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3. Color Blockout

| drew this for Orion’s

’ /
4 \I( /
A /
reference sheet thinking

Id never actually use this -‘ /\
design. Clearllm a clown. \\\\\ !1 ,I,,//////




4. Shading Pass

My first pass of shading, no matter
SN the style I'm drawing in, is always
S=~ done with a multiply layer and some
kind of reddish hue.

Now, normally | go a lot more in
depth with this step but on the
next page, you'll see why the shading
pass is rather minimal.



9. Highlights

‘ \7 The highlight pass is where the
7

real game begins with this

, , ' ~\\s~ / particular piece.

It was nice not having to do that
much in the way of shading
; but, my god, | was in the trenches
[ trying to get the highlights to look
somewhat passable.




6. Wow, Cool Hologram!!

This is the mech Orion’s piloting.
| wanted the aiming reticle to just
be a hologram facsimile of the
cannon on the mech’s back
because that shit’s metal as fuck.
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| didn't want to go too overboard .
on the overpaint with this piece.

There actually was a lot more
overpaint on this piece but -
| ended up scrapping it once

| realized | was starting to lose [

sight of the linework. /
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8. Blur Effects/Pushing Depth of Field (final resul v
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Here'’s the pay off for the Foreshadowing
goof on page 2. Anyway, the last step
was to simulate depth using well
managed layer groups and Gaussian "
blur effects. ’

I'm notoriously bad at layer
management so it's a miracle
the DOF step was as painless as it
was this time around...



