
“I have found that 
beautiful things can be 

very simple...”

Jason Juan is a young artist 

who, after studying Maths, 

decided to take a life drawing 

class in Seattle.  This led to a 

career in the games industry 

where he currently works 

at Arena.net as a character 

artist, whose credits include 

the Narnia DS game and the 

very successful Guild Wars 
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Can you tell us a little about your background 

and how you came to work on Guild Wars?

I got a BA Degree in Maths in 2001, when I was 

in Taiwan, and after 2 years duty in the military I 

decided to take my first official drawing class at 

the Art Institute of Seattle, in 2004.  Right after I 

graduated, I met many Arena.net artists in a life 

drawing session that I usually attend.  This was 

how I got the chance to know this cool art team 

and it inspired me to want to work with them.

What was it specifically that prompted you to 

take that first life drawing class in 2004?

I learned Maya in 2003 in Taiwan.  I followed 

a very intensive class, called “DFTC Maya 

Training”, for about one month.  I thought that 

when I learnt how to use Maya I would know 

how to make good 3D characters, but I realised 

that just knowing each function in the program 

doesn’t give you an idea of how to make better 

characters, and so I decided to start from the 

very basics through drawing classes.

You have a number of life studies on your 

website.  How important are the life drawing 

classes to you with regards to your concept 

work?

Before the Art school, I didn’t even know what 

life drawing was, and I had no idea how to draw 

a good figure, but after the first life drawing 

session I realised just how much I loved to do 

this.  Gradually, I found life drawing was not 

only a benefit to character concept work, but 

also benefits animal drawing, too.  Now it has 

become a part of my life and I still enjoy doing 

it.  I believe that life drawing helps us to see 

the beautiful curves of the human body and to 

see the beauty in our world.  It also helps us to 

practice many different compositions in a short 

period of time.  Since it helps us to see the 
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beautiful aspects in the world, it also helps all 

different kinds of visual art, including my concept 

work.

What examples do you feel are the best 

expressions of the beauty of the human form, 

and why?

I really like some of Peter Paul Rubens’s 

drawings, Nicolai Fechin’s drawings, and 

Rembrandt’s paintings.  They have totally 

mastered the perfect skills to draw and paint the 

beautiful human form.  Their drawings have a 

really strong and powerful line quality, without 

wasting any strokes.  Rembrandt’s paintings 

demonstrate wonderful skin tones and beautiful 

colour variation.

Which artists, including any of the Old Masters 

such as Rembrandt and Rubens, would you say 

have influenced you the most?

Digital and Fantasy: Craig Mullins, Ryan 

Meinerding, Matthew Barrett and Scott Albaugh.  

Traditional Painting: Nicolai Fechin, Ingres, 

Gustav Klimt, Peter Paul Rubens, William 

Bouguerea, John Singer Sargent and Jereme 

Lipking.

What is it about the human figure and character 

design that captivates you the most?

Body curves and people.  I have found that 

beautiful things can be very simple.  There are 

many possible ways to draw a line, and if we do 

it right then just one line can be very beautiful.  

People are very fun subjects to observe and it is 

about characters. 

Do you find the female form more interesting or 

are you impartial?

I believe both females and males are interesting 

to draw and I just want to explore this.  Since 

most life drawing sessions hire female models, 

more often than not, I do not get many 

opportunities to draw good male models, and it 

does create an interest to want to draw the male 

form sometimes.
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Regarding Guild Wars, there is a mixture of both 

concept sketches and 3D characters in your 

portfolio, so what was your role on the game 

specifically?

Character Artist.  This is how they refer to us 

here.  We design characters, make 3D models 

and do rigging.  We also have five Concept 

Artists and they only do concept art.

What are the typical poly counts of the 

Guildwars’s characters and the size and number 

of the texture maps used for each?

In Guild Wars One, we have around 2,000 to 

2,500 triangles, and a 512 x 512 texture size for 

the characters.  For some of very large sized 

creatures, we have two 512 x 512 textures, but 

the poly count remains around 2000 - 2500 

triangles.

