






(image > rotate canvas > whichever direction I need to go). 

Then I pick one of them (in this case, the bottom half) and go to
image > canvas size. Don't squeeze yourself too much! If you know
your piece is 14 inches, make your canvas at least 15 inches  - we'll
crop out any extra later. 

Now, copy and paste the other part of your scan into the enlarged
canvas. Ew, gross, look at that ugly dark streak across the middle!
No worries, we'll get rid of that first thing! 

Make sure that the file with the ugliest bit goes on top, and select
that band. But don't just delete it! First, let's feather our selection.
'Feathering' a selection is like blurring the edges - as we go further
out  from our  selection,  we're  picking fewer and fewer pixels.  A
feather of 25 is probably good, don't go more than 50 pixels for
these purposes. Then we can delete. 

Woops,  now it becomes clear if our two halves weren't perfectly
lined up before! Fortunately, that's easy to fix. 

Because we feathered before we deleted, the edge of the top layer is
semi-transparent.  We  can  drag  that  layer  around  until  we  get
everything lined up exactly the way we want. If you want, you can
even temporarily adjust the transparency of the whole layer. That's
the little 'opacity' bar on the layers toolbar. Pulling it down makes
the layer more transparent, and you can line things up a little more
easily. If you're thinking ahead, you can even make a small mark on
your original - in the margins where it will get cropped out! - that
you can use to line things up at this stage. I hardly ever remember
to think that far ahead, and end up lining up to some of the details
in the piece. If you find at this stage that you line up at one side of
the scan, and the other side of the scan isn't right, you may have
scanned one of the pieces crooked! 

Select the entire layer, and hit ctrl-T. This activates the transform
command. See the little target in the center of the selection? This is
the pivot point for rotations. You can grab that (click and hold), and
take it down to where you've got a corner carefully lined up. Now,
move your cursor to the other corner, where it isn't lining up, and as
you move off the corner of the selected area, you'll get a little curvy
arrows symbol. Click and drag to rotate your layer until that corner
lines up, too. 

Now, chances are good that the color is not exactly, perfectly the
same from each half. Gross differences in color can be changed by
adjusting color and hue (image > adjust > hue and saturation), but
some changes may not be really apparent to your eye, and you're
still noticing where that stitch line is! Part of this has to do with the
effect of a straight line. In something organic, like art, a straight line
will pull our attention and distract us from what we're looking at.
The  solution?  Break  up  the  straight  line.  Pick  up  a  soft-edged
(fuzzy) eraser, and start mimicking the direction of your artwork.
Any differences in color will fade right away. 
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This is where overlap is particularly important, since we're actually
erasing off the top layer! Don't get too crazy with this, or you'll start
running into the scanner burnt areas of your lower layer. Stick close
to the area where the join was made. 

The final step is to crop out all those messy edges! 

This piece was customized for the lovely Carianna!

The Fine Art of Prints
Ellen Million

www.ellenmillion.com
You  might  be  wondering  -  why  should  you  be  worried  about
making prints? Why fuss about the inks and papers? You can just
go to Kinko's and get some made, right? Or maybe print them off
using your $50 inkjet? How complicated can this be? 
There's  actually  lots  to  know  about  what  kinds  of  prints  are
available, what features to look for, and how to choose the perfect
prints. 

Types of Prints 

Any article on the subject of 'prints' should begin with a disclaimer: 

There is a class of artists who would consider me a big fat liar for
everything I'm writing here. In their minds, a 'print' is a term that
can be applied to one and only one thing, and that's a print made by
hand, by the artist, either using a traditional lithograph, or by silk-
screening, or block printing. Anything else, they would insist, is a
digital reproduction. I'm not going to be so strict in my definition,
because that's a mouthful, and I'd get tired of writing it over and
over. 

Lithographs 

The method of print making most similar to the strict, traditional
kind of print is a lithograph. 

Lithographs are made on particular press equipment, by preparing a
large stone or metal slab with an impression of the artwork in a
greasy chemical spread. This is covered in water, and then inked.
The ink only sticks where the greasy base was, and then the slab is
pressed onto a piece of paper. Each color is done with a separate
slab, if there is more than one in the final print. 

Offset Printing 

On large, automated presses, this process is called offset printing,
because the image from the slab is 'offset' onto a rubber roller for
actual application. Many people today still call the print that results
a 'lithograph,' though if you wanted to nitpick, technically it isn't
quite. 

This method is extremely efficient for large quantities of prints. If
you're Bev Doolittle and doing a print run of 1500 prints, that's the
direction you'd go. The colors can be extremely accurate, and you
can use a variety of different papers,  from heavy-weight archival
papers,  to  thin  poster  prints.  The  print  quality  can  also  vary  -
depending on  the  resolution  they use.  The  big  drawbacks?  You
have to do them all at once, because we're talking about a seriously
hefty startup payment, and then a lower per-print cost.  The slabs
aren't stored - once they're used, they're wiped off with a chemical
cleaner so they can be used for other jobs.  The process of these
prints is all electronic now, so the slab can be recreated basically
identically if another run of prints is needed. 

Photos 

Photo  prints  are  just  that  -  they  are  created  using  negatives,
photographic  emulsions,  a  dark  room,  specialized  paper  and
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chemicals. You'll find a lot of people will call their glossy inkjet
prints 'photo prints' because they look like photos, but you can also
get actual photo prints as well. These tend to last well, and have
excellent  color  quality,  but  it  can  be  difficult  to  get  excellent
negatives of your artwork without having a good photograph setup.
They can also be moderately expensive. 

Lasers 

Laser  printers  have  dropped  in  price  recently,  making  them an
attractive option to artists looking to make their own prints. They
work great for open edition prints where you don't really care about
repeatability.  However,  they,  like  color  copiers  you'll  find  at
Kinko's and such, use a dry toner applied with heat. Keeping that
heat consistent is problematic, and you'll find that if you do a large
run of laser prints - even all at the same time - the first print will not
be identical to the last. They are relatively archival, depending on
the paper you use - the inks themselves are very stable. 

Giclee / Inkjet 

You've probably heard the term 'giclee'. The word is French for 'to
spray,' and it's one of those words like 'print,' where different people
think it  should mean different things. For some folks,  all  ink jet
prints  are  giclee.  Technically,  this  is  true.  But  for  most  buyers,
when  you  say  'giclee,'  they  expect  the  print  to  meet  certain
qualifications. 

Ideally, a giclee should be printed with 7 or 8 color archival inks at
high resolution, on buffered, waterproof paper. 

Let's break some of these terms down! 

