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or this tutorial, I’m going to 
create a Berserker character 
from scratch and present him 
as a character turnaround. I’ll 

call him Bjorn. Character turnarounds 
are a common task for any concept artist 
working on games and films. They form 
the basis for 3D models or sculptures. 
They must have accurate proportions and 
give a clear description of a character’s 
features, clothing, props and anatomy.  

I use the proportions given in human 
anatomy books only as a guide, 
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particularly when designing a stylised 
character, like Bjorn. I’ll make his head 
smaller proportionately to accentuate the 
bulk of his body. 

Depending on the deadline, a 
turnaround could be several full colour 
views from different angles, or three 
rough sketches that block out the main 
elements of a character design. Some 
turnarounds are in a formal arms-wide 
pose for use as a template in a 3D 
package, while others are in dramatic 
poses and serve as a visual guide. I’m 

producing a posed figure from three 
angles, which should provide plenty of 
information to a 3D modeller. 

Before getting started on an original 
concept it’s good to get immersed in the 
subject matter. I like to spend a couple of 
hours browsing the internet for images of 
barbarians, armour, skulls and weapons. 
I look through my book collection and 
flick through fantasy art and historical 
reference books. After a couple of hours 
my head will be buzzing with ideas, so 
I’ll start drawing.
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DVD Assets
The files you need 
are on the DVD

FILES: 
Character_revolve.tiff
Berzerkaround_00
Berzerkaround_01 
Berzerkaround_02 
Berzerkaround_03 
Berzerkaround_04 
Berzerkaround_05 
Berzerkaround_06 
DOWNLOADS:
Photoshop CS (Demo)

Jonny Duddle
COUNTRY: UK
CLIENTS:  Sony, Crave, 
Universal, Warner Bros, 
Buena Vista. 

After stints as 
a painter, 
children’s 
entertainer 
and teacher, 

Jonny moved into the 
games industry in 1999, 
where he still works as a 
concept artist. 
www.duddlebug.com

www.adobe.com/products/
tryadobe/main.jsp
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1 Thumbnails
I normally approach a brief with a 

bunch of thumbnails. I sketched Bjorn 
digitally, using the Conte Pencil brush, 
which is one of Photoshop’s Dry Media 
brushes. This brush gives a lovely line 
and gives the sketch a real pencil look. I 
only produced six thumbnails for the 
Berserker, but I generally scribble until I 
feel I’ve got a strong idea or direction. 

2 Set up a sheet
If the height lines are set up correctly 

at the start, the template can be used for 
future images. Use Photoshop’s grid, 
guides and the Line tool to produce the 
template. Begin with an A3 sheet (420x 
297mm) and set the units to mm. With the 
grid and rulers showing, drag a guide for 
the top height line at 30mm. This is quick 
and easy with snap turned on. Drag 
another eight guides down and place them 
every 3cm, which fits within an A3 sheet. 
Create a new layer and use the Line tool, 
set to 1mm, to draw in the lines. Setting up 
the turnaround height lines is the least 
interesting job, but it helps create accurate 
turnarounds and it helps the modellers. 
Name this template: eight heads.

3 Designing Bjorn
Create a new file at 480x290mm 

and drag across the height lines from the 
template. I use Edit>Transform>Scale to 
stretch the height lines across the width 
of my new canvas, then choose one of 
my thumbnails to work up into the front 
view of my Berserker. Where appropriate, 
I like to add humour and character, so I 
plump for the final thumbnail with the 
Berserker and the little bird. 

Drag your chosen thumbnail onto the 
turnaround image. Set the blending 
mode to Multiply to keep the black lines 
visible and the white areas transparent. 
Scale the sketch to roughly fit the height 
lines and reduce the layer’s opacity. Use 
this as a rough guide. Once again, I use 
the Conte Pencil. I don’t worry about 
getting all the details in for now, but the 
drawing needs to be proportionately 
accurate to form a good basis for the 
painting (apart from accentuations like a 
smaller head and longer ape-like arms). 

4 The back and side views
Once I’m happy with Bjorn’s front 

view, I copy the layer, flip the copy 
horizontally using Edit>Transform>Flip 
Horizontal and drop its opacity. It can 
then be moved over to the right-hand 
side of the image as a template for the 
back view. The back view has the reverse 
silhouette, so I trace the edges while 
adding details and think carefully about 
the shapes and orientation of limbs and 
objects. At this stage I realise that I need 
to scale the front and back views to give 
more space for a side view. The side view 
is tricky due to the different angle. I use 
the copied front view at 10 per cent 
opacity and the height lines as a guide. 
On a turnaround like this, I think it’s 
more important to clearly show all the 
elements of the character’s design than to 
get hung up on a perfectly accurate side 
rendition of the front view. I keep the 
back and side views rough for now, 
because I may alter the front view.