How do you find your digital concept work on the 

game, compared to your traditional painting?

For me, both mediums are cool.  Sometimes I 

like to paint in Photoshop, and sometimes I like 

to do traditional oil painting.  I believe digital 
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media is very cool to use.  When compared to 

traditional media, say for commercial purposes, 

it totally rules, but there is something that cannot 

be achieved through digital painting, such as 

some of Rembrandt’s paintings and some of the 

Old Masters’ oil paintings. 

Another reason why I still paint traditionally is 

because I like to actually to hold brushes and 

mix paint, physically.  I also like to go outside 

and paint the landscape.  With traditional media 

it is so much easier to do this.

 

http://www.2dartistmag.com
http://www.2dartistmag.com




Computers are a great tool when wanting to 

learn new techniques, since we can view a lot 

of paintings and photos at the same time and 

decide what we can do next, or what we can 

do to improve, and they include the Internet.  

Traditional media is not easy to zoom in and 

zoom out of quickly, so it takes longer to figure 

out what the problem is.

And finally, what is your favourite period from art 

history?

I will say I enjoy living in the 21st Century since 

there are tonnes of possibilities and all different 

kinds of ways to make art, and the computer is a 

very fun tool to play with.

Jason (wei che) Juan
For more work by this artist please visit:

www.jasonjart.com

Or contact them at:

jasonj05@msn.com

Interviewed by: Richard Tilbury
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Making Of Hateful Draft

“I knew I wanted a dark 

image, so I flooded the 

canvas with a dark tone 

that I could build upon...”

A concept drawn from a rotting fish dragged off a shore 

line, James Wolf Strehle uses Photoshop to create an 

appropriate mood to suit the final image... 

Read how Denis 

Zilber created his 

image, ‘Visiting 

Monther-in-Law’,

using Painter...

“As I thought of the 

silhouette of my character, 

I decided that it was 

too symmetrical, and 

so I considered adding 

another character to the 

scene to make it more 

interesting...”

Joel Carlo brings to us the first of a 3-part 

tutorial series, covering certain elements 

which are fundamental to drawing the human 

form...

“...all successful images contain seven 

essential elements... line, shape, form, 

space, texture, colour and value...”

Zoo Publishing presents the new issue of 2dartist
magazine: a downloadable monthly magazine for 

concept art, digital & matte painting for only $4.50US

visit www.2dartistmag.com 
to download the free ‘lite’ issue, the full issue, subscription offers and to purchase back issues.

From creating hair 

to painting kissable 

lips, Anne Pagoda 

brings us another 

tutorial, but this 

time she’s going 

back to basics, in 

Painter....

“Taking a look back in 

time, I remember that I had 

problems using Painter 

first, too.  And the fact 

that there weren’t many 

good tutorials around 

didn’t make things any 

easier! ...”

Issue 21, Se
ptember - Sandstorm

Issue 22, October - Twister 

Issue 23, November - Rainstorm

Issue 24, December - Snowstorm

Issue 25, January - Heat waves

Digital Painting Tutorial Series : Weather

Welcome to the Speed Painting section 

of the magazine. We’ve asked two 

artists this month to produce a speed 

painting based on a simple, one-line 

brief.  Here we feature the final paintings 

and the overview of the creation 

processes.

This month our talented artists, Emrah

Elmasli and Nathanel West, tackle the 

topic:

Challenge Matte Painting

In Association with

The Matte Painting Challenge is a new 

feature to this month’s magazine.  It runs 

in conjuction with the challenge which 

has been running in the Threedy Forums

by 2DArtist magazine regular, Tiberius

Viris. Here we will show the winners of 

the last two Matte Painting challenges.

All Matte Painting Challenges in the 

Threedy Forums are available for anyone 

to enter, for prizes and goodies from the 

www.3dtotal.com shop and the opportunity 

of being seen in this very magazine...
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This month, Carlos 

Cabrera shows us how 

to create a couple of 

custom brushes which 

he uses on a daily 

basis in his own work.  