Terms of the Trade 

Colors 

Most  cheap  inkjet  desktop  printers  are  4  color  -  cyan,  yellow,
magenta, and black, or CMYK. With prints done on this style of
printer, you can look at light areas, and tend to see dots, even if the
resolution is really high. This is because it is trying to create a light
color by spacing out the dark colors it has available to blend with
the white of the paper behind it. Print manufacturers got smart, and
introduced light black, light cyan, and light magenta so that colors
could  be  reproduced  more  accurately  without  attempting  to
approximate them with darker values. 

Pigment Versus Dye 

Inkjets come in two styles - pigment inks and dye inks. Dye inks are
largely  used  for  transfers,  particularly  to  ceramic  surfaces,  like
mugs  and  tiles.  Pigment  inks  are  more  common,  and  they  are
usually  water-based.  It  used  to  be  that  pigment  inks  were  not
suitable for anything you wanted to last more than a few years -
they would fade, and the slightest moisture would make them run.
Epson has led a revolution in pigment inks, making them archival to
last  for  more  than  100  years,  and  water-resistant  with  the  right
papers. Canon and HP are following pretty closely - last I checked,
they didn't have quite the right color quality that I personally look
for, but I know that they've been making strides since then. 

If you want a reliable source for information about printer inks and
their longevity, I recommend checking  out  wilhelm-research.com.
This  is  a  non-profit  site  that  does  independent  research  using
common printer inks and papers. 

Resolution 

What about resolution? This is how many dots of color the printer

is putting down in each inch. This is not to be confused with the
resolution of your print file, or the resolution of your monitor, even
though they all use the term 'dpi.' My printer will print up to 1440
dpi.  Your  print  file  does  not  need  to  be  anywhere  near  this
resolution! You should be scanning or digitally painting at about
300 dpi. 

What does this mean, exactly? 

Picture your print file as a grid. In every inch, there are 300 boxes
up and 300 boxes across. Each of these boxes has a color associated
with it. For example, a light teal blue. And the box next to it is a
slightly  lighter  teal  blue.  And the  box  next  to  that  is  a  slightly
greener,  darker teal.  Naturally, your printer  doesn't  actually have
cartridges with that color, it has to make them! It doesn't physically
mix colors, it only implies them, by putting dots of the colors it
does  have  very  close  together.  The  higher  the  printer's  output
resolution, the better that your printer is going to be able to mix
those colors and fool your eye. At a resolution of 1440, you cannot
actually see the little dots the printer is putting down, all you see is
the resulting blend. 

Don't save as JPGs 

While  we're  talking  about  print  files,  I  need  to  make  a  very
important public service announcement. Do not, please, for the love
of god, save your print files as JPGs!! JPG is a compressive file
format,  and every time you open and save your file,  you are re-
compressing the information in it,  and losing valuable data.  You
might be all right the first time you save a JPG, if you're lucky, but I
can see a difference in color richness and detail when printing from
JPGs. They are truly only suitable for viewing things on the web!
The same is true with GIF formats. If you want to preserve your file
quality, use TIF files, or Photoshop or Painter files. 

Paper 

Now, your ink is only half the equation for any prints. Prints have
progressed to the point of being much more than just ink on a piece
of wood pulp. If you put just plain cardstock or typing paper in one
of my high-end Epsons,  you're going to wonder why I spent the
money on that paperweight; it will look bad. You need paper that is
specially coated  to  accept  as  much ink as  the  printer  is  putting
down! This will ensure that you get the quality of color that your
printer is capable of. 

Archival 

You absolutely should use archival papers. If you print with fancy
archival  inks  on  non-archival  papers,  you've  just  wasted  good
money on good ink. The print may look fine at first, but it will fade
and discolor. What does it mean to be archival paper? This is paper
that is PH-neutral, or acid-free. Acids in tree pulps are what cause
the yellowing, like you see in old newspapers and such. You can get
tree-based papers that are 'lignin-free.' (Lignin is the part of wood
pulp that have the acids.) The best and nicest papers, however, are
'rag' papers, made from cotton. 

Weight 

The weight of the paper is how heavy it is. It should feel nice to the
touch  -  not  too  floppy  or  thin.  The  heavier  a  paper,  the  more
expensive  and  quality  it  will  feel  to  your  customer.  This  is
particularly important if you are selling a print un-matted,  but is
also  critical  in  how  sturdy  a  paper  is  after  you've  matted  it.
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Probably everyone has seen a cheap print warp underneath a mat,
and that just looks bad. They heavier the paper, the less likely this
will happen. 

Water and Drying 

Two other features to look for in a paper are water resistance and
drying time. These are particularly important when you are making
your own prints. Given the choice between something that will run
and smear when you accidentally splash a drop of water onto it, go
with the safer choice! Many inks will claim to be water resistant -
but  generally  that  is  only in  combination  with  a  water  resistant
paper. Drying time can be very important when printing more than
one print at a time, because a slow-drying paper can actually cause
smears in the output tray of your printer as a print that isn't dry is
covered  up  by the new print  coming out!  I've used  slow-drying
papers before, and it isn't worth the effort of finding places for a
bunch of prints to dry flat! 

Finish 

Perhaps the most obvious, and most personal, decision to make in
papers  are  the  finish:  glossy,  matte,  semi-gloss,  velvet,  satin,
canvas,  textured,  and  more...  Glossy  prints  will  look  like
photographs. Some people claim that traditional art tends to look a
little  fake  and  glazed  when  printed  on  this  kind  of  paper,  or
complain about the glare you can get, and other people really prefer
it; this is a matter that comes down to personal taste. Matte paper is
non-glossy, usually with a fine texture to it  that you don't notice
unless you really look closely. There are several in-between types,
often called velvet, satin or semi-gloss. There are also textures to
choose  from,  like  watercolor  paper,  canvas  or  parchments.  You
should  try a  few of  these  before  settling on just  one,  and many
paper companies have sample packs available if you'd like to test
them for printing yourself. 

Brands 

Note that you don't have to worry about putting only Epson paper in
an Epson printer. Naturally, they want you to buy the Epson paper,
but you don't have to, and no, it won't nullify your warranty to use
non-brand paper. 

I use a brand called Hahnemuhle, which is a German-made paper. I
use their 188 gm photo rag, which is a lovely, velvety-soft, matte-
finish, heavy-weight rag paper. It's won several awards and is rated
'museum-quality.' The nicer what you choose is, the more it  will
cost. I pay about $1.00 for a letter-sized sheet of that Hahnemuhle.
Before shipping. 

