KING KERATH

After The Great King | was asked to do a sketch for another “D’ni” king. After my successful
first drawing in charcoal, | decided to continue the royal series using the same medium. | did
a less stylized version, something more classic. The color was applied the same way as The
Great King.
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QUEEN LALEN

It was a time of great suffering. The plague was upon the D’ni people and their King Hemelin
was dying. While on his deathbed, King Hemelin fell in love with a woman named Lalen. It
was Lalen who discovered the clues that led to the discovery of the lost books of Berenni

and the cure to the plague.

The sketches of Egon Schiele inspired me when | did this drawing. There is great sadness
and anguish that transpire from his portraits and | tried to capture that feeling as | was draw-
ing Queen Lalen. | added more elements during the color stage, a lot of hinting symbols relat-
ed to death, and the D’ni burial practices. If you look closely, you can see a skull pattern

hidden in the texture.
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How | work

The digital paintings in this book were created for book covers, computer games and as personal paint-
ings. They represent five years of discovery and still ongoing digital exploration. All of these paintings
were done in Photoshop. | like the software because it offers both photo manipulation and painting
capabilities. At the beginning, my results were clumsy, as would be expected when learning any new
tool. My methods were too mechanical and fragmented. It was all too easy to fall into the Photoshop
traps of using photo references as rigid collages, and avoiding painting. Through trial and error | dis-
covered that the best approach is to think traditionally.

Each painting starts from a scanned pencil or inked sketch. Most of the time the sketches are very
loose. My first exploration is to establish the mood. At times, the subject will dictate the atmosphere,
but | like the idea of not knowing right away and watching the mood reveal itself. Under the sketch |
start layering references of various lights and colors that appeal to me. | find it better that these ref-
erences are not connected to the subject. This process is not unlike the glazing technique used in oil
or acrylic. | apply the first layer, “thinly” playing with different opacities, and then | start using the
Photoshop arsenal to manipulate the reference, by blurring, distorting, etc. | repeat the process with
a succession of different references on different layers until the foundation of the painting begins to
take shape. From there | start painting broadly on a new set of layers to block the elements and to
define the tonal values. At this stage | start seeing how the painting might come together.

The second exploration involves another pass of glazing and
“scratching” using the erasing tool and painting, but this time it is
to refine and start the detailing of the various elements. It will also
define the style the painting might acquire, such as a “soft feel”
where the photo element becomes a texture, or a more “aggressive
and direct feel” involving broad strokes of painting and scratching.
Nothing is ever set in stone; each painting is a surprise to me, as |
learn new things and try others. Because of the layering system of
Photoshop, | can always experiment and adapt to different needs
without fear, and this has really improved my skill as a painter. In
the end, the results are almost always better than anything | could
have imagined.

Awards

Paraz - spectrum gold award "comic book cover”

nght expose’ 2 master award “transportation”

Angel Cltl:] expose’ 2 master award “environment”

Hostile Takeover expose' 2 excellence award “characterin action”
Eden spectrum silver award "advertising”



Theere's semething almoest uncanny in seeing things vou've imagined, and only
described in words, depicted. It's even more unsettling to see them depicted
mare clearly and vividly and accurately than you Imagined them.

Stephan Martinere's covers for my books have that effect on me. They look
as if b has taken a camera and a shetchbook to these very worlds, and has seen
mare of them than | did. Did my sccount of Mew Babylon really canvey the
combination of drabness and dynamism that comes acress so strongly In the
cover of “Engine City 7" 1| would hope so. but 1 doubt it: the vision is Martiniere's.
Did | fully imagine, when | described the gigantic artefact shown on the cover of
"Mewton's Wake," how overpowering a presence it would have? | wish | could say
| did. Martiniere shaws it, and he shows the comparatively tiny, heavily armed
humans facing it, and the rocks and moss and lichen under their boats. They are
facing it, perhaps approaching it, not running away. We know they are the view-
point characters, because we're looking at it with them.

The same effect takes place for me as a reader of some of the other works
iNustrated here: Vernor Vinge's, for instance. The beauty of the "bobbles” |s
shown as clearly as thelr disruptive menace 5 implied, If you've read the books,
vou know that's what they're like, What they have (o be like.

We should all be grateful for Martiniere's mind's sye,

- Ken MaclLeod,

I"ve had the great pleasure to work with Stephan Martiniere and his art never
ceases to amaze me, Beautifully rendered, his paintings and designs masterfully
blend organic and imorganic forms ta create stunning new visions of alternate
worlds and characters. This is a terrific book.

= Doug Chiang, croduction desigrer,

Im the world of concept design, few are the artists who did manage the transition
into the realm of computer and Photoshop, without losing the integrity of their
artistry. It is easy to cheat when too many tools are offered to youw, easy to turn
lazy and forget what design is all about: lines, shapes and purpose. The computer
concept work has become too often a patchwork of eclectic images that aren’t
meant to be tegether, too many ingredients,

Stephan has always been an amazing artist. He Knows how to use a pencil, a
brush and paint; he knows better than most artists | Know. Stephan isn't just a
stunning illustrater, he is truly a designer, with a great sense of harmony and
style. He can create extremely organic objects or creatures as well as the most
stylistic architecture of today and tomorrow,

| am probably one of his biggest fans, and remain so because Stephan never
stops impressing me, his work keeps reaching new standards. In my quest fiar
new designs in filmmaking, it is essential for me to surround myself with truly
creative artists, Stephan is always my first phone call.

- Patrick Tatopoulos,

Stephan is an amazing artist and a talented designer = | find the unigueness of
his vision and confidence of his presentation endlessly fascinating and inspiring.
We are fortunate that Stephan's skills allow us to experience his fantastic Quantum Dreams %1995 US
imagination and all of his worlds. THE ART OF STEPHAM MARTINIERE

= Ryan Church, ..ivo o : ; ISBN 0-97266T6=7=9
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