INTRODUCTION TO
GRAPHICS

CREATING A POKER
MACHINE ILLUSTRATION

PS890

This an advanced project whose objective is to create an illustration for poker or
some kind of entertainment machine. This one is pure fantasy, a bit difficult but fun.

Start as usual; crate a new document with these parameters (ctrl+n) & and create
a new layer (ctrl+alt+n).

vew x|
Marne: | SlgiilEleg | O ]
Preset: ]CUStDm _v_l E 7 Cancel I
width: 800 | pixels | Save Preset... |
Height: ]EuEIEI | piels :J =te Preset. I
Resolution: ]?2 | pixelsfinch LJ
Calor Mode: | RiGE Colar j | 8 bit LJ
Image Size;
Background Contents: ] Wihite LJ
1,37M

¥ Advanced

In this illustration you will basically use some Custom Shapes (U) with PS filters.
Moreover you will use the Wacom tablet to create some amazing Glowing effects, so get
started.

The concept is some kind of Magic creature for the Poke machine lllustration. Begin
by creating 2 hands (U) using my custom shapes - one left and one right. Remember to
set the option in the upper right box to Add to Shape Area (+).
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1 i i, M [(Shape 2, RGE/8)

Than comes the head. Outfit and the body (note the separate 3 layers, also using
my Custom Shapes) . Set the option to Create a New Shape Layer.

This should beyour result on custom shapes Choice:

1 i 65,6% (2, ROB/ )

T TepiTes
T Typs Tool
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Here is the pre- layout (design) of the custom shapes. One more thing: Add some
canvas size and fix some object position issues (fix the hands using Path selection Tool

and Ctrl+t command):

I Adobe Photoshop

File Edt | Image Layer Select Fiter View Window Help

[Pel] ™ fowsandngse | Foede S d | T bhoadd |
Adpastments

P ..

1y |  Aeply Tmage.. 1,8% (Shape 5, RGB/8)
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Result:
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Texture all the objects:

Hands:
Layer Style — El
Styles Bevel and Emboss
Structure
Blending Oplions: Cefault Style: Im S
I Crap Shadow Technigue: |Smnnlh ¥ I N St
™ tnner Shadow Depth: gre———— [H % —-—IIF =
™ Cbar Glow Direclior: ™ Up (" Down = =0
SE ey p—
I~ Inrer Glow " | 4 P

& Bevel and Emboss

|l Cortour

I~ Satin

I Color Overlay
™ Gradient Carlay
[T Pattern Owerlay

Shading
Angle:

: -ien ¢
[ Use Global Light
Altibsde: 5 s
Gless Contour: m [ finti-shazad

Highlight Mode: [Sereen | |

Soften: ——p—o—-—[5  px

™ Stroke Cpacity! — |?5 £
Shadow Mode: [Multiphy ;‘”
Opacity: ———— e | 7§ ¥
Layer Style i x|
I Elements
Blendi tions: Default
S Seinn Pe Contour: m ™ Ant-alissed Cancel
[T Crop Shadow
Bafige! "y ia % Newy Sh-"h""
™ Inmer Shadow 3
¥ Preview
™ Cuter Glow
™ Inner Glow

|zl Bavel and Emboss

| Texlure
™ Satin
I Color Overlay
™ Gradient Cverlay
™ Patterm Owerlay
M Stroke
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Layer Style i £|
Elements
Blending Oplions: Default Cancel
B il Pattern i Snap to Origin New Style...
™ Inmer Shadew :
W Preview
™ Cutar Glow Scalt! e — i! %
I~ Inmer Glow D‘Ep'tht = h—— E'ﬂ? kS
Irwert v Link with L
|zd Bevel and Emboss |l B bRk bl !
™ Color Overlay
™ Gradient Crverlay
™ Pattern Swerlay
[~ Siroke
|
Lower outfit detail:
Layer Style - x|
et -
Structure
Blending Opticns: Default Styles [Tnner Bevel | Cancel
[T Crop Shadaw Techrigue: |Smnulh * I New Style...
™ Inmer Shadow Depth! o eeee—— I-m_% 7 Provi
™ Outer Glow Direction: & Up " Down =
SRe I
™ Inner Glow i 5 £
Soften: e—0 o~ [14  px
o Bevel and Emboss
|l Contour T shl*'lg
: Angle: 24 =
- [ Use Global Light
I# Satin Allitusde: Iz ¢
™ Color Overlay
§ Anli-ahazed
I Gradient Cerlay GhES m L *
™ Pattern Cnverlay Highlight Made: [Sereen 3| I_I
[T Siroke Opacty: —— [ %
Shadow Mode: [Multiply -1
Cpaclty: p—y | 75 F
|
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Shyles

Blending Oplions: Default

[T Crop Shadaw
™ Inmer Shadow
™ Ctar Glow

™ Irner Glow

|zl Bavel and Emboss

¥ Satin

™ Color Overlay
™ Gradient Crverlay
™ Pattern Swerlay
M Stroke

Contour

Elements

Cartour m [T anti-aliased

Range) ———p—+ Ir*‘

ol X

Cancel
Mew Style...