Care 

Once you've got your paper, take care of it! Be sure to store it away
from light and sealed from moisture in plastic. Make sure you never
store it with something acidic. Once I received wonderful, archival
paper,  but  the company sent  it  in  an  acidic  cardboard  box,  and
when I pulled it out a few years later, the top and bottom sheets,
plus all the edges, were yellow and nasty. I strongly recommend
investing in a rubbermaid container, or at least some plastic bags.
Watch out  for  cardboard  that  your paper  company may send as
stiffener that's in with your paper, too! 

Tools of the Trade 

Hopefully this will help you make informed choices about the prints
you make,  whether  you decide to  make your own prints,  or  job
them out somewhere. A reputable printer will be able to tell you
exactly what equipment they're using, what inks, and what paper,
and you now know more than many of them do! 

Backing Up
R. Bail

zombies.rbail.com
Knowing how many, how often, and how to back up will save you
from the unnecessary grief of losing your only copies of important
files. Even with a brand new computer and a battery backup surge
protector,  problems varying from viruses to natural  disasters can
wipe out your data in an instant.  As dire as these situations are,
having a number of redundant, frequently-made backups provides a
ray of hope instead of added stress. 
A Variety of Media 

When  considering  media  for  your  backups,  it  is  wise  to  use  a
variety so you have flexible options in regards to portability and
cost.  Also,  some  choices  are  better  than  others,  with  benefits
outweighing cost or size considerations. 

Duplicate  files  on  the  same  computer:  These  protect  against
accidentally saving over important files, but the duplicates face the
same risks as your original files. They're not to be relied upon for
anything but extremely short-term backups. 

Floppy (3.5") disks: These are an old standard, evolved from the
truly  floppy  5.25"  version,  but  they're  unreliable.  Their  low
capacity makes them unsuitable for anything other than text files,
and their  sensitivity regarding dust, sunlight, and magnetic fields
makes them prone to failure. Why magnetic fields? The film inside
(which is  the floppy bit)  is  magnetically encoded,  so any strong
magnetic field nearby will wipe random parts clean! They are also
an  'old'  technology;  many modern  computers  do  not  come with
floppy drives. However, they are cheap. Floppy disks are okay for
permanent backups, but are not optimal. 

Tape drives: These are a very old method of storing large amounts
of data. Some companies still use them for their backups. For the
home user, they aren't usually a good method of backing up data,
despite their capacity; tape drives and media are hard to find, and
like old cassette tapes, they have to be manually rewound and fast-
forwarded to the point you want to put data on or take data off of.
As they are also magnetically encoded, they are prone to all of the
problems floppy disks are. 

Zip Disks: These are better than floppies as they are much higher
capacity and sturdier,  but  prone to the same problems. They are
also  much more  rare  than  floppy drives,  with new media  being
equally hard to find as well as expensive. These are best when NOT
used on a variety of computers. Zip disks are okay for permanent
backups, but not optimal. 

Web  space  storage:  Storing  files  on  Web  space  means they are
accessible  from nearly anywhere and have the added security of
being in a separate location. However, Web space storage may be
inaccessible at random times due to site problems, and files can be
taken down unexpectedly. Large files are unwieldy to back up, even
over  broadband.  A  good,  low-cost  method  for  small,  frequent
backups, but a poor choice for permanent backups. 
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CDs or DVDs: These are much higher capacity than floppy or zip
disks (700MB for CDs, 4.1GB for DVDs) and much more universal
except  for  on  the  oldest  computers.  These  media  consist  of  a
substance pressed between two layers of plastic,  and the data is
recorded by the means of a laser burning pits into the surface of this
substance. CDs and DVDs are currently best choice for long-term
or permanent storage, especially for large files. Modern computers
come with CD- and sometimes even DVD-burning capability for no
extra  cost,  and  the  media  are  relatively  cheap.  Store  carefully;
scratches can ruin your data as they obscure the tracks, or if the
scratches are deep enough, destroy them physically, and as they are
made of plastic they can and will melt if left in the sun. Fortunately,
CD  wallets  aren't  expensive  and  store  them  nicely.  Good  for
permanent backups. 

Second hard drives: These are good for redundant backups, but in
case of an emergency you need to know how to open your computer
and pull out the drive. Loose drives are sensitive to static electricity
and movement, and this is not an option for those using laptops.
Second hard drives are a medium-term backup solution. 

Portable  hard drives:  Portable drives are good for moving large,
frequently modified files around. Their sturdy casing makes them
less  delicate  than  their  in-computer  counterparts,  but  they  still
shouldn't  be jostled.  Like second hard drives, portable  drives are
medium-term backup solution. 

Thumb Drives: These little storage devices, also known as keychain
drives due to their small size, plug into USB ports. They are good
for relatively large files that need to be moved around often, and are
much more  affordable and  less  bulky than a second hard  drive.
Thumb  drives  are  a  good  short-term  backup  or  file-moving
solution. 

Separate  computers:  Like  a  second  hard  drive,  but  they  are
unfortunately prone  to  all  of  the problems that  can plague  your
main  computer.  Unless  it's  a  laptop,  a  second  computer  is  not
considered portable, and is a medium-term backup solution. 

Hard copies: It's best to always have at least one hard copy of each
file, if you can, as hard copies need no computer or electricity to be
useable.  In  the  case  of  art  it  can  be  expensive  to  make a  good
reproduction if you sell or give away the original, or if the original
is digital; written works only need to be in black and white but they
should  always  be  printed  on  acid-free  paper  so  that  they  don't
degrade. Hard copies are permanent backups. 

To help ensure that your backups can be used elsewhere, consider
using cross-platform, cross-program file formats. It  won't do you
any good to have a backup of your 350,000-word epic fantasy if
that becomes your only copy and the only computer you can use
can't  open  that  file  type!  .txt  can  be  opened  by  every  word
processor;  .rtf  is  similarly  universal.  Nowadays,  most  word
processing programs can also handle .doc format. For images, non-
program specific files are best, such as .bmp or .tif,  although be
aware that these do not all allow layers. The Adobe Photoshop file
format, .psd, is common enough with modern programs to be safely
used. 

Verifying your Backups 

Just making the backup isn't enough--you need to make certain that
the backup works! Floppies and Zip disks fail, and in a batch of
blank  CDs  there  are  usually  one  or  two  that  won't  burn.  Also,
sometimes software interferes with the burning process, causing a
disk with errors. After you've saved the files or burned them to a
CD or DVD, make sure you can open them from the medium you
saved them on. If you can't, you need to figure out what happened

and try again. 

After  that,  you  need  to  try  the  backup  on  another  computer
altogether.  Sometimes backups will  only read  on the  originating
computer, and while this doesn't make them totally useless, it does
if something happens to the originating computer, and makes them
worthless for keeping at  another  location. Some people find that
compressing their files, such as into a ZIP archive, helps ensure that
they can be opened later. 

