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Over the decade or more that I ve been creati.

how do you make that? I|Is that acrylics? or

of my most recent images, Jumper , was put together, and some of the creative process behind it.

w o

l s that just stitched together in Photoshop?

tools | use, 95% of the work is done wusinge a

beginning by looking at the first of the big 3.

1. Scanner

Years ago | used to create all my images solely using 3DS Studio examples of these can be

found here: http://www.edeatonart.com/2003.html

But these days | like to include lots of outside elements (usually found objects / garbage / Thrift
Shop finds). So how do | get these objects into the computer & into my pictures? | use a scanner.

| bought my HP Scanjet scanner a few years back at Staples. It is an average quality scanner
and what | could afford. It has its quirks  often the edges of the scan will become distorted or blurred
and it sometimes throws up some wild colours. It has also picked up a few scratches on the glass
over the years (from scanning all sorts of objects from rocks to rusted metal & rotten wood). But | like
to include all of these flaws in the finished

2. Photoshop

| run Adobe Photoshop CS 2003. | was originally taught the basics of Photoshop at my day

] ob, and have been using it for over a decade.

a few minutes online will usually give me all the help | need.
I mainly use Photoshop for preparing & adjusting the scanned in images. | can take the images
& crop, rotate, adjust & change colours, contrast, saturation, and add hundreds of effects & filters.

This stage is kind of like a painter mixing his paints.

pro


http://www.edeatonart.com/2003.html

| also use Photoshop t therawimagel createen 3D Studia.l rend

Occasionally I will add more effects to alter this final image even further.

3. 3D Studio Max

| first learned how to use 3D Studio Max (or 3DS for short) over 11 years ago, and have been
using it daily (for both my day job & to create artwork) ever since.
For those of you not familiar with 3DS, it is a vast, industry standard program that allows the
user to model, texture, add cameras, lights & environments all in a virtual 3D world. It can be used to
create both still images & movies.
To try & explain itin simpleterms | et s say you create a ball ,
fly around this ball in virtual 3D space, as it exists as an actual 3D object (within the program at
least). S0 now |l et s say yoeteedtwtoeatrlbenbal3l ,sadidamou
some red leather. You could bring the image into 3DS and wrap the red leatherar ound ( or m
onto the ball. Now you would have a pretty cool looking cricket ball!
Now you could arrange some lights around the ball just like a photographer would arrange
his studio lights. You could also drop in a camera & rotate it so that it is pointing directly at the ball.
Now you take a snapshot of the ball. This odors cal
printing, emailing, or importing into other programs, like Photoshop, for editing. With a bit of tweaking
of the lights & camera, and a bit of practice, you can end up with an extremely realistic looking image
of a cricket ball.
Now move the ball from position A to position B, whilst recording the motion, and you have a
short animation, the beginning of a movie.
Moving onto a more complex level, you could make the ball explode, implode, catch fire, melt,
shatter etc. Add a floor and you could make it bounce. Turn your floor into a sheet of rubber & you
could watch how the 2 would react. You could increase or decrease gravity, add a cross wind. Make
the ball behave as if it were made of lead, or a soap bubble. Then make everything explode again! If
you were recording all of this then you would have the makings of a very strange movie.
Every time you start up 3DS, you have the ability to play God in your own universe. You are

only really limited by your imagination.



OK, so how do you use these tools to create an image”?

Every image | create starts with the spark of an idea. This could come from something | see on
TV, a piece of music, something I find or see whilst out walking the dog, or sometimes an image will
pop straight into my head and | have no idea where it came from.

|l don t spend time meticulously planning out
a reminder. Then | jump in & start and pretty much make it up as | go along.

The i mage that we arstartdd with B sweager that | boughtifrormapTdrift |
Store many years ago. | wore it all the time until eventually a hole started to appear on the front. In
the end | had to consign it to the workshop rag bin. A while back | rediscovered it and thought it might

make an interesting background for a picture.




| squashed it under the lid of my scanner and took several scans, making sure | got some good
shots of the hole on the front & the frayed wool. | do all my scanning at 300d.p.i. This gives a nice
sharp image, even when blown up. Anything larger is usually overkill & can sometimes cause

performance problems in 3DS (at least on my old machine).

My daughter had also been writing on a piece of scrap wood in the workshop & | thought that

looked pretty interesting too. So | scanned that in as well.

