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As 1 start out on a project, and certainly on this one, I searched the internet to find reference pictures or
information, on what I want, looking for details and material on eyes, skin, wings, different data that I will
use in the build. I referenced bat wings for example, to get a better feel for how these should look; and how

I will use and adapt this information to the build.

I also took into consideration the artwork from the original sculpture, how it was painted and represented.

The bust was purchased from www .karolrudykart.com and their artwork inspired me for sure, although,

of course, I would be adding my own twist.

The base was primed white, I find that priming in white gives a little bit more luminosity to the model

depending on what I want to do.



http://www.karolrudykart.com/

The first part I did was the eyes and base colour for the skin.

Since she is dead...or un-dead, 1 have added a blue base for her skin, and as they say “the eyes

are the key to the soul” I wanted them quite dramatic too.

I feel a good “stare” is the heart of a figure, so as a vampire [ wanted something out of this world

for her, thinking “red glowing eyes”.

I began with a base of pale sand, adding German camo black brown to the contour and iris for a

more lifelike, even though she is dead.
I never use black since nothing is pure black or indeed pure white.

I then continued with red, and the center with medium yellow completing the iris, adding camo

black on the corner of the eye to bring attention to the center.

Finally, I gave the eyes a coat of gloss varnish to give them the wet look eyes have.
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I like doing skin, usually, but its always tricky to make the
skin realistic simply because of all the variations in tone, and
on top of that women have lighter, and smoother skin too. So
my approach to this paint job was a bit more complex than

normal.

I had the added issue of wanting to make her look like she
has risen from the dead, therefore she had to be much paler

than usual.

So instead of starting with a usual beige red 1 went directly
in with a basic skin fone. The shadows were to be quite
pronounced so I did them with a dark red (with a dash of
blue added) and while I was at that, I defined a little bit of

the eyebrows and lips, just to get a start on them.

Here you can see the evolution of the face... getting
more defined as we continue, adding veins and
deepened shadows, getting the light to come from

above adding a dramatic effect to the figure.

The acrylic is transparent, so I add very diluted
layers to build up the colours, while at the same time
maintaining the detail underneath, which I feel gives

a more convincing and realistic look.

Also, as she is un-dead I wanted a more porcelain
look, so I added shadow around the eyes to make her

gaze more intense.




Here’s the skin after about 50 to 60 passes.

[ added a little gloss varnish over the lips. Lots of people go with a
coat of satin varnish all over fo protect the paint, but since nature is
full of texture, I always mix my varnish going from matt to satin or
gloss, to me it helps with the reality. My rule is: gloss for the eyes and
lips, satin for skin and hair and matt for fabrie (its basic I know, but

gives you the idea)

Once the face is done I usually start from top to bottom and
around the center point, others go around or go with big
parts after small, this does not suit me. I have found that

going top to bottom gives me more control over the figure.

I started the skull and the metal around her face, being
careful not to spread onto the face. I also began the basics of

the necklace.

Skulls are always a little bit tricky, they are full or colours

and hues but the base is usually the same.

The base is desert yellow (remember nothing is pure white)




After that it’s just a question of light and shadow.

Here I went with a Dark brown wash first, followed by a dark grey wash, building

up lights with buff, pale sand, ivory, and the last highlight is an off white.
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[ wanted a good contrast, and since I based

her off the artwork, her hair must be white.
So how did I get the colour I wanted?

Well, I start with deck fan as a base, the
shadows are German camo beige, deep
shadows are cold grey and dark grey wash,
and highlights are ivory and white.

Once again reference is the key. Hair reflects
in its own way, following the light but on
different level. Keep in mind that hair is
flowing, like waves, so the light will be all

around it, not just from a single angle.
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THE VAMPIRE'S BODY




Some start with a base either black or white and go to the opposite, I prefer to start with the neutral and

then go to the opposite, so I start with a base of neutral grey and work from white to black.

Then I began the lacing on it.