Web  backups also  need to  be  verified,  although you don't  need
another computer to do so; verifying files backed up via e-mail or
Web space is as simple as downloading them and opening them. 

For all methods, it's better to be safe than sorry; virus-scan your
files when you verify them. If the files come up dirty, you should
strongly  consider  having  those  viruses  removed  from  the
originating computer so that you can make another, clean backup. 

Location is everything 

Keeping backups  in  more  than one  location protects  against  the
catastrophic. It's all very well and good if you keep five different
redundant backups, but they won't do you any good at all if they're
in your house when a fire destroys it. It's best to keep a backup at
one other location, at least, two if you also use Internet storage of
some sort. 

Inexpensive media is best for backups you will store at locations
separate  from your computer.  CDs and DVDs are  your best  bet
here; floppies and Zip disks are also okay if the computer at your
second  location  can  read  them.  Putting  the  files  on  another
computer  will  provide  a  back  up,  but  remember  that  that  other
computer is prone to the same problems that would necessitate a
back up as your main one--especially viruses. Backups on separate
media that are stored are free from viruses as long as they aren't in
the computer, and non-rewriteable backups are immune. 

How Often? 

The frequency of your backups depends on two things: how much
you would lose if your working file failed and how important the
data is. For instance, if you write 10,000 words a week on a story,
you would lose quite a bit if you had a data failure and you only
backed  up  once  a  month.  You'd  still  lose  a  fair  amount  if  you
backed up once a week, but it's a much easier amount of recover
from. 

For files you are done changing, you only need to make a backup
once--but  make  sure  to  check  your  backups  every  so  often,
frequency again depending on the importance of the data. If one of
your backups seems to be failing, replace it immediately. 

Making all of these backups can be difficult and time consuming,
not to mention expensive. What's a cost-conscious writer or artist to
do? Well, in this case, temporary storage like e-mail, Web space,
and  thumb/second/portable  hard  drives  are  good for  incremental
backups, and you can save the major backups for once a month. 

You should also make a number of  backups on different  media.
Don't be cheap! You may save yourself a lot of headaches in the
future if you keep three to five copies of your permanent backups. 

Computers  can  have  hard  drive  crashes,  discs  can  get  lost  or
scratched, and disasters can happen that wipe out a building; this is
why it is important to have multiple backups spread across different
locations. Please don't chance losing years worth of hard work.
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Studio Space
Ursula Vernon

metalandmagic.com

Long ago and far away, when I was a young artist (okay, a younger
artist) I had a great idea for a painting. It would be of a winged
frog, and it would be the biggest painting I'd ever done, a whopping
18" x 36". 
This doesn't sound all that impressive, but at the time, I was living
in a 430 sq. ft. apartment in St Paul, Minnesota, and I shared that
apartment with my husband, two cats, and two computers. In fact,
we shared that miniature space for nearly four years, during several
of which we both worked at home, a feat that still astounds me. I
hated that apartment - it was rundown and the radiators were always
on the verge of exploding, and at one point I  could see into the
basement through the holes in the f loor by my desk, but on the
other hand, you coulda flushed a German shepherd down the toilet,
something I  still  think of  fondly when the wimpier  pipes  of  my
current dwelling back up, as they do at least twice a day. 

But it was in this space that I had to do my frog painting. And as
some in the audience may be familiar with, I had no choice about
doing the painting. I had to do it Right This Minute, Goddamnit.
People get far too unnecessarily soppy about having a muse, with
the  swooning and  the homilies  and  the  sense  that  it  makes one
better than unarty mortals, but I have generally found a muse to be
more  or  less  like  an  overactive  bladder.  It's  an  inconvenient,
insistent, occasionally humiliating condition. When you gotta art,
you  gotta  art  NOW.  Or  there  will  be  accidents  and  tears  and
someone may have to change their pants. 

Left with the choice of arting all over the floor or painting this frog,
I  got  out  the paint  and the piece of Masonite  that  I  had stuffed
behind the couch, and set to work. In order to handle this, however,
in the labyrinth of furniture and computer stations making up the
room, I had to sit in my computer chair, brace one end of the board
against my thigh, brace the other end against the coffee table at a
slant, set the paints up on my keyboard with my rinse water kissing
the monitor. This was a disaster waiting to happen, and it is a truly
astonishing feat that I did not irrigate the keyboard in the process,
particularly since I was well and truly over the edge on the painting,
the kind where you say "Okay, I'm done for now," put the paint
away, and thirty seconds later pull it all out again. 

And I had one paintbrush. Made of a dead rat. And I had to walk to
the art supply store, and it was uphill both ways, in hip deep snow...
(Okay, the snow bit was true. This was Minnesota, after all.) 

Anyway, the painting came out. And the even bigger one I had to
prop on the back of the couch and kneel in front of, on a hardwood
floor, came out, and the ones that engulfed the coffee table came
out, and the one where I had to put the coffee table on the bed to
get enough floor space to work on came out. Because at the end of
the day, a good studio space is a glorious, wonderful, profoundly
spectacular thing - but you can make art in a shoebox if you must. 

Far too often, people blame their lack of available studio space for
the  reason  they're  not  making  art.  And  this  is  a  perfectly  good
excuse, and I would never dream of claiming it isn't to anybody's
face, because I'm polite when I'm not writing a column. A well-run
studio (by which I mean a cluttered disaster area full of stacks of
board and boxes and completely random objects and stray art) is a
thing of beauty, and it makes a lot of things possible. For one thing,
where would I put my duck decoy, or those interesting rocks, or
that rusted out miner's lantern? Where would I hang the art that my
husband doesn't like? Where else can I randomly tack a postcard to
the wall for no reason? It's a wonderful thing! 

But the fact is, it's not a necessary thing. I could do without it - I'd
whine and complain and grumble, but if you have to make the art,
you'll find a way. (Hell, half the time I wind up working out on the
couch anyway.) Too often we put a kind of wall in our heads that
says, "This cannot be done without the proper space," and this gives
us permission to be lazy until we manage to get the space with the
sky lights and the Zen garden and the carefully bonsai-ed rubber
chickens laid out perfectly. But the wall is mostly in your head. 

It's easy (terribly, terribly easy) to say, "I can't work under these
conditions,"  and  no  one  will  blame  you,  because  of  course  it's
absurd to have to prop your painting between keyboard and coffee
table.  But  the  fact  that  you have  a  good  excuse  doesn't  matter,
because you're still not making art, and I have never seen anybody
listed in an art history book for the quality of their excuses. 

