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DVD Assets
The files you need 

are on the DVD
FILES: Step1_5.psd, 
Reality_Walk.tif
SOFTWARE:
Photoshop CS2 (Demo)

Paul Gerrard
COUNTRY: UK
CLIENTS: Ubisoft, 
Torture Squad, FW 
Publishing, FoxGerhard

Paul works 
mostly in 
the games 
industry as a 
3D artist for 

Ubisoft. and is working 
on an illustrated book, 
Butterfly Soldiers.
www.butterflysoldiers.com

Combine digital art techniques from 
across the board, from traditional art to 
painting texture overlays. Paul Gerrard 

explains how to create moods that 
enhance your image

Paul Gerrard
explains how to create moods that 
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or this image I will be focusing 
on showing how texture 
from photographic resources 
can be implemented into a 

scene, and how to add an amount of 
detail to an image that would take an 
extremely long time by any other means. 
The approximate time to complete this 
image was only five hours. 

The elements used here are closely 
related to the techniques that are used 
in matte painting. The photo image and 
digital painting techniques used here 
need to work hand in hand for the image 
to be successful.

I will be adding details such as moss, 
vines, bark and bone to my image all the 
time, and will be keeping in mind the 
scene’s light source, the shadows, mood 
and colour palette, and all the while 
adapting the textures to match. 

F
Mostly I’ll be using the Clone Stamp 

tool to add the detail and basic 
Photoshop airbrushing for the bulk of 
the image, and layer overlays including 
overlay colour tones, dust and shadow. 
I’m going to be starting with a concept 
from which I have produced a number 
of roughs on the theme of dreams and 
nightmares; it’s a fantasy look at 
subconscious interpretations of the 
dreamworld. I produced five roughs on 
this idea, and then I chose the image of 
a dog-like man fighting against the 
wind. I liked the flow that this would 
create. From this I write a description to 
work from; a poetic influence of sorts.

“He pushes through reality, a dog 
creature walking against the 
subconscious winds. Feel his struggle, 
with each step his physical form changes 
and reality fades away…”

March 2007 85

In depth Integrating texture detail



1 The initial sketch
I work up a loose version in 

Photoshop. I try to convey a balance 
between the flow of the image and 
composition. As this is a dream-like 
image, I can take a certain artistic licence 
with the human form, elongating the 
legs, twisting the head up from the 
neck to convey a feeling of contorted 
movement. He’s a man with dog-like 
attributes, such as the lengthened spine 
and legs. The man-dog is moving 
forward so a few worked up wind effects 
in the background will help enforce that 
image and set a basis for the balance 
throughout the whole process.

2  Giving the dog 
some bones

Masking off a rough shape for the 
character enables me to airbrush in some 
solid shapes and a solid basis for the 
shadows/light in the image. I like the 
ribs and spine the most so I will save 

them for later. I am most concerned with 
the posture, so I flip the image from left 
to right and back again to see if it gels. 
Now I need to build up the characteristic 
of the body and get a feel for the way I’m 
going to texture the skin.

3 Adding texture detail
Before I work up the main man-

dog flesh I need to get a basic layer of 
texture down, as it helps to build up 
an idea of how he will look. Rusted 
metal skin, a wood-like tree creature, 
something fleshy and organic, perhaps? 
I make a layer on top of man-dog and 
place a photographic image of bark, 
skewed so that the perspective fits the 
image, and then I experiment with the 
Opacity of the layer and the layer overlay 
options. I find Multiply or Soft Light 
work the best. Using the stamp and 
Clone tool I grab bits of detail I like and 
paint with it over the parts that need it, 
building up areas of interest.

4 Going further with rust
After laying the initial bark texture 

down I decide I want a more rich and 
varied skin. Rusted metal is ideal as it’s 
full of unpredictable detail. I add a new 
layer, this time decreasing the colour of 
the rust to almost black and white, using 
the Stamp and Clone tool to select areas 
of interest and paint in into the image. 
I also use Burn and Dodge to adapt the 
texture overlays to the shadow/light 
composition. I darken or delete areas of 
the texture that overlap into the black 
of the initial man-dog rendering.

5 Using chunks of images
Now that I’ve get a solid feel for the 

texture of the creature, it’s time to add 
some more interesting elements to his 
character. I search through a library of 
images to find a nice area of a decayed 
tree that I like. I cut part of the selected 
image out and move it around the page 
to see where it could fit, all the while 
twisting and skewing it. It fits perfectly 
on the head and helps the flow of the 
image. Using the Eraser, I fade away the 
edge so that it blends into the image 
more. I’m not too concerned with colour 
and tone being too out of place for now.

Adding mood
This is useful if your art 
requires an overall mood 
to the image. Let’s say 
you want to add a blue 
tint to the scene. Create 
a top layer, bucket fill 
with the desired colour, 
decrease opacity to the 
desired effect and then 
work underneath this 
layer. Occasionally 
modify the opacity and 
layer effect as required. 
This also makes it easy 
to add to the feeling of 
the image. Working with 
‘colour theory’ can really 
draw you into the 
concept and mood of 
an image.