¥ Preview

Shyles

Blending Oplions: Default

[T Crop Shadaw
I~ Inrer Shadeow
™ Craber Glow
™ Inmer Glow
¥ Bevel and Embaoss
[+ Cortaur
™ Texture
™ Color Overlay
™ Gradient Crverlay
™ Pattern Swerlay
M Stroke

Satin

Structure

| Blend Mode: [Ficiicty -1 N

CpAcly! ———y I-m_- %

An-;ﬁ‘.@l-ﬁ—"’

Dishance! gy—m———— |11 P
Sire! e p—— 1 px

= £ [T Anti-aliased
R W Irwcert

ol X

Cancel
Mew Style...

¥ Preview

The Upper Outfit detail has the same settings like the lower.
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Head: (60-50%) major flow opacity:

Styles

Blending Options: Custorm

M Crop Shadaw
™ Inmer Shadow
™ Cratar Glow

™ Irner Glow

& Bevel and Emboss

¥ Satin

™ Color Cvarlay
™ Gradient Crverlay
[T Patterm Cwverlay
M Strake

Bevel and Emboss
Structure

Style: [Inner Bevel 7]
Technigue: m
Depth: gy rm_%
Direction: ™ Up " Down
SR p—— [ px
Softer: —p—o—ou-—wu— I4_F"5

Shading

Angle: o0 =
[ Lz Global Light
Altitude ¥

&3
Gless Conbour: m [T #nti-abazed

Highlight Made: [Sereen ;||
Opacly! e |75 %
Shadow Mode: [Multiply ] |

Cpacity: p—— | 78 k]

Cancel
MNewr Style...

¥ Praview

Styles

Blending Options: Custorm

M Crop Shadaw
I~ Inner Shadow
I Craber Glow
™ Inmer Glow
¥ Eevel and Emboss
™ Cortous
I Texture
™ Color Cvarlay
™ Gradient Crverlay
[T Patterm Cwverlay
M Strake

Fatin

Structure

Blend Made: [Muliohy -1

Opacily! ——, I m %

O

Distance! —te— |T-p:
Size: re— 14 px

= ; [T Anti-aliazed
TRoARS fv_l‘ Inwrert

Cancel
MNewr Style...

¥ Praview
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The Outfit itself:

x|

Styles

Blending Options: Default

M Crop Shadaw
™ Inmer Shadow
™ Cuter Glow

™ Irner Glow

& Bevel and Emboss

¥ Satin

™ Color Cvarlay
™ Gradient Cverlay
¥ Patterm Coverlay
M Strake

Layer Style

Shyles

Elending Options: Default

™ Drop Shadew
I~ Inrer Shadow
I Cutar Glow
™ Inmer Glow
[+ Bewvel and Emboss
M Cortou
[T Texture
I Color Owverlay
™ Gradient Crwerlay
F Patterm Overlay
™ Stroke

Bevel and Emboss
Structure

Style: [Inner Bevel 7]
Technigue: m
Deptht e————— 311 %
Direction: ™ Up " Down
SR8 p—— [ px
Soften: — —————y I.'-"_F":

Shading
Angle: IT =
@ [ Lz Global Light
Allibusde: A F

Z1
Gless Conbour: m [T #nti-abazed

Highlight Made: [Sereen _;”
Opacty: e oo [0 %
Shadow Mode: [Multiply ] |

Cpacity: p—— | 78 k]

Saltin
Structure

Bland Mode: |Mormal |
Opacily! ey I!a %

-G

Distaricd! = | 2 P
Sire: greee—ou—ou-—x 9 px

Cortaurs m ft; I.ﬁ:::;llasad

Cancel
MNewr Style...