Great  art  does  not  require  a  great  space.*  I  have  watched  my
mother  put  together  her  MFA show tucked  into  the corner  of  a
double-wide mobile home, occupied  also by two grandparents,  a
small child, and a dog. She had probably four square feet total. The
dog  would  occasionally  eat  tubes  of  her  paint,  with  spectacular
results on the other end - viridian, for example, will pass through a
dog's intestines and come out just as vivid as it went in. But she
managed and produced painting after spectacular painting. 

Space is good. A studio of one's own is wonderful, and we long for
it, and we covet it, and it may well stretch the boundaries of what
we can pull off. 

But at the end of the day, the only space you absolutely, positively
need, is the one inside your head. 

*With  appropriate  practical  limits.  If you are,  for  example,  a  metalworker  or  a
ceramicist, you may need to put in kilns and foundries and so forth.
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Can't Spell Paint Without P-A-I-N
Janet Chui

janetchui.net

This column is for everybody who walks upright (and it's also really
important for digital artists, finally). Cats are still welcome to read
if only to snicker at us weak humans. The pursuit of art has long
brought long-term hazards as well as aches and pains that appear
within minutes after starting work. That pain in your back? It means
you're working hard, baby! Wrist aches, finger aches, neck aches,
arm aches,  headaches,  repetitive  stress  injuries...  you can't  paint
without pain! Suck it up! 

OK, no way I meant that at all. Artists suffer enough. Today we're
tackling ergonomics and  artist comfort. (Have you seen those two
words next to each other before?)
It's  been  said  before  that  around  90  percent  of  people  will
experience  back  pain  during  their  lifetimes.  A  smaller  but  still
sizeable percentage suffers from chronic back pain,  and a recent
issue of National Geographic Magazine revealed that for many of
us, back pain can't be entirely blamed on a lifetime of bad posture
and/or backbreaking work, but just the design and evolution of the
human  skeleton  itself.  (Let's  just  say  that  when  organisms  are
changing over time from a four-legged model to two-legged one,
the latest skeleton still has some, ahem, design kinks to work out.)
The human spine is an S-shaped curve, and the lower half the spine
has to support much of the weight of the upper body, and it's worse
for those of us with extra weight to carry. (Every extra pound on
one's front torso puts 10 pounds of strain on your back.) A number
of us may wind up suffering chronic back pain no matter what we
do. But there are ways to lessen back aches and pains.

Think of what you do for most of the day and what body positions
you  usually  find  yourself  in.  Whether  standing  or  sitting,  it's
important to keep your back straight. (Alas, there's not too much
help here for those who work on their hands and knees.) Your mum
and teachers were on a worthy mission when they stuck a wooden
rule down the back of your shirt to keep you sitting straight. (What?
You didn't get that?) Unfortunately, most office and desk chairs do
suck at making most of us sit right. If you're anything like me, you
may  find  yourself  slouching  at  the  desk  whenever  you  catch
yourself. It definitely helps to know how to find a good chair, or
how to modify your  existing chair  if  it's  not  doing its  job  as  it
should.

The ideal chair:

• provides  comfortable  support  for  your  lower  back  and
your bottom. (A lot of office chairs have that break in the
middle between the seat of the chair and back of the chair.
These won't provide butt support, obviously.) 

• should have a cushion that allows your lower back to arch
backwards slightly, minimizing one's tendencies to slump
and slouch when tired.

• should  have  armrests  that  slightly  raise  your  shoulders
when your elbows rest upon them. This again minimizes

slouching and slumping. 
• lastly  should  have  adjustable  height  in  the  seat  and

possibly in the armrests, if they're not at the ideal height
already.

If  you  haven't  figured  out  yet,  supporting  one's  lower  back  is
probably the biggest priority. So a small chair with correct lower
back support is going to work out better than a high-back padded
chair that doesn't provide the right curve in the lower back.

And now, let's see if you're properly comfy! If there are any things
on the following list you're not doing right, chances are you walk
away from your work with some painful cricks somewhere... Here's
a comfort checklist right now for you at your desk:

• 1.  Neck: First,  you're  going to  sit  up straight  and close
your  eyes,  and  bend  your  neck  by  facing  your  head
downward. Raise your head again to the level your neck
feels comfortable, and now open your eyes. If your eyes hit
the  center  of  your  computer  screen  (or  your  painting),
you're good.

• 2. Knees and hips: Your hips should be higher than knees
(though  not  by  much).  With  your  butt  nestled  firmly
against the back of the chair, there should be a clenched
fist's worth of space between the back of your calf/knee
and the leading edge of the chair seat. (Big chairs may be
too deep.)

• 3. Foot-rest/Chair height: Your feet should be supported at
the height where you can slip some fingers beneath your
thighs at the leading edge of the chair seat somewhat easily
(try  to  ignore  the  friction  from  some  of  those  chair
fabrics...).

• 4. Arms: Put your hands on the keyboard, or on the pen
tablet. (Note: This is for those working at the computer.)
Your  upper  arms  should  be  parallel  to  your  spine  (ie.
vertical). Your lower arms should ideally be bent at a 90
degree angle to your upper arms. Traditional 2D artists--
this is where a draftsman table or a raised, sloping work
surface comes in useful. Because it's going to be hard in
any case for traditional 2D artists to sit upright, have our
work  at  comfortable  eye  level,  AND  arms  in  the  ideal
position. We can't do it, but our work surfaces can help us
come close.

• 5.  Wrists:  Are  your  wrists  straight?  (If  your  hands  are
being bent backwards, you fail!) Your hands should in fact
be angled downwards from your wrist just a little. Wrist
rests are seductive, but they're actually for resting on, not
to use while typing (or even while using the mouse)! Wrist
braces help, but in the end, just make sure your wrists are
straight  and  you're  not  bending  your  wrists  backwards
while you type. Ergonomic keyboards may help those who
type a lot. And whether you're pushing around a tablet pen,
pencil, brush, or mouse, try to work more with your elbows
providing  movement  to  your  hand,  and  lessen  working
from your wrists. 

• 6. Eyes: Those still working with CRT monitors (I'm one
of them) need to make sure their monitors are situated to
avoid  glare  from windows or  lighting.  Generally,  make
sure  there  are  no  windows facing  the  computer  screen.
Adjust the contrast and brightness on the monitor so the
display  is  not  causing  headaches  or  eyestrain.  (Color
accuracy can be easily fixed later in Photoshop, if you're a
creature of comfort like me.)
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Repetitive Stress Injuries

Injuries? You think they can only happen while you're handling the
pen knife,  mat cutter,  or  chain  saw.  (Hey,  there  are  all  sorts  of
artists!) But you've in fact had RSI if you've suffered any of the
following  symptoms  chronically:  Tension,  cramping  in  wrists,
hands, arms, elbows and shoulders; shooting pains or soreness in
your  joints;  aches  or  stiffness  in  your  neck  or  back;  tingling,
numbness, stiffness, or pain in the hands, wrists, fingers, forearms,
or elbows.

