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ELIAS LERMA

Born in Granada, 1988. During
his childhood Elias began to
show interest in the field of art
with different kind of Lii'.]'l.".'.tl-lli.:";

and some other plastic works.

From the age of fifteen He
became attracted by the
fantastic art of authors like Alan
Lee, HR Giger or Luis Hn_‘yn and
since then He has been working
and learning,.

For a time he was as a
collaborator on several game
projects. (cubical mind’s Artika,
Raune Wars, Leviathan, Project
-'\E‘It*l'\l

Darkmoon Curse...)

ypse, Vampire: The

In 2005 Elias entered the
Genoma Animation school in
Granda, while studying at the
{__"[‘IHC_E_“L' of Fine Arts. Now, the
artist 1s working and learning
about some kind of traditional
& CG arts.
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NAUTIEKA
ﬂNW
ARMADA

These two models were made in order to create an
entry for the competition ARMADA. This competition
organized by www.game-artist.net and sponsored by
Autodesk Area, CGtextures, Alienware and 3DWorld
Magazine.

This entry won the and prize whit a simple scene
composition. (not the image in the top)

Between the two models have about 7ooo polygons
(triangles) and four 1024x1024 texture maps each one.
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Furure CiTy

This city was made for a videogame cinematic
{ Project x Apocalypse) but the production was stoped
and has It was never completed.

The game intended to be a futuristic sci-i world based
in the real Earth, so this city would be the future
Tenerife city (Spain)

It is an old scene (zoo05) but is an interesting job, The
meshes containis aobut 250k polygons, what is
relatively low quantity,

Everything was made with 3Dstudio Max 8 and
Photoshop,
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MaHia Ros ' HANASSEI

The character of Mahia was created
as entry for the contest DOMINANCE
WAR 111,

The polycount is about gooo triangles
and the material contains 4 1024x1024
textures: color, specular, normal and
opacity
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Lowpoly mesh

Zhrush mesh, textured - hipoly
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LEviaATHAN: DEMONLORD
Leviathan is a character made for
the Dominance War IV contest. About
10k polygons and five 2048x2048
texture maps.

The Characher:

Tevitat Buin wors onee ol e Dest goardians who Aght agadost
the evil loaves of ehaos. Fora tine he was goosd,

ansd served 1o the power of the light as the godmanter,
Exilus,

Burt b was so sl 1o be alome Gghitingg thie evil and coothi
Toepewess i thee Bar oo of Kamiadoecia

This lonely was the case to change. The spinits of chaos
speak with him, and at the end he heard them

(This tsa short viersion of e story)
Tnasgriratbor:

1 bave to aee many convept art from every kil of games
like starerall, diablo, kotor, assasins croed

earh coneept artis has a different wdod and a difleeant
artwork so | like to see everything of them,

1 alsotake fobeas from inovies and lteratuoe. This clase-
ter is.a very known iyt Leviathan. It appairs

ab b bilbe, Twastaking idead from oberet aod Books,
gelting inlarmatbom alwout this r]:l.ll_'.lql;llﬂ'..d'uﬂ

1hat’s it - B |

Warkfloww:

At amaking the story of the cliaracten, Tweis chapaboug
It lustpiise this s 4 charaeter Lw.um-ul fin ke

Hawe ago ;

Wit cliaracters Il'lﬂwli_anrwu.crt with concepr skt
ches; mary different iceds, some ol them was good,
sount otlvers not. Finally 1 ehbose onwe of the silonetles |
like more and the work started.

“Thee aloete [y oo 1o the fmal coneept witls soms work
and [or the details | ook a lot of references roam

patural world, ke slissal fishes, rore insdets, animals,
rocks, o,

When conepet is done start making the base model. Take
(et Elrsh and work, Waork work work.... And whien

the sculpt was ready start the retopalogy toamake a betier
o supessll. Whenn diel I Begins the imwrappingg,

painting. texturing

A fially [ owadde thee rig for the charscier, the pedesial
el ilhseinte i
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KAPOACINTH

The gargoyle Kapoacinth, leader of
the good-gargoyles in the world of
Nokturna. This is the game model
made for a mmorpg videogame. The
polycount is about so00 triangles and
textures are 2 1024x1024 and 3 s12x512,

The Character:

Ther gargeles began bis redgn b different aooas of the
wartls, Chirol, il mcst |n-m--||||'||-| thie e was the King ol
IIu'Ii.|||'_|'n_|'I|-- lor over a thousand years where lie was
worshipeed s 4 god for tle Oyers. Dacdig Chat thine e
lrad o sufficient number of clilldeen with Adam. inelu-
dinig K i by Areargisbm and Rl

Orne of the sons of Ghrel, §lie stiome K,:;m.u-.ulh_u.:-.
panmed King of Aranea, one-of the areas near the courment
Lyoetel, their ehildren, was cluirscterieod as boti warrlor
i sErong, putting as il luks magic POWET, CVETITT ulby

wrre weaker fhan s parent bul were major bepaelits in

terink of e pliysical
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LOADER MACH 3

This work is a futuristic loader
material done for an internet forum
activity (www.forozd.com)

The polycount is exactly 3000 tris with
3 texture maps (1024x512)

RC5300 REAPER

This futuristic weapon is part of a
third person action-adventure game.
Project Artika. The mesh is about goo
polyzons and the material contains 3
10x4x1024 maps: colorspecular &
normal
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CHARACTERS

ALICE IN
WONDERLAND

Alicia has always been a
mythical character and in
this case | decided to
make my own version for
an activity organized by
the forum 3dpoder,
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GimrLl
ThHe DwARF

Another work made with
Photoshop. Gimli, the
popular dwarf of the
Lord of the Rings using
the movie style.