¥ Praview

-

x|
_ Cancel |

¥ Preview

-

PS890 - CREATING A POKER MACHINE ILLUSTRATION

N/04/08



Layer Style B x|

| Pattern T
Elending Optiona: Default Blerd Mode: [Color Dodae = Cancel
I Cr Shad Dpacily; ™y IE %
il : Mew Style...
I™ Ineer Shadow A% 7 Praview
™ Outer Glow Paltern: (Pl Snap to Origin_ |
™ Inmer Glow 5 r
! e |
[¥ Bewel and Emboss A el J
¥ Lirk with Layer

M Contow

[T Texture
¥ Satin
™ Color Owerlay
™ Gradient Owverlay
[T Stroke

Look at the composition carefully. You may need to fix the shape of the left hand.

Just make it look like the right hand (- + ) and you may need to fix the texture appear-
ance.

B infirviun psd @ 74, 7% [Shapi 1, RGEE)

e ——— ] 6._5 - & 3 -lf.
Now you should take care of or background... Experiment a little. Make a layer
(ctrl+alt+n) and put it under all the layers. (BASE background, white - document).
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Here is one experiment result created by making 2 separate layers and putting them
on the bottom of the layer box and creating a new layer GROUP (this tool can be found in
the bottom of the layer box). It looks like folder icon, and put all the parts of your char-
acter in there.

Gradient Editor ..:..[Q‘Ej

— Presets O

)4

Caticel

Load..,

PELE

Save. .,

MHarne; ] Copper Men

— Gradient Type: | Solid -

Smioothness: u 0
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Gradient layer settings:

Your first layer (bottom) should be filed with Rounded gradient. Layer blending mode
is set to Exclusion (overall Opacity - 88% - Fill - 100%0).

Layer Style - x|
Colar

Blending Options: Custom Elenid Mode: [Soft Light ] | Cancel
M Crop Shad DRactily!  —— I "iE B

Eailiie . . News Style..,
I~ Inner Shadow ;

. ¥ Preview

™ Cratar Glow

™ Inmer Glow

[T EBewel and Emboss .
™ Cortous
™ Texture

™ Satin

¥ Gradient Crverlay

[T Patterm Cwverlay

™ Sirake
Layer Style _ x|
Gradient
Blending Options: Custorm Elerd Moda: [Color Burn - Cancel
I Br Shad Opacityl — 9%
s i IE = New Style...
S Shadon s [ T7] I~ ravers .
¥ Preview
™ Cuter Glow Skyla: |Lirear *| ¥ Rlign with Layer
™ Irner Glow Arialis @ I-_-;ﬂ— o
T Bevel and Emboss
Scale! E—— | k]
M Contowr 100
T Texlure
I~ Satin

I Color Crvarlay

& Gradient Overlay

™ Patterm Cwerlay
M Sireke
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2nd Gradient Layer settings - blending mode is set to Multiply (Overall opacity
100%o, Fill - 58%).

Gradient Fll

Gradient:l 1111 iH [ ok |
Style:lRadiaI v! Cancel I

Angle: @ i a0 2

Scale: ol

[T Rewverse [ Dither
V¥ lign with layer

Ix

Gradient Editor ;..[Q‘Ej

— Presets O o

Cancel

Load...

PE Lt

Save..,

=3

—  Gradient Type: I Silidd *i
Srnoothness: %5

N
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Hopeful current result:

In this example, a simple Black-blue - white Gradient was put on the top of the
layer box because the picture appeared too dark (layer mode - Luminously) (overall
Opacity 74%- Fill 34%).
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Lagpairs % Chanrels %, Pt ¥
Losrrirasaiy — Cpaciyl | T I:I
Fa G 7]

ecki B o<+ @

o [
= El.m -0

" Drmw ]

Your illustration should now be nearly ready; all that remains is to put some text and
add some hand painter effects.

To do this, create a new layer. It will be your text layer (position behind all the Char-
acter layers) For the first word in this sample, 200 pt 101! Star Studded Font with these
layer styles:

Layer Style x|

Blending Oplions: Default

[T Crop Shadow
¥ Cuatar Glow
™ Inmer Glow
[¥ Bewvel and Emboss
F Cortour
[ Texture
I~ Satin
# Color Crvarlay
¥ Gradient Crerlay
¥ Pattern Snwerlay
[¥ Strode