PRO
SECRETS

Merge Down Layers

Ctrl/Cmd+E 

Use to merge down your layers 

from the one selected to the 

ones below it. Quick and easy 

layer management.
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6 A mechanical influence
Making the inorganic organic, it’s 

sometimes fun to play around with the 
most bizarre of images just to see what 
will happen. This engine part looks 
great; it’s rusty, old and mean looking. 
Placing it on the arm changes the image 
into something else – I’m not quite sure 
what yet, but I like it. Making sure that 
the perspective is correct, the light and 
shadow will come later. In the same way 
I did with the tree I blend it into the arm.

7 The blending of images
Adding all the photo elements, the 

textures and the chunks of images is fun, 
but it needs to blend and gel with the 
image. It needs to look like more than 
just a compilation of photos and images 
for the art to work. I airbrush in 
shadows, darken areas to fit in with the 
shadow setup as illustrated in step 2. 
More rust overlay textures are added in 
the same way as step 5, this time in the 
join between the chunks of photo and 

the initial image. Using Colour Balance 
I can tweak each image so it all gels, 
adding a little yellow here and there, 
decreasing the green in the tree and 
adding some more red. I’ve worked up 
the ribs and spine some more, and 
darkened some areas temporarily. Using 
Burn is a great way to blend the images.

8 Into the distance
Taking a step back from the main 

character for a moment I work on the 
background. I keep the initial colour 
scheme but add more light to the left 
and dark to the right. The decayed tree 
gets used once again, faded and blurred 
on the right. I’m just looking for a subtle 
background here so the focus remains 
on our man-dog.

9 Depth of a dog
All that darkening to blend the 

textures needs tweaking. To give a sense 
of depth, the sharpness and tone of 
shadow should not be constant if the 
depth of your character isn’t constant so 
I add another layer, select the shape of 
the character and fill with solid green. I 
reduce the Opacity to around 25 per cent 
then delete using the Eraser airbrush (on 
a very light setting) parts of the overlay 
that are closer to the viewer, those being 
the upper arm and legs, aiming for a 
depth of focus. I can use the same green 
tone to help blend in some of the details. 
Using the Colour Balance, I tweak the 
overall image and tones.

Don’t give up
Sometimes creating art 
can be a battle of wits. 
The piece may not fall 
together until right at the 
end of its production, 
and it may take a 
completely different 
direction from when you 
first began. With this in 
mind don’t worry if an 
image doesn’t sit right 
through the bulk of its 
production or if the 
colours or mood aren’t 
gelling. It’s in those final 
moments that it comes 
to life so don’t give up 
until you sign your name.

PRO
SECRETS
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10 A dreamlike focus
The bulk of the image is almost 

done now so I can save off the layered 
image, flatten it down into a few 
manageable layers and start work on 
some more detail, which means I can 
have some fun. I add even more texture 
detail, but this time it’s bones and skulls 
mostly into the body and face. I also 
add a soft focus. I’m aiming for a dream/
fantasy element; to achieve this I blur 
some of the edges of the image, 
particularly towards the back of the 
character. I also add main beams of light 
from the front. In a new layer, I mask 
out three shafts of light, add a gradiated 
white, and then blur for the added effect.

11 Adding moss and vines
The creature has become more 

organic, like a living breathing forest. I 
thought it would be great to play on this 
idea, adding moss and vines to its flesh. 
Moss is done in a few basic steps. Firstly 
grab the image of moss and place it near 
but not on your man-dog. Delete any 
excess areas so you’re left with tiny 
speckles of moss, and then using the 
Stamp/Clone tools grab the moss and 
once again paint bits of images into the 
areas that need work. Repeating the 
process for vines, these element add a 
great deal of life to any creature. I love 
the idea of life growing on life, which 
gives me another idea…

12 Freaky flea
This man-dog is huge and nasty 

in an unreal kind of way, so it stands to 
reason that his fleas will be equally as 
big, nasty and freaky. I made this little 
imp in less than five minutes, using bits 
of pieces from unused art of mine, and I 
added some tree stumps to his back and 
blurred him a little – of all the elements 
in this image I think he’s my favourite. 
Despite his skull-like head there’s 
something rather cheeky and 
mischievous about this little flea.

13 Finishing touches
The final stages of the image 

require me to go through the image 
with a fine tooth comb. I work in a rather 
slapdash way, so I spend time at the end 
touching up parts of overlapped textures, 
missed shadows and colour correction. 
Again, I do this mostly with the Clone 
Stamp tool. The final touches are mostly 
overlay colour balancing. I add a dose 
of yellow to the left of the image and 
increase the overall colour intensity of 
the scene to help set the mood. mischievous about this little flea. the scene to help set the mood.

Clone Stamp Tool

Alt/Option+click

Hold Alt/Option to clone 

selected source. Release then 

paint with cloned image. Use 

this to quickly grab and 

duplicate detail.

11 Adding moss and vines
The creature has become more 1111

12 Freaky flea
This man-dog is huge and nasty 12 13 Finishing touches

The final stages of the image 
Finishing touches
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