That was another
sdpoder forum activity as
a pracice to improve the
digital painting skills.

D'FACTORY

SOLDIER
COSTUME

Made for the game
project “Artika’, this is
one of the costumes
designed for the enemies
on the militar base,

HARLEY
QUEEN

A little and fast digital
painting of the famous
character Harley Queen
from the Batman comic.
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GEORGE GENNECK

Concept character for the project Artika
game development.

INFECTED INURSE

This is one of the
character concepts made
for the project Artika

videogame.
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ALyssa NAamMawnN

Concept character for the project Artika
game development.

His parents were members of French gentry
but she ran away from home at age 15. tired
of living the life her parents had made
something strange for his liking. So she
moved to Lyon, away from parents who lived
in a small town near Paris. She is 24 years old

when this story |'.J_|I||I'!.\

DaAarRk CENTAUR

Concept character for the
Raune Wars game
development.
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TABHAUSEM

Concept art for the game project
Raune Wars,

LEVIATHAN

Concept character for the Dominance War
IV contest

o seg more character info 20 Lo page ]

D'FACTORY

ELIAS LERMA ARTWORK PORTFOLIO '09

PAGE 13

Tne CHAPTER TWO C ONCEPT A R'T



D'FACTORY

TABHAUSEM

Concept character for a videogame

project

sect as their skills and strenath
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ENVIRONMENTS

ENTRANCE

This environ was done fora
game project as the entrance of
an ancient ruins.
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AGORA

The small village of the sect,
covered under the cave, they
live in the deeps of the Earth.

CORNALILS

When you cross the dangerous
passage of Aha'med you'll find
the forbidden ciy of Cornalis
into the wood of Faltratzhen

Ana'Mep

One of the places you would
never visit if you go to the lost
kingdom of Kazzmara, the
passage of Aha'Med is full of
wild creatures and will be your
dead for sure.

D'FACTORY .
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Lorp's HaLl

The forbidden ruins city of
Maoria where a place of wealth
and splendor until the Quatam
empire was destroyed.

Actually only remains the ruins
and the subway of the city,
where nowadays there is still
the Hall of Lords with his
magnificent fountain that wasa
place for make decisions and
discuss the rule

SEWERS
The lost city of Naoria hide a
huge sewers that has become
the home for many creatures of
the shadows.

THE ALIEN TOWER

The making of this
environment was part of the
development of a race game
environment,
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ARTIKA CONCEPT ART

Artwork for the environment of the Artika
military base located somewhere in the
Carpathian mountains

Game artwork environement,
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OTHER STUFF

NIGHT CASTLE

That was a pracice of
matte-paint turning day to
night the scene,

'"FACTORY

Vvamryr: Tue DMC

This is a matte-paint made for the
2.5D game development “Darkmoon
Curse”
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Carcasonne
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Sunset near the forest

Tucan

Guard of the secret
chamber
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The Golden Black Tree

CuarreR THREE PAINTINGS

Whitehaired Girl

Fate of the trees
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Clock overclock

Flowers
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Sad angel

Moonlight

1
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Charcoal drawings
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Sea Sunset
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THE DARHMOON CURSE

¢

RMPYR

7 The ‘Darkmoon Curse

Vamryr DMC rLoGgo

That are two of the many
versions that has been
created for the game
logo.

D'FACTORY
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D FAcTORY

The logo for an artistic &
design company,
D'Factoy.
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CusicaL MINDS LOGO

Cubical Minds is a game
L!E_"p E.’|1 }FIII'.I[;‘H[ CII]II'I['.I;'I I'I"ll'

C3 EncInN

The source of any
Cubical minds' game is
based in this game
engine.

CUbICAL 3NGINE

PAGE 38
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L] | Q ’1 Design for a futuristic =
videogame logo image. d C
P AN G E A W A R S :
B
ARTIEA LOGO U

Design for another \

futuristic videogame logo .

image.

QUuUATAM

. Design fora
videogame faction

BSE PEGASUS |1

Manapa Book

Pecasus 11
Brochure design fora
musical group.

Logo design made for
a spaceship design in
a game develpment.

VESEOS

¢ cumplen

Pide un DESEQ

ForD FUSION

: . poster advertising the
- hx® new Ford Fusion model

s W SR design.
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VIRTAL BUILDINGS

SKYSCRAPER
This is a design | did to
make a virtual simulation

of an skyscraper. | also
did a 3602 view.
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BuiLDINGS

Some building designs, a
house, two workshops
and a simulation of
alternative energy ina
normal house.

f -_.....u||u||||||||l
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COMMERCIAL BUILDING

3D building of a
commercial vessel.

TOWNHOUSES

Virtual design for a group
of townhouses.

FrLaTts

This is a virtual
simulation of an
upcomming building.
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OTHER WORK_S_

D'FACTORY

Visual maps designed for
some videogame levels.
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ConTAacT Us

D’'FACTORY
Telephone: 6909949588
Website: www.dfactory.es

D I FACTORY ARTWORK DEPARTMENT
Mail: daelon@dfactory.es

D'FAcTORY PROGRAMMING DEPARTMENT
Mail: ketzal@dfactory.es

Erias LErmAa

Telephone: 679234544
Mail: daelon@gmail.com
Website: www.eliaslerma.com

D'FACTORY
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