I started with a mix of neutral grey and white, to give me an idea of the design I was going to use. Then its just a

matter of playing with blue black and white to get the affect, adding a little reflection along the way, as

mentioned earlier, the shinier the object, the sharper the contrast needs to be.




Back to her dress,

As you can see in the stages below I wanted her to be in a bloody environment, she is a vampire queen after
all, so red was the base colour.
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I didn’t glue the front wings right away, I needed to see the placement so I’d be able to play with the light and

shadow.

I gradually added the shadow and highlights to the dress, and instead of adding pale sand to the red I went

with yellow and orange, I found that way it removes the pink hue and looks more natural.




I did the lacing with whife and added

a layer of fransparent yellow over the

whole front, which gives a warmer
look to it and it doesn’t gave the

impression of added color.

The skulls are done with camo
German brown, German orange and
yellow (mixed) to give an older feel,
no white; and as you see it feels more
like a red armour and it removes the
pinkish tint that lots of people get
when adding light to red.

I’s just a colour composition but if
you want a real red look it’s better to
add orange and yellow than pale sand

or white to your red.
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The first gold I added on the dress was the basic color to create yellow gold. It is, once again, very simple,
however getting the right effect can be difficult, because gold is very reflective and at the same time can
tint everything around it. What people have most difficulty with is the reflection on the surrounding

arcas.

Here is the range of colours I used.

Black (051), Night Blue (019), Turquoise (024), Heavy Brown (153), Heavy Gold Brown (151), Golden Yellow
(948) and of course Dead White (001) and for the final touch game ink Sepia (091) used as a light wash over
the gold to bring everything together.

[ know that a is lot of colours to pack in an area, but it gives much more richness to the gold, you can cut it to

3 basic colours if needed... black, heavy gold brown and white for a smaller figure.

From start to finish, I start with a base color (heavy brown) and go straight to pure white and black to define

the light and surrounding shadows.

After that I'll play with the other colours, adding very thinned layers to help blend them in. Since she is in a

dark environment the blending needs to be smooth, but if she was in the light the contrast would be harsher.

You can see the evolution of this in the following pictures
“oit’s Just A question af
Light and shadow...”






The VMn}nire 'S Wings

For the wings I wanted a natural look, so what’s better

than bat wings for a vampire?

So once again I worked with references from reality and
nature and from fantasy pictures too, to be honest,
sometimes representations in fantasy are better than real

life.
I also referred to the original artwork from.:

www.karolrudykart.com

This helped with what the wings should look like.

The wings were done with a mix of different browns and sand colours for the base; building up different reds and

yellows.
I can’t give you the exact colour reference or match as I painted to what I felt looked good and felt correct to me.

Honestly, to achieve the result I wanted I used almost every colour I had, so I guess you will have to experiment until

you get a result you are happy with.



http://www.karolrudykart.com/
















Some of my other work...all available to view on the group Facebook page.
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) Gorthang 1s an ancient creature living in the swamps for centuries. It 1s
the oldest form of inteligent creature in this region and no one knows
where it came from Gorthang is the ally of Orcs and he supports them

~in war campaigns and protect their and his temtories. Orcs can live in
those territories only because this magnificent creature has given his
permussion. However he 1s an evil creature and he demands tributes in
money and sacnifices, and he 1s lavished with gold.
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WELCOME TO MY WEBSITE
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My name is Karol Rudyk and | am an artist, painter and
sculptor from Poland. | won a lot of prestigious awards in
miniature industry like Golden Demons, Hussar and Slayer !
Sword. o€ ;
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My adventure with miniatures began in 1995 when | saw g N |
Warzone miniatures for the first time in one of the , |
bookstores in my home city- Elblgg. My passion was r ‘
growing constantly, mainly through reading White Dwarfs

and looking at awesome miniatures. R

It was a long journey from a kid who loves miniatures to
who | am today, an artist who paints and sculpts miniatures
for a living. My dream was to create a company making
high quality miniatures. This is the results. ‘




