up 

with our own vision of a futuristic marine. So 

one idea I suggested was, “a badass, post-

apocalyptic, superhot female marine”. They 

loved it, and I loved them for that, because I 

don’t do many finished pieces with females in, 

so this would certainly give me the opportunity.

This image was to be first and foremost, super 

sexy! Anatomy was going to play a big part, as I 

wanted to show as much of it as possible. 

As I progressed, I decided on a locker room feel, 

perhaps a post-battle hangout. But I also wanted 

it to have a model shoot vibe as well, hence the 

“posed” poses.

I used no references for the females except my 

trusty male anatomical sculpture (Fig.01).

During the painting, there came a point where I 

decided to take it from a comic looking “colored 

line drawing, to a full on painting. This meant 

removing the ink line and rendering the forms 

realistically.

Sketches 
As with most of the art I do, we’re going to start 

with sketches first. Most of the time I sketch 

right into Photoshop, but this time it’s basic pen 

on paper. There’s definitely a freedom in that...

no layers, no fancy brushes; just you, one tool, 

and your imagination. Since I already know the 

subject - a badass female marine - it’s easy to 

come up with several ideas. As I’m sketching 

away, I start thinking maybe I should do two 



page 18www.3dtotal.com Chapter 3 

Chapter 3

characters, and after some more sketching, I 

think, “why not a group of hot badass girls?”

 (Fig.02 - 06).

  

Deciding on Final Sketches 

In Fig.04 you can see the direction I’m taking 

the piece in. The sketch is not pretty, but at 

this point it is all about ideas and the overall 

concept. It has that locker room feel that I want. 

It’s also a little playful, and of course, sexy!

Scan and Clean Up
After scanning the drawings in and compiled 

them, the arduous clean-up process begins! 

Cleaning up a drawing in Photoshop can take a 

while as opposed to doing it on paper, but you 

do have a bit more control. I’m using a regular 

brush with a tapered edge to do the clean 

up on all the characters. This is not my usual 

process, as I like to go right into painting, but I 

wanted this tutorial to reveal more of my thought 

process. 
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Separation Using Lasso/Paths
I’ve got each character separated on their own 

layer, so I can’t compose the image by moving 

the characters around as I go along. During this 

process, I’m making Paths for the characters as 

well, to further fine tune the edges and overall 

silhouettes. When you make a path, you simply 

select the image either with the wand or by hand 

with the Lasso, and in the paths palette, click on 

Make Work Path from Selection. Once you’ve 

done that, you can now edit that path using the 

pen tool to refine the path. I’m editing the paths 

all the way through the painting process so I 

have precise control over edges and silhouette 

(Fig.07 – 10).

Quick Value Studies
When I’m working on a piece, I like to jump 

ahead using values (black, white, gray) and 

see how the composition reads. You can find 

mistakes in your drawings and composition 
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by doing this. This also helps break up the 

mundane clean up phase (Fig.11 – 13). 

Adding Color
This can simply be done by using overlay 

and soft light layers over your values. But you 

want to build up the color, because it can look 

very fake if you overdo it at the beginning. It’s 

better to start with very low saturation for the 

base color, and gradually build on it from there 

(Fig.14). 

Painting/Rendering Forms
This is where you take lines and turn them into 

forms. This is the main difference between 

drawings and paintings. Both have unique 

qualities about them, but just because you can 

do one well, doesn’t mean you can do the other. 

Anatomy
The one thing I stress to all my students (and 
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myself as well), is that learning anatomy is 

key in becoming a good artist. It’s important to 

understand where things connect, how it moves, 

and the overall form of the bone/muscle, etc. 

This is the one area, if you get it wrong, that 

can throw the whole painting off, which is why 

you have to put the time into taking life drawing 

classes, and studying and copying from books 

to get to grips with the basics. I’ve always said 

“if you can draw the figure well, then you’ll 

be able to draw animals well”. From there, 

creatures and robots will come much, much 

easier.

Details
This part of the process can be very fun, 

assuming you’ve done most of the hard work! 