Styles Inner Shadow

Structure

Elend Moda: |Screen -

Cpacily! ey ——— IE %
#n#e:@lizﬁ # |¥ Use Global Light

Dizharice: —— IE Px
Choke: — . [ k]
e —— |5 P

Quality

Cortour: | 40 =] [ Anti-aliased

Cancel
Mewr Style..,

¥ Preview

w
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x|

I Structure _
Blerdng Optiers: Dfoult | | | elend Hode: [Forna ] _ Caxel |
™ Drop Shad OPAcly! gy I m 9%
i ; Mew Style...
[ Inner Shadow Maise? e [g % :
W Preview
EEE ¢ g
™ Inner Glow :
[ Elements e F
¥ Bevel and Embaozs P e - §
g Spread: e—my—-——— [0 %
F Texture Siras I4G_ o
I™ Satin -
[ Quality —
¥ Color Overlay el
1 - i=ali
¥ Gradient Crverlay Contour: 2 [~ anti-aliased
¥ Pattern Cwerlay Rarigtt —0 —————~[n %
¥ Stroke Ntber: e [0 %
Layer Style 1 =
| Elements

Blending Options ! Default - Canced
[~ Drep Shadow Pattern: - Snap t Origin Hew Style...

[# Inmer Shadow .
¥ Preview
# Cubar Glow Srale! ey m— %
™ Irner Glow Depth: —— & T %
Iwert |7 Link with L r
Izd Bavel and Emboss [ Irwvert [ Lirk with Layer v,

¥ Color Overlay
¥ Gradient Crverlay
[F Pattern Swerlay

¥ Stroke
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Layer Style i ﬂ
Pl |

Structure T
Blending Optians: Default Style: [Tnner Bevel - Cancel
M Crap Shad Techniguea: IS otk b I
R e e New Style...
[ Inner Shadow Depth! et — rm_% =T
[ Cutar Glow Direction: ™ Up (" Down
SR — I
™ Irmer Glow z = E%
Soften e——_—0on0a—— [z px I r
& Bevel and Emboss -
Shading
. &
o Terture Angle: 20
; W Use Global Light

™ Selin Adlibusde: IT °
¥ Color Owerlay

£ A bi- ahazed
¥ Gradient Crverlay ot m r "
[# Pakterr Cnverlay Highlight Made: [Sereen _Lll
F Stroke Opacily: e—— [75 k.

shadow Mode: [Multich = | [

CPIHY! ey | 76 ¥

Layer Style i ﬂ
| Colar T
Blending Oplions: Default Elard Mode: m - Caricel
[T Crap Shad DRty — I "i! k.
i L Mewr Style...
¥ Inner Shadow ]
¥ Preview
# Cubar Glow
™ Irner Glow r
¥ Bevel and Embaozs 4
¥ Contour
[ Texlure
I~ Satin

H Color Overl ay

¥ Gradient Crverlay
¥ Patterr Owerlay
[¥ Stroke
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Layer Style

Styles

Blending Oplicns: Defaulk

I Crop Shadaw

F Inrer Shadow

F Quter Glow

I™ Irrmer Ehaw

F Bawel and Emboss
F Contour
F Testure

™ Satin

F Color Cnerlay

o Gradient Dverlay

Gradient Overlay
Gradient

Blond Mode: [Mdichy <1
Opacily!  ———— m_%'
Gradiunt: [ Rewere
style: [Linear =] ¥ align with Layer

e (DY

F Palttern Orverlay
7 Stroke
Layer Style i x|
o vt
Pattern

Elending Options: Default

™ Drop Shadew

¥ Inrer Shadow

¥ Caubar Glow

™ Inmer Glow

[+ Bewvel and Emboss
[ Caortau
[ Texture

™ Satin

¥ Color Crvarlay

¥ Gradient Crwerlay

ol Pattern Overlay

¥ Sircke

Elend Mode: 1L'rnear Codge _¥

Opacity: =al'm_*
e

Patterri: %&%}J Sniap bo Crigin |
E R

N
¥ Lirdk with Laver

Cancel
MNews Style...

¥ Preview

7
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Layer Style ) x|

Structure
Elending Gplions: Default Stees oo [§ = Canced
[T Drop Shad Pagition: |Outtide  *
S o New Style...
¥ Inmer Shadow Elend Moda: |Harmal - 7 Prev
. v Preview
% Outer Glow Opacy: [0 %
I Inner Glow Fill Type: [Gradmrt =1 a
Jatisa cracos; [ __[7] I hevers
I Banto Shylat |Radial ¥ i ¥ aligr with Layer
[ Texlure
Anghe ED 5
I™ Satin
¥ Color Overlay Scalel —ovuououo-——— % [146 %

¥ Gradient Crverlay

[F Pattern Swerlay

Result:

= Fawe Layar
Typa Toal
Morws

Eifk Type Lasyir
= Ly Syl

i

el

-

| TR
Effecty
& Drep Shadow
) Color Gvarlay -
§ G odbant Crmlay

[T} o

| arwm— j
ﬁ_lﬂ_.\lii

Obviously if you do not have this type face you will need to substitute another ap-
propriate one of your choice. Now the second word - box.

