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Second layer we will create

is the pupil '
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Third layer will be the iris shade.

We pick a slightly darked green

and put it in MULTIPLY mode then
color a gradient from top to bottom.
This layer goes below the pupil we
created before.

La tercera capa es la sombre del iris.
Escogemos un verde ligeramente mas
OsScuro y ponemos la capa en modo
MULTIPLICAR luego coloreamos una
gradiente de arriba a abajo. Esta capa
va abajo de la capa de la pupila que
creamos anteriormente.
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Fourth layer is our first highlight.

We take the base color of the iris and put _
the layer in SHINE mode. Then we add light || s==___ 5% EJE3
under the iris and around the pupil using a || 2= o [F[E[
soft brush. This layer goes under the pupil b Layer Effect

layer. Mode |Shine B
Opacity 100%
lock [ & 4 @&

v | Clipping Group

La cuarta capa serd la primera luz. () Selection Source

Tomamos el color base del iris y ponemos &0 4 0O
la capa en modo SHINE. Luego pintamos luz & # 4 W

en la parte baja del iris y alrededor de la o Bres [
pupila usando un pincel suave. Esta capa 17 100%

va debajo de la capa de la pupila. Shade 2
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Fifth layer is our second highlight.

We trake a brighter green and put it in SHIN _
mode then paint some highlights. sae  _usv% EIEIED
This is up to you experiment with the shape || &9 EI[EE
of your highlights. This layer goes above the| | » Layereect

pupil layer. Mode | Shine B
Opacity 100%
Lock [ & 4 @&
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La quinta capa serd la segunda luz. () Selection Source

Tomamos un verde mds claro, ponemos la Ja0 < A
capa en modo SHINE y pintamos las luces. e R
La forma de estas luces es personal, trata < Dres o
de experimentar con las luces en este estapa., ||~ o
Esta capa va encima de la capa de la pupila.
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Sixth layer is our third light. For this one we
will use a dark saturated color in SHINE mod _
This will give more depth and the sense of || s== 5% I
“reflection” on the iris. Don't paint all the eye| | &= o I
just a lil bit, less than the half. This layer goes | » Layer effect

above the pupil layer. Mode | Shine B
Opacity 100%
lock [ & 4 @&

v | Clipping Group

La sexta capa es una tercera luz. Tomamos | () Selection Source

un colo oscuro y saturado, ponemos lacapa 1 &[] 2 O
en modo SHINE. Esta luz dard mas profundidad & * 4 1

y reflejos en el iris. No pintes todo el ojo, solo Eyes o
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Seventh layer are reflections. We try to
simulate ambient reflections over the iris.
Take pure white and draw shapes according
to the enviroment then lower the layer opaci
about 35%.

La séptima capa son los reflejos. Tratamos de

blanco puro y pintamos formas de acuerdo al
fondo y ambiente luego bajamos la opacidad
de la capa a un 35%.
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Eighth layer is a general shade layer. We put
and UNCLIPPED layer over all out layers in
MULTIPLY mode, then paint a shade over the |
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and sclera. age 0 BYSEN
b Layer Eﬁect_

La octava capa es una somlbra general. Mode | Multiply |

Ponemos una capa encima de todas Opacity 100%

SIN RECORTAR en modo MULTIPLICAR, luego lock O 7 4 &
. . Clipping Group
pintamos una sombra sobre el iris y la
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Note how all these layers are
clipped to the Iris layer.

This is necesary so we only shade
the iris and not the sclera.

Notese como todas esds capas

estdn recortadas con la capa base
del iris. Esto es necesario, asi no
manchamos la capa de la esclerética
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And this is it, you can keep adding more and
more details and end up with some pretty m _
detailed eyes, experiment and have fun. sae  _usv% EIEIED
Always remember to name your layers and || &9= o EI[EET
separate them, this will improve your Workflow! » iayer effect

Once you're done with your eyes you can jus;rv Mode | Multiply B

merge the layer folder to avoid PC getting slow. opacity 100%
lock [ & 4 &
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Y eso es todo, puedes agregar mas y mas S 20 4 o
detalles y terminar con unos ojos hermosos y NCicE B
detallados, experimenta y diviértete. s u
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