The folks at ArtrageUs magazine asked me if they could
publish one of my tutorials, and it was a pleasure for me
to accept and help them with their cool project.

| took my old tutorial about thumbnails sketching in
ArtRage and | created a new layout presentation for it,
so that it can fit an A4 publication. | also added some
new parts. If you're interested in the original tutorial and
in my other ones, you can find them all at my website,
www.|ostconnection.net .

Have a nice lecture,
Andrea.

Rapid thumbnail sketching and rendering is quite an
important activity for illustrators and concept artist,
usually being it the visual starting point of the creative
pipeline.

| realized | never used ArtRage markers a lot and so |
decided to give them a try: in this little PDF [I'll share
some ideas concerning thumbnails sketching and
rendering using ArtRage markers.

Since ArtRage is a software that tries to emulate real
life art tools we can already expect markers to move in
that direction -- and they do a pretty good job at
emulating some kind of real life markers. Beside that,
they can also be used in a less orthodox way -- and
that's what I'll write about in this article.

| think thumbnails can exist in at least two connotations:
the brainstorming ones and the more finished ones.
Visual brainstorming is usually a great way for exploring
concepts, while more finished thumbnails can help
understanding those concepts a bit better and
eventually evolve them. My goal was to find a way for
blocking in shapes and volumes and give them some
values as fast as possible, without having to change
tool while working -- thus going from brainstorming to
finish phase as fast possible, without interrupting the
creative flux by having to switch between panels, tools,
settings and so on. It looks to me ArtRage markers are
offering a good chance for getting this done, so let's
take a look at what they can offer.

We start with a blank canvas filled with a neutral gray, something around RGB(128,128,128) for
instance : you can use any color you like but a neutral gray will help us later when sketching
values on our shapes. The resolution of the canvas is not really important, since we are working
on some thumbnails that are only serving us as a study playground : in case we create
something we like we can export it to another file, enlarge it and repaint it.

The first step is pure sketching : we select the standard Hard Tip marker, pick black color for it
and start putting down some shapes that will define the silhouette of our subjects; in this stage |
usually have a vague idea of the structure | want to get, so | try to get it down as fast as
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Here’s a bunch of silhouette-thumbnails | sketched according to my initial concept. Since | had
no real concept directions | explored different ideas for different size/kind of ships : in the image
are shown two concepts for a small scale (only a pilot is aboard), two for a mid scale (small
crew) and two for an huge scale (kind of space stations).

After we have enough thumbnails we can decide for one that looks closer to our initial concept
(or maybe improves it) and we can get ready to work on it a bit more (and eventually change it
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