The dog tags are a fun little detail that I have 

created in a separate file. You can then play 

around with drop shadow effects and bevel/

emboss effects (Fig.15 – 18). 

The rifle I’ve created for the main girl is 

composed of various machine and weapon 

photography that I’ve compiled earlier into a 

weapon asset sheet (Fig.19). You can add the 

Marine tattoos by using a clipart of the standard 

marine tattoo, and setting the layer blending 

mode to Overlay (Fig.20). I’ve brought in a few 

other images of mine to add subtle technology 

around the image (Fig.21). Finally, adding little 

things like highlights and reflections can really 

bring a piece to life, so remember to experiment! 
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Textures/Finishing Touches
I’m looking for a subtle ‘grungy’ quality to this, 

so let’s bring in grungy textures and set them 

to Overlay and Soft Light blending modes, 

erasing what you don’t. I’ve also decided to 

create an alternate image to make it look like 

an old vintage postcard, basically by taking it 

back to grayscale, and adding a subtle sepia 

tint (Fig.22). This was done using Adjustment 

Layers, found at the bottom of your layers 

palette (Fig.23 – 28).

Conclusion
I had a great time working on this, and as I 

mentioned before, this image was somewhat 

unusual for me. Most of my work is very 

conceptual; the artists I’m most compared to 

being H.R. Geiger and Andrew Jones (which is 

an absolute honor), though we see none of that 

sensibility here as I wanted to try something 

different. My point being, that you must 

challenge yourself as an artist, and that means 

as a human being as well. Try to incorporate 

new ideas all the time, study things like history, 

engineering, philosophy, and apply some of 

those concepts in your work. And of course, 

don’t forget to draw sexy ladies from time to 

time (Fig.29).

Now get back to creating art, my friends!    
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Alex Ruiz
For more information please visit:

http://www.conceptmonster.net/ 

Or contact them at:

ziurx@earthlink.net

http://www.conceptmonster.net
mailto:ziurx@earthlink.net
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I made two quick sketches and selected option 

2. I thought this was the one that had more 

potential for development and so this will be the 

image we will focus on in this tutorial.

Style and References
To be up-to-date and know what it is 

fashionable, it is necessary to sit down and 

look for good references. What is very useful 

when thinking about creating action scenes, 

is to watch films related to the subject, or to 

play games full of action. Crysis, Dead Space, 

Section 8, Halo and Appleseed ex machine all 

provided me with inspiration for my image and 

all of them are excellent in my opinion.

To decide what to draw and which aesthetic 

or creative path to take, it is necessary to think 

about all the references that we researched 

earlier in the process. On this occasion I 

looked for human body pictures to use them as 

reference for the marine’s suit. I also looked for 

3DTotal’s Futuristic Soldiers: 
Part 4 - Hot Planet Hydro 
Marine 
Software Used: Photoshop

Hundreds of games have been published in 

which the main character is a soldier from the 

future. These games are known as FPS or first 

person shooter. Currently a lot of progress is 

being made concerning the way games look. 

New technology and 3D engines make games 

look as if they are real and contain very detailed 

images. For this reason, when it comes to 

making art, you have to show a lot of detail. 

Although detail and design disappear when 

playing the game, the truth is that you have 

to sell the game in the first place. This is the 

reason why detail and a cool design make the 

difference. 

The Tutorial
The brief for this tutorial was to design a marine 

who had a suit that could withstand extreme 

heat on fire planets. For the last two weeks I’ve 

been drawing volcanic lava backgrounds for the 

company I work for. I had to do a lot of research 

and look for various images related to volcanoes 

and natural landforms. This was very useful as I 

can use this research for my tutorial.

The Sketch
To start it is necessary to do several sketches 

to help you select the best idea. The first idea 

that came to me was to draw the character 

standing in front of a background, holding a gun 

in his arms. This is the classic way of showing 

a character, and it is useful to begin with it 

(Fig.01). Later in the process I realized that this 

idea would be a bit boring, and decided to do 

something less static always thinking about the 

commercial effect. I decided it would be best to 

show the character in a dramatic situation, full 

of action, as if it were the marketing poster for a 

game (Fig.02).
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photographs of volcanic lava, volcanoes, and 

stones for the background.