R I8 N |

L]
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Layer settings on box:

Layer Style i x|
Colar

Blending Oplions: Defaul Bland Mode: [Formd =] D0 | Cancel

¥ Drop Shadow ORIty ———— I! ko
I~ Inner Shadow
™ Suter Glow

™ Irner Glow
I™ Bevel and Emboss

M Contowr

Mew Style..,
¥ Praview

™ Texture
™ Satin
¥ Gradient Crverlay
[T Patterm Cwverlay
¥ Strade

x|
Styles [ Stroke '
Structure
Elending Oplions: Default Sizet m—— [z px Carcel
¥ Crop Shadew Padbion: [Gutide =] Mew Style...
I~ Inner Shadow Bland Mada: [Harmal - =
v Frevigw
™ Sutar Glow Opacly: =————n[iw %
I™ Inmer Glow Fill Type: [Gradiert =] i
DU Gadrt I~ feves
| ecioly Stylai |Diamaond =] ¥ align wilh Layer
T Texture
Angle! BT ¥
I~ Satin
¥ Color Crarlay SEMs 150 %
¥ Gradient Crverlay

[T Patterm Cwerlay
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x|

Shyles

Blending Oplions: Default

¥ Crop Shadaw

I~ Inrer Shadeow

™ Cuter Glow

™ Inmer Glow

™ Bevel and Embaoss
™ Contaur
™ Texture

I~ Satin

¥ Color Overlay

& Gradient Overlay

™ Pattern Swerlay

Gradient Overlay
Gradient

SR e
Opacity: =ﬁ|"! ko
- I hew
styles [Linear *| ¥ align with Layer

m*z@lau_"

Cancel

Mew Style. .,

¥ Preview

[¥ Stroke
Layer Style ) 29
e e
Structure

Blending Options: Default Elerd Mode: |Multichr - - Canicel

et e o
I~ Inmer Shadew Arighe: @ [Fs0 ® [ Wse Slobal Light ¥ Preview
™ Cuter Glow

™ Inmer Glow
™ Bevel and Embaoss
™ Contaur
™ Texture
™ Satin
¥ Color Overlay
¥ Gradient Crverlay
™ Pattern Swerlay
[¥ Stroke

= ————————— W I3 P=
Spread: Peee————————y |I'II %
Size: [ —————— I = P

Quality

Canbour: i*‘ [~ Anti-aliazed

[ T — ||:| ¥

¥ Layer Knocks Out Drop Shadow
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And this is it for your text:

Now all that remains is to paint some SFX, so create a new layer and begin to
paint.
Suggested brushes and brush settings.
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Brush Presets Size Jitter | 05
Erush Tip Shape = :
v ; Cantral: |F‘en Pressure ;J |
[@ Shape Dynamics [T
E Minimum Diametar 05

[T Scattering =4 oy
™ Texture & =
™ Dual Brush =4
I Color Dynamics Angle Jitter [0
¥ Other Dynamics g C d
™ Moise & My Contral: [Pen Tilt =11
™ et Edges | roundress Jiter | %%
™ mirbrush G| o .
¥ Srnoathing & Contral: |Pen Pressure =11
I~ Protect Texturs E Miniraurn Roundness | 198

Oy

[ Flip ¥ Jitter [ Flip ¥ Jitter

.

S
Bruzh Presets Cpacity Jitter [0
Brush Tip Shape & :

: Cantraol: |F‘en Pressure ;J |
[+ Shape Dynamics g
W & Flawe Jither [ 09
™ Texture & = .
(= & Control: |Pen Pressure =11
™ Color Dynamics
Em
™ Moize &
[T Wet Edges =
I Airbrush &
# Srnoathing =
I Protect Texture
al |
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Here, a basic orange and yellow color was used to paint all this- the brush flow is
turned to 12 - 14 % and the Mode is set to Screen and Vivid Light.

Final steps use a black - to transparency gradient on a separate layer (blending
mode- Color Dodge).

At this point, you are basically done. A little crop for better composition and your
lllustration for the Poker machine is done.

DIFFERENCE:
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