1

Layer masks
I’m a big fan of layer 
masks. Layer masks 
enable me to paint out 
areas of an image 
without actually deleting 
the pixels. If you paint on 
your layer mask in black 
then you hide areas of 
the layer; painting in 
white reveals them 
again. For example, I 
used a layer mask on the 
height lines layer to paint 
out where the lines 
intersected with Bjorn. 
As I made changes to 
Bjorn’s silhouette, I could 
easily reveal and hide the 
height lines using the 
layer mask.

PRO
SECRETS

Move layer up or downCtrl+[or Ctrl+] (PC) Apple+[Apple+] (Mac)These shortcuts move layers up and down within the Layers palette, to keep them 
organised.

In depth: Go berserk in Photoshop
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Managing 
layers
At 480x290mm and 300 
DPI, an image can 
become cumbersome as 
the layer count rises, and 
even a fast machine with 
plenty of RAM can start 
chugging, which can 
affect the performance 
of my brushes. With this 
in mind, it’s good to keep 
layers organised. Giving 
your layers names can 
save time. Use the Locks 
to lock pixels, position or 
transparency and avoid 
working on the wrong 
layer. And try not to 
create layers willy-nilly. 
Remember that more 
layers mean bigger files 
and a slower machine.

PRO
SECRETS

Workshops

Duplicate layer 
Ctrl+J (PC)

Apple+J (Mac)
This shortcut is useful for duplicating whole layers andis great for separating

sections of a layer.

5 Blocking colour
I create a new layer and fill it with a 

mid grey to give a neutral background 
colour. I then paint in a base colour for 
Bjorn’s front view. I often work with a 
deep desaturated blue as a base colour, 
because it gives a neutral backdrop. My 
favourite brush for blocking colour is 
Photoshop’s Chalk 17 pixels with opacity 
set to Pen Pressure. I scale the brush up 
and down a bit while I’m working, but 
this brush works perfectly for me.

I create three initial colour layers above 
the line drawing and build a layer set for 
the background elements to keep my 
Layers palette tidy. I have a main colour 
layer, a detail layer and a separate layer 
for hair to allow some experimentation 
with Bjorn’s hairstyle and beard. I try to 
keep the layer count down to avoid 
confusion and to keep the file at a 
manageable size. I crop the image to 
include only the front view. I won’t need 
the back and side views for a while, so I’ll 
reassemble the turnaround sheet later.

6 Adding facial detail
With the base colours blocked in, I 

start adding detail to the face. The face is 
important in establishing the character 
and personality, and I like to get it 
painted early to help clarify where I’m 
heading with the design. With the face 
and the other areas of skin, I use blobs of 
pink and blue to add interest to the flesh 
colours. I give Bjorn a pink nose because 

I imagine him on a cold and windy 
battlefield. I also give him a confused 
expression as he stares at the little bird.

7 The shadows layer
The shadows layer is a quick cheat. 

On more illustrative pieces, I tend to 
paint the shadows into the image, but on 
concepts a separate layer is good for 
flexibility and speed. I like to play with 
different blending modes. For this 
turnaround I use Vivid Light and set the 
opacity of the shadows layer to 50 per 
cent. I paint most of the shadows in a 
dark saturated blue which transforms 
into interesting browns and greys over 
the painted layer.

8 Painting fur
For the hair and fur, I paint a dark 

base layer which I work over with lighter 
and more saturated brush strokes to 
build up the strands and flow. Working 
up from a darker layer gives a good depth 
to hair and fur, particularly if there are 
variations in the detail colours. The fur is 
painted quickly with a straggly brush. 

9 Painting metal
Metal painting either seems to  

flow from the brush and work just how 
you want it or become a terrible struggle. 
It usually demands high contrast, to 
mimic reflections across its surface, so I 
block in most of the metal in very dark 
tones and then begin adding desaturated 
greens, blues and browns to build up the 
surfaces. I like to experiment with 
different brushes with varying opacities 
to help develop texture. I gradually work 
lighter until I’m painting in white to pick 
out highlights. 

10 Finishing touches
With the fur, hair and metal 

rendered, I work around the image 
adding in and tightening details, such as 
belts, straps and hanging objects. I finish  
with the bird; a robin. When Bjorn’s front 
view details are complete, I drag him 
onto the turnaround sheet and start 
tidying up the image for presentation. For 
clarity and flexibility, I opt for a white 
background, but I leave silhouettes of 
grey within the back and side views. This 
gives volume to these views against the 
full colour version. I check the height 
lines and edit the layer mask to ensure 
they don’t intersect Bjorn. Once I’m 
happy with the alignment and masks, 
Bjorn is finished. 
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