Then | opened up Photoshop & created a templ a
the scanned images of the sweater & wood and arranged them onto the template, moving them
around, cropping & rotating until | thought they looked good. For some reason, my scanner had given
the centre of the sweater a red hue, but | though this looked pretty good & left it in.

Then | collapsed the layers and saved out the image as a 300d.p.i. jpg.



Finished background image from Photoshop

Next, |l opened up 3DS Max and cr(8aThendimportetl | at
the image | had just created in Photoshop, and mapped it onto the square (B). | built a wall behind

the image so that it looked like a picture hanging on a wall (C).

A camera went in next. | adjusted the lens to 35mm and pointed it straight at the image
hanging on the wall (D). | also adjusted the aperture size to a square ratio, then took my first test

render to make sure everything was lined up properly.



I knew that later on | would be incorporating some chrome elements into the scene, and, as
chrome always works best when it has something to reflect, | created 3 more walls and a floor to
create a simple room (E). | left the ceiling open.

The lights came next. Sometimes | use advanced lighting rigs that mimic pretty accurately the
way natural light bounces around & picks up colours from objects that it touches. But for this image |
wasn t | ook i-reajsticflook, so ddeqdhdadgowitha si mpl er setup. Fir
went in above the room. This type of light fakes the look of natural lighting, but without any colour
bl eed. Next | dropped in a couple of omni I i gh
sharp shadows (F). Omnis act kinda like a light bulb in that they emit light in all directions.




With the lights in, | did another quick test render. With the scene pretty much built now, | could

concentrate on adding elements onto the picture.

| wanted some shard-like shapes to come in from the left, pointing to the frayed hole in the
jumper image. These are created by fist making the tracing the outline of each shape. It is then
transformed into an Editable Poly, which basically means that it becomes a solid shape, instead of

just an outline.

| wanted to give these shards some flat colours derived from the background image.



In Photoshop | opened up the background image, selected some areas and did a Filter-Blur-
Average on each one to get the corresponding flat colour. Then | brought the colours back into 3DS

and applied them to the shards. Another quick te




Next, | created the C-shaped objects on the right hand side of the scene. These were basically
shallow tubes that I sliced in half & then rotated slightly on a common center. | also gave each one a
slightly different radius. | applied the same flat colours to them, but this time gave them some
reflection, so they looked kinda like polished plastic, then rendered again. You can see how one of
the shapes has picked up awhiteblob t hi s i s a reflection in the

take care of this at the end in Photoshop.

The hula-hoop shapes were created next (in 3DS they are called toruses). | used various radii
& thicknesses and made some of them pass through the C-shaped objects. | created a basic chrome
material for them (a very shiny black colour with 100% reflection) and applied it. In addition, | created

some very fine, coloured circles and arranged them around the same center.
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Next, | created the 8 typewriter keys, arraying them around the same centre. | also created

some more very fine coloured circles and arranged them around 3 of the keys.




You can see how the typewriter keys are casting some pretty dramatic shadows over the
backgr ound i mage. Il did a bird s eye view render.
layout of the image so far. | lay out all the elements in layers in front of the camera, a bit like a stage

set.

To balance out the shards on the left, | created an array of 12 shapes on the right. | made one
shape like those laminate samples you get in hardware stores with the hole at one end. Then the
semi-ci rcul ar arr ay wa stheshame aneaatdhat | couldclsahga ane shapg, and the

rest would follow suite.



| gave the shapes a black outline. For the fill colour, | again opened a copy of the background
image in Photoshop, cropped it down slightly and did a Filter-Other-Offset with a Repeat Edge on the
Horizontal only. | then flipped it vertically and took it back into 3DS, mapping it onto the inside of the

shapes.




| also created some long, needle like objects, applied the chrome material to them and used

the same array settings as the previously created shapes.

It looked like the image was coming together nicely and almost finished. But | thought the

blank wall above the picture on the wall needed a bit more interest.

| scanned in some pages from a paperback | bought from the Thrift Store. It was pretty old,
and the cheap paper used for the pages had started to yellow. | thought the parts of sentences
gl i mpsed on the wall would echo nicely the writi

something like that. Anyway, | scanned in several double page spreads, and saved the best 3.

In 3DS, | created 3 rectangular shapes, the same size as the scanned in page images.