If these sound familiar, it's time to learn how to avoid or take care
of  them, or  see your doctor  (who will  mostly tell  you what I'm
going to tell you next). RSI comes frequently about when we do the
same things with our hands or back over and over -- things like
drawing (traditionally or using the mouse or pen tablet), beading,
knitting,  knotting,  typing,  writing,  cutting  mats,  you  name it.  If
you've kept on doing something till  it  felt  like fire was shooting
through your bones, well, that was it. (Stop it!) 

Take a 10 minute break from your repetitive activity every hour in
order  to  keep  from  cramping.  Walk  around,  run  around,  do
something else. 

Stretch.

Keep your wrists, fingers, or arms warm, because RSI sets in more
quickly when your tortured joints are cold. Again, wrist braces may
be useful here. And I've lost track of times I wished I could type or
paint with gloves in cold weather. Heat really makes a difference,
and you can get it from appropriate clothing, a cup of hot tea (and a
mug warmer), a small space heater, or a hot compress.

Treating ourselves well now will lessen the pain that may hit us
later  in life! (Some of us have fibromyalgia,  arthritis,  and osteo-
arthritis to look forward to...) We need to think about the physical
stress  we  keep  placing  on  our  bodies,  and  the  stress  and
inflammation we invite to our joints now may come back back in a
big way later.

Further considerations:

• 1. Look for ergonomically designed tools.
• 2.  Exercise,  eat  well,  and  try  to  achieve  or  keep  your

weight to the ideal for your height. Keeping fit also lessens
strain  and  accidents  when  we  need  to  do  something
unusually exertive in the studio. (I was thinking of lifting
stacks of papers, I don't know what you were thinking of.)

• 3. Sleep well -- give regular chances for your body to heal
itself. A good bed supports your back and keeps it straight.
So again, good posture in bed helps!

Artmaking isn't easy, but artists sure don't need physical challenges
to make it harder than it is. We've got enough money, technique,
and deadline problems to worry about! So treat  yourselves well,
and make yourselves comfortable -- especially if you want to be
doing this for a while! 

My Wife the Artist
Roy Griffin

Yeah, that's right; I'm married to an artist. Oh the burden, the strife,
the long nights filled with agonizing loneliness as she toils over her
craft. Okay, that might be carrying it a bit far. 
So, what's it like to be the husband of a fine artist? What a stupid
question. That isn't something a person can describe. You might as
well say, "Explain to me how you feel as a human being." I usually
like  to  plaster  a  wry  smile  on  my  face  and  respond  with,
"Excellent."

We are left with the difficult, time-consuming, long and involved
process of trying to put onto paper something that very few people
will read, and those who do view it  will already have first-hand
experience.  It  seems  inconceivable  that  a  person  would  put
themselves through such futility. But that is exactly what I see my
wife doing consistently for her art. And, I suppose that is how my
creativity takes life in this world too. 

Let me give you a picture of our life together. I am an engineer. I
don't  currently work as  one,  but  there  really is  no other  way to
describe me. I am a math genius (yes, I have the right to call myself
that), and I love to teach people new things (as long as there is a
right and wrong answer to rely upon for grading purposes). I am not
sexy (though my wife thinks I'm handsome, but that's just because I
have a symmetrical face). I am not rich. I can have very set black
and white opinions on things that many people consider to be gray.
In short; I am the antithesis to Vogue and the religion thereof. I am
the anti-fashion, anti-image,  nerdy grown man who believes  that
spending an hour to get ready is not only a waste of time, but also
false advertising. 

My wife is an artist through and through. She is a trend-setter, she
is  fascinated  by  fashion  and  celebrity,  and  she  is  completely
involved in the visual aspect of humanity. But please understand:
She's not vain. When I say she's obsessed with the fashion industry,
it's the same way I am fascinated by professional poker players. If
any of you are reading this, can you please explain to me how you
can gamble your family's wellbeing on a card game? The point is,
my wife  believes  that  art  has  a  purpose  in  this  world,  and  that
purpose is to rejuvenate and lift the spirit of everyone. Me? Well, I
just like the naked parts. 

It isn't that I think so little of art that I am ignorant of my wife's
considerable  talent.  I  think very highly of  my wife,  and her  art.
Then again, I've never seen any of her work that I didn't instantly
recognize. Now is a good time to mention that I hate abstract, non-
objective, surreal, impressionistic art. Hate might be a little strong;
let's say that  I  despise any "art"  that  isn't clearly a recreation of
something real. Otherwise, it's just some amateurish attempt at self-
expression (like this article), that I don't have a problem with on the
surface,  but  when you slap  a  price  tag  on  it  and  call  it  art,  it
cheapens what professional artists are capable of. 

What most artists have in common (the good ones like my wife, and
the finger-painters too) is the inability to charge what their art is
worth. I imagine there are very few "artists" out there who can slap

~ H.3 ~



a piece together in fifteen minutes and get paid thousands of dollars
for it (Jackson Pollack being the exception to this rule while he was
living).  My  wife  struggles  constantly  with  wanting  to  make  a
serious living doing art. I am always telling her to raise her rates,
and she is fearful that she won't get anymore work if she does. And
she's probably right to some degree. After all, supply and demand is
the principal  that  free trade  is  based upon,  and there isn't  really
much demand for art. From a purely economical standpoint, no one
should expect to get rich on art. In fact, if you can manage to make
a living (i.e., enough money to support yourself while not living at
home, and with no more than one roommate), then you're doing
very well. In fact, I would wager to say that you're doing better than
about 95 percent of the artists out there. 

I figure my wife (who has a master's degree) will make an average
of about 6 to 7 grand a year at her current rates for working about
30 hours a week. If  you do the math, that is between $3.84 and
$4.49 per hour. Well done! And she still has people complaining
about  how expensive  her  art  is.  I,  on  the  other  hand,  have  no
degree, and will make enough this year to support a family of five
as part of the ever-shrinking middle-class by working a job that I do
exceptionally  well,  but  has  absolutely  no  "spiritually  uplifting"
qualities. We're just different people. If I were a billionaire I would
teach high school and/or middle school math, but I know that $30k
per year is nowhere near enough money to support a family, so I
use my big brain in a less "purpose-driven" and more practical way.
And I cry a lot. The fact is I find it far more important to make ten
times what my wife does, even if I have to suffer the indignity of
working a job that sucks the soul out of me (not in the good way). 