As I always say, the first and most important 

thing to do is to research before you start 

to draw. This is the way most videogames 

companies work.

The Picture
My aim, if possible, is to show you in a simple 

and fast way how to create a more professional 

and realistic drawing. I will focus on techniques 

concerning realism, final finish, texturing and 

special effects.

To begin with I will show you step-by-step 

the following figures in grayscale. Afterwards, 

I’ll stop to explain how to work on the more 

advanced stages (Fig.03).

Realism and Final Finish 
Techniques
To get an idea for the whole design let’s begin 

by drawing the soldier’s helmet. Once that is 

finished, it will provide inspiration for drawing the 

rest of the body. Start to create the shape of the 

helmet using Photoshop’s Classic brush, then 

use part of a web cam from a photograph to 

give it a real texture. From then onwards we use 

this texture, drawing on it with a Normal brush 

(Fig.04).

To select the area of the photograph we are 

interested in use the Loop tool. Then mark out 

the area we want (Ctrl+C, Ctrl+V). Once we’ve 

got the piece of the photograph we want in the 

drawing, use Ctrl+T and the Click Warp option 

in the top bar to adapt the photo to the soldier’s 

head shape. The last step is to transform the 

photo’s colors into the same grey tones of the 

drawing. Afterwards, press Ctrl+U and select the 

proper light tone on the lightness progress line 

(Fig.05).

This technique can be used to make things we 

draw seem real.
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effects. Go to FX > Outer Glow and then modify 

the levels to obtain the desired effect. It’s very 

easy and it looks wonderful (Fig.09).

Bonus Track!
I designed a schematic for the final presentation 

a. This image helps 3D artists to shape the final 

character to be included in the game (Fig.10).

Conclusion
It’s very difficult to completely develop a drawing 

like this in one tutorial because of its complexity. 

I’ve tried to teach you the key points to get the 

best quality possible. You can use the tips more 

than once in the same drawing, but don’t make 

ill use of them.

The following image shows in four steps how to 

design the torso. Almost everything is done with 

the brush and for strategic areas photographic 

support can be used (Fig.06). 

We can use a similar process on the suit. 

Almost everything is done with the brush and 

for strategic areas photographic support can be 

used (Fig.07).

Textures
When it comes to texturing, the most 

recommended method is to first draw the shape 

and afterwards cover it with a particular texture. 

This time I’ll show you how to make the stones 

that are in the background.

First draw a rock with any brush you want. 

Then look for a photo that has the desired rock 

texture, select the area you are interested in 

(Loop tool + Ctrl+C + Ctrl+V) and put it on the 

drawing using Overlay. Once you have the 

texture on the drawing, open up a new layer 

and paint the texture with a brush to give it the 

final finish. It is an easy and fast way to obtain 

realistic results (Fig.08).

Special Effects
When the drawing looks like it is nearly finished 

it is time to think about the last step, which I call 

“to put popcorns to the subject”. That is to say, 

special effects: sparks, lights, fires, etc. This 

step is defining, because it will give our drawing 

the final punch to be marketable.

To make the sparks draw yellow color points - 

almost white - on each and every area poured 

with lava and the use one of Photoshop’s 

Remember that this is only a technique which is 

useful to improve your work. The most important 

thing is the ability to create original things. 

I hope you have enjoyed it this tutorial! (Fig.11).

Ignacio Bazan Lazcano 
For more from this artist visit:

http://www.ignaciobazanart.com/ 

Or contact them at:

i.bazanlazcano@gmail.com

http://www.ignaciobazanart.com/
mailto:i.bazanlazcano@gmail.com




This eBook series will be split over six separate chapters all of which will be dedicated to painting monsters 
suited to a range of habitats spanning jungle and aquatic to mountainous and subterranean. Each will be 
covered by a different author who will discuss their approach to digital /concept painting, the tools and brushes 
they employ and how to create a final image. We shall gain an insight into the thought processes of each of our 
industry professionals and the ways in which they develop an idea from concept sketches through to a finished 
work.  