Enjoy! ...

“Something I always 

recommend to people that 

write to me asking for 

advice, is to always have 

a texture folder stored on 

your computer...”

This month we feature:

Kerem Beyit

Tom Arthur Opasinski

Teng Lin

Tiberius Viris

John Wallin Liberto 

Pascal Raimbault

Peter Thompson

Robin Olausson

Marcin Jakubowski

Daniel Ljunggren

Stylised Animal Challenge Herbivore Dinosaur

In Association with

2DArtist Magazine introduces the 

‘Challenge’ section of the mag.  Every 

month we will run the Challenges, 

available for anyone to enter for prizes 

and goodies from the www.3dtotal.com

shop and to also get featured in this very 

magazine!  The 2D Challenge runs in 

the ConceptArt.org forums and the 3D 

challenge runs in the Threedy.com forums.  

Here we will display the winners from 

the previous month’s challenge, and the 

Making Ofs from the month before that...

Herbivore

Dinosaur
Stylised Animal challenge
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“I am moved by 

many things, 

from cutting-edge 

contemporary 

art to the cave 

paintings in 

France...”

This month, we’ve asked 2D artists from a variety of 

backgrounds and locations around the world:

What artwork has moved 

you emotionally/mentally, 

and why?

Here’s what they said...

Hello and welcome to my world!  That is the 

most important ingredient when developing 

a sketch: making it your world.  These days, 

I am mostly sketching to develop a finished 

painting.  That is, character studies, composition 

studies and landscape studies that are all driven 

towards a common goal: a painting.  I believe 

that it is crucial for an artist to know themselves 

both inside and out...

“I see a lot of sketches 

that are all crazy and 

look like they were done by 

someone on Speed, or they 

only had like five minutes 

to finish it.  Granted, I am 

sure that does actually 

happen on occasion, and it 

does create energy and so 

on, but ideally I prefer to 

let my mind grasp what I 

am trying to draw...”

ofMatt Dangler

Freelance artist Luis 

Melo chats to us about 

how he first started 

out doing illustrations 

and what inspires him 

to paint..

“Failure is a natural 

part of learning and 

it’s only an obstacle 

if you can’t see past 

it.  Get yourself a 

clear goal.  You’ll 

worry much more 

about failing if you’re 

aimlessly trying to 

come up with stuff...”
“I remember the day I saw 

for the first time a digital 

concept art... I realised the 

possibilities which were 

offered to us by manipulating 

digital painting software...”

Morgan Yon has been working professionally as 

a concept artist for just two years now, although 

from the work you’re about to witness on the 

following pages you may not have guessed that 

he’d been working professionally for such a 

short time!  In the time that we’ve been speaking 

with Morgan, he’s been updating us regularly 

with his latest works - sometimes even daily!

We have never once failed to be impressed by 

his talents.  Not once!  So read on to find out 

how, and why, Morgan creates the fantastic 

imagery that we find in his portfolio today…

Interviews
Jason (Wei Che) Juan
Morgan Yon
Luis Melo

Articles
Sketchbook of Matt Dangler 
 
What artwork has moved 
you?

Tutorials
Speed Painting - Alien Hot 
Air Balloons 
Elements:  Snowstorm 
Post Production: Part 1 
Figurative Drawing: Part 1

Galleries
another 10 of the best Images 
from around the world!

Making Of’s
Visiting Mother-in-law 
by Denis Zilber

Hateful Draft 
by James Wolf Strehle

PLUS MUCH MUCH MORE!!

Speed Painting
Articles
Sketchbook of Matt Dangler & What artwork has moved you?

Interviews
Jason (Wei Che) Juan, Morgan Yon & Luis Melo

Galleries
Daniel Ljunggren, Robin Olausson, John Wallin Liberto plus more!

Making Of’s
‘Visiting Mother-in-law’ by Denis Zilber & ‘Hateful Draft’ by James Wolf Strehle

Tutorials
Speed Painting - Alien Hot Air Balloons, Elements : Snowstorm plus more!
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