Don't go reading anything into all that. I need my wife as much as
she needs me. Yeah, I may pay for most things for our family, but
without her, our kids would have to be in daycare all day long, they
would see a parent only about two hours a day, and all I do is yell at
them anyways (shut up, it's sarcasm). Not to mention that like every
artist, my wife has absolutely no idea whatsoever how much she is
worth as person, an employee, or an artist. So, when she does work
outside the house, the house gets even more messy, the kids have to
depend on me for things like baths and dinner (talk about neglect),
and I am supposed to split the house-work and parenting fifty-fifty
because  we're  both  working  (never  mind  how much we're  each
bringing in). I much prefer having her at home so that she is more
willing to cook and clean. (No one likes to be in a messy house all
day  long)  Now if  I  could  just  get  her  to  the  point  where  she
worships the ground I walk on and would give me a sponge bath
every night. 

Anyone who thinks that I went way off topic should go back and re-
read the first few paragraphs of this article. If you're married to an
artist,  you  damn  well  better  be  creative,  appreciative  of  your
spouse's art, and be willing to laugh at yourself. If you aren't, your
marriage will never last. Cris and I are going on ten and a half years
now, and I hate her as much today as I did when I met her. I know
that I will always hate her this much. The only possible thing she
could do to make me hate her more is if she got liposuction on that
big beautiful  butt  of hers.  Thankfully,  she thinks elective plastic
surgery is the devil. Some crap about everyone being beautiful in
their own way without the need for surgery to change themselves.
That really is surprising to me since she's met my family, but as
she's grown older (getting on towards her geriatric years now) her
eyesight has gotten worse.

Living With an Artist
R.J. Decker

Living with someone is a major commitment, no matter if you're
dating, married,  or just  college roommates.  Getting used to their
little quirks can be tricky, especially if they happen to be one of the
rare breed known as an artist.  If mysterious piles of sketchbooks
and stacks of photo references suddenly start appearing in random
locations around the house, do not be alarmed! Chances are you're
living with an artist. In their natural environment they can often be
found wandering around muttering incoherently about mysterious
things called Micron, Prismacolor, and Wacom. If you find yourself
lucky enough to be living with an artist, I've found a few general
rules that might come in handy: 
Rule Number 1: You do not touch anything. Artist tend to nest in a
particularly comfy location and spread out from there. These spots
can easily be identified by the distinctive radial pattern the various
notepads, pencil boxes, and other brightly colored items make from
the central location. There may be one or more of these art nests
showing up at once - often in the middle of the floor and littered
with  half  empty  glasses.  Despite  any  temptation  to  move  the
objects, you must not touch anything! Woe be to the person who
loses an artist's favorite .5mm mechanical pencil. 

Rule number 2: You DO NOT touch anything! Thought you were
just going to clean up those half empty glasses I mentioned earlier?
No!  You  never  know  if  you're  about  to  dump  out  the  perfect
watercolor mix of purple and burnt umbra. Just learn to step around
the piles very carefully, my friend, you'll be better off for it. 

Rule number 3: Food is good. When the muse strikes them, artists
very  often  forget  to  eat.  It's  up  to  you  to  make  sure  they  get
nutrition occasionally. I  recommend finger foods or  a nice soup,
anything that can be eaten with one hand and not too greasy. They
will sometimes forget to eat even when you bring it to them, so just
drop back by later and wrap it up. When they come staggering out
of their art nest a few hours later whimpering pitifully about being
hungry, it's a snap to pop the food out of the fridge and nuke it.
Don't be discouraged if they ignore a meal that you took a lot of
time preparing for them, when they've got a dragon-led chariot, or
poker-playing pixies, or anime fanart in their heads screaming to be
let out, they can't help it. 

Rule number 4: Warm is better. This one is easy, just keep them
supplied with fuzzy slippers and a nice blanket. Artists like to be
warm, but  will  rarely move to  put  these  things on  once  they're
stared in with the scribbling. I'd recommend getting a space heater.
You can toast  up their little  corner while leaving the rest  of the
house mercifully temperate. 

Rule number 5: More important than all the others combined: Learn
the balance between expressing an interest in their  art and being
nosy. Some artists love people watching as they draw, others will
claw your eyes out for doing the same thing. It's trial and error to
learn what any given artist prefers, but it's a very important level to
know! Small steps, and keep your hands up to protect the head. 

Good luck!
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When You Don't Quit Your Dayjob
Joleen Flasher
joflasher.com

Almost every amateur artist has that grand dream about when they'll
become a 'Professional Artist'. They'll ditch the mind-numbing day
job and spend the rest of their lives pouring themselves into their
art. It's a great dream and there are numerous articles available on
the Web detailing how to make the jump and how to tell if you will
survive it. If that's your goal, good luck, and this article isn't for
you. 
What about those of us who don't have that dream? What if our
marketing/people skills are non-existent and painting a commission
gives us hives? What if we actually (*gasp*) like our day jobs and
are  building  a  career  outside  of  the  arts?  Where  do  we fit  into
things? More importantly, how do we fit art into our already full
lives without going insane? 

As far as where we fit, my personal experience says we are jammed
into  a  very cramped and often overlooked corner  of  the  artistic
world; not really hobbyists but yet not full fledged professionals,
according to many people. Trust me, whether you label yourself a
professional, amateur, hobbyist, or a whatever, the label won't make
nearly the impact on your art as devoting time to it will. 

Below, I'm going to give some tricks I've picked up through the
recent years. Undoubtedly, some of it you will have heard before.
Some of it will directly contradict what you've heard before. Keep
in mind that I'm coming at this from a very specific point of view. I
have no intention of  giving up my beloved day job,  and I  have
every intention of continuing to sell my art. That means that my
approach to being an artist is a lot less hardcore than some. Some
artists will tell you that you need to subsist on five hours of sleep a
night, never see daylight, have no human contact whatsoever, and
devote every spare minute to your art. That may work for a while
but do you really want to live that way? I don't. I plan to have my
tech career, sell my art, and still be relatively sane ten years from
now. 

Without a doubt, the biggest hurdle we non-art-career folk face is
the lack of time. The day job eats up most of the waking hours. In
what little remains, there are family obligations, the basics of living
(need to buy groceries sometime),  sleep,  and that mythical thing
called a social life all vying for place. No matter what medium you
use, art takes time. Marketing your work and showing it takes more
time. Running it  all  as  a  business,  complete  with tax forms and
accountability?  Yep,  still  more  time.  You've  got  to  find  it
somewhere. 