Original Author: 3DTotal.com Ltd | Platform: Photoshop & Painter | Format: DOWNLOAD ONLY PDF 

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

http://shop.3dtotal.com/training/training-ebooks-photoshop/3dtotals-bestiary-ebook.html


This eBook series will be split over six separate chapters, all sharing the common theme of a fantasy inspired 
medieval scene. Each will be undertaken by a different artist and draw upon a wealth of experience and skills 
perfected over years of industry practice. The authors will discuss their approach to digital /concept painting, 
the tools and brushes they employ and treat us to a valuable look into their artistic process. The six installments 
will cover a different environment each chapter based upon the medieval theme and encompass a multitude of 
professional tips and techniques. 

Original Author: 3DTotal.com Ltd | Platform: Photoshop, ArtRage & Painter | Format: DOWNLOAD ONLY PDF 

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

http://shop.3dtotal.com/training/training-ebooks-photoshop/painting-fantasy-medieval-scenes-ebook.html


This eBook tutorial series will revolve around the use of 3d as a starting point for digital painting. In particular we 
will explore the value of Google SketchUp, a free program enabling users to quickly build 3d environments using 
a set of intuitive tools.
 
As a 3d package SketchUp is easy to learn and does not require hours of training and as an artist wishing to draw 
complicated scenes, this approach can prove a valuable starting point for producing a template on which to paint 
over.

Original Author: 3DTotal.com Ltd | Platform: Google SketchUp & Photoshop | Format: DOWNLOAD ONLY PDF

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

http://shop.3dtotal.com/training/training-ebooks-photoshop/3dtotals-geo2d-ebook.html


This mammoth 161 page eBook is an extremely detailed exploration of the techniques and design approaches 
behind creating epic and lavish digital artwork relating to the theme of Space and Science Fiction.The series is 
divided into three main categories; Planets & Starfields, Transport and Environments and spans across 12 in
depth chapters in total. The tutorials on offer cover a multitude of techniques and useful tips and tricks to 
painting all aspects of space and deals with the tools in Photoshop used to create such effects.

Tutorial by: C M Wong | Platform: Photoshop | Format: DOWNLOAD ONLY PDF | Pages: 161

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

http://shop.3dtotal.com/training/training-ebooks-photoshop/space-painting-2d-tutorial.html


In the second volume of our Custom Brushes eBook series, we have asked six industry professionals, 
from the likes of Carlos Cabrera, Nykolai Aleksander and Roberto F. Castro to show us the techniques 
that they use to produce custom brushes. Spread over 48 pages and split into 6 chapters, we cover topics 
such as Fabrics & Lace, Leaves & Tree to Rock/Metal and Stone. Our artist will show you the importance 
of finding good reference images to base your brushes from, to knowing your subject matter. 
 
Also Available in this series Custom Brushes V1
   
Original Author: 3DTotal.com Ltd | Platform: Photoshop | Format: DOWNLOAD ONLY PDF | Pages: 049

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

http://shop.3dtotal.com/training/training-ebooks-photoshop/custom-brushes-painting-v2.html


These 70+ page eBooks are a collection of “Speed Painting” tutorials which have been 
created by some of the top digital painters around today. The idea behind this tutorial series 
was for the artist to interpret a one-line descriptive brief (provided by us!), create a speed 
painting from it and then produce a tutorial showing and explaining each stage of production 
of the artwork.  Some of the artists have also kindly created some unique brushes which can 
also be downloaded at the end of their Speed Painting tutorials.  

Original Author: 3DTotal.com Ltd | Platform: Photoshop | Format: DOWNLOAD ONLY PDF

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

http://shop.3dtotal.com/training/training-ebooks-photoshop/speed-painting-v3-digital-series-2d.html