There  are  numerous  tricks  to  finding  sketch time.  First  off,  get
yourself  some sketch pads  small  enough to  carry around easily.
Next,  get  comfortable  with  drawing  in  public.  It  is  almost
impossible to whip out the easel and paint on the go, but you can
always  find  time  to  pick  up  a  pencil  and  draw  a  few  lines.
Practicing  art  almost  always takes  a  back  seat  to  creating  fully
realized art and yet we all  need more basic  practice.  Those  five
minutes waiting for someone to call you back is the perfect time to
work on different eye shapes or noses. If you live in a city with
public  transportation,  you  might  want  to  reconsider  how  you
commute. Sketches produced on the bus might not be fine art but

they are wonderful for honing basic skills. On top of that, sketching
in public is a surefire way to way to find buyers. You'd be surprised
how many people will buy something from you just because they
saw you creating it. 

Depending on the nature of your day job, you may be able to secure
a little bit of art time throughout the day. If your job is the type that
has large stretches of downtime and your employer doesn't  mind
you painting at work, then by all means use it. If you have a more
structured job,  then you may have to wiggle art into the cracks.
Don't  feel  guilty  about  taking  the  occasional  five-minute  sketch
break. If your job allows coffee or cigarette breaks, then they won't
throw a fit about a little drawing here and there. Obviously, don't let
this interfere with your actual duties at work or else you may find
yourself becoming a full-time artist whether you want to or not. 

Also, while they are rare, some employers have 'anti-moonlighting'
clauses  that  effectively  prevent  you  from  having  any  sort  of
secondary source of income. Double check your contract to make
sure you aren't barred from trying to make money off of your art. If
such a clause exists in your contract, bringing your sketch book to
work might not be the smartest idea. 

After the workday, you've got the evenings and weekends. This is
where  most  artists  cram in  our  painting  hours.  From talking  to
others and from my own experience, the standard we all start out
with  seems  to  go  something  like  this:  We  come  home,  nuke
something for  dinner,  and  then paint  until  the  wee hours  of  the
morning, sacrificing health,  social  life,  and sleep in one glorious
wave of creation. Whether we're creating art or stomach ulcers is up
for debate. 

If you try to do this every night, five nights a week, with two days
of  painting on the weekends,  you're  going to  burn  out  badly.  It
might  take  a  month,  it  might  take  a  year,  but  eventually  you'll
despise either your day job or your easel. You're also going to use
up whatever goodwill you have from your friends and family. Your
day job will suffer (the whole lack of sleep thing) and you will find
yourself wondering why you ever thought art was worth the effort. 

Short story: don't do this if you want to remain sane. 

Those mad dashes of painting are fine when you have a deadline or
burst  of  inspiration,  but  it  shouldn't  be  your  standard  way  of
operating. Since you do have the steady income, you don't need to
kill yourself for your art. Despite common myth, you shouldn't be
suffering just to create something beautiful. 

One of the major things I've found that helped me was to set up a
fairly strict schedule throughout the week. On certain evenings, I
paint.  One day out of the weekend, I  paint.  Nothing short  of an
emergency is going to stop me from painting. However, I also set
aside  time  for  grocery  shopping,  doing  the  laundry,  and  seeing
friends.  Moderation  is  the  key  here.  If  you  are  serious  about
keeping the day job and being an artist,  you're going to have to
learn just how much time you need to keep separate from the art to
stay productive. Don't forget to keep a little personal time in there.
A walk  in  evening  may be  better  for  your  art  than  three  hours
swearing  at  your  brushes.  If  you're  feeling  too  guilty  about  not
painting,  remember  that  art  stagnates  without  new  sources  of
inspiration. 

You should also look at what art related activities are eating into
your painting time but not  actually producing any art.  Setup and
cleanup  are  two  big  ones  here.  I  work  pretty  much entirely  in
watercolors  due  to  the  fact  that  my cleanup  time  with  them is
nothing. Swish, swish and I'm done; whereas with acrylics, it would
take 20 minutes to get all of the paint out of my brushes. If you
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have the space, dedicating a corner to your art will save you a few
minutes of lugging stuff out of the closet every time you want to
paint. Likewise, set yourself up a decent Excel (or similar program)
worksheet to do your bookkeeping. You'll appreciate it come tax
day. Be diligent about keeping it filled out and up to date. Nothing
is  more  frustrating  than  hunting  through  three  months  of  old
receipts when you know it would have taken thirty seconds if you'd
filled it out when you bought the item. 

Above  all  else,  learn  your  average  production  speed  and  set
yourself reasonable goals. Don't accept a commission that is going
to take twenty hours and is  due in a  week when you know you
normally only get to paint five hours a week. That's setting yourself
up to fail. Keep records if you have to, but figure out how long it
takes you to paint before you commit to anything. It goes without
saying that once you commit to something, you deliver it. 

Once you've set aside a time, how do you make the other people in
your life leave you alone so you can actually use it? One advantage
the full timers have is that they can say, "This is my job, I have to
do it or else I'll starve." You, however, pay your bills through the
day job and everyone knows that. The art is just a hobby to them
and therefore it is not important. This is where you're going to have
to have a backbone and actively show it. Insist that your work is
important, insist that you have to devote time to it, and believe it. 

Once again, having a schedule will help you. Your partner is less
likely to be upset about you painting every Monday if they know
you're willing to hang out on Tuesday. Remember that some people
just won't understand why a hobby (to them) is so important to you.
You can try to explain it but I've found with many people, it's an
egg that you can't crack. Sometimes you just have to stand your
ground and say, "This is how it is. I'm sorry if it upsets you that I
can't go bowling tonight." 

Like anything, you make time for things that matter to you. If you
find that you are constantly giving up art time to do other things,
then perhaps the art doesn't matter to you as much as you thought it
did. That's not a bad thing; there are many things more important
than art.  Adjust  your expectations  according to  the  life  you are
living right now so that you aren't constantly beating yourself up
over avoidable failures. 

It's not as easy as it sounds, keeping the day job and trying to be an
artist. Make no mistake, the moment you take a commission, send
art  to  a  convention,  or  start  reporting art-based income on  your
taxes, your art has become a second job with all the benefits and
drawbacks that entails. For some of us, though, it is the only way to
do things.

Handling Art Theft Gracefully
R. Bail

zombies.rbail.com
Art theft is seen as one of the worst nightmares that an artist who
posts their artwork on the Internet can go through. When people
think of art theft, they may think of protracted battles full of angry
e-mails and flame wars in forums, often leading to a 'victory' that
results in anger and hurt feelings on both sides, and often damage

the original artist's reputation as the accused continues to let the
world know of their poor treatment, even long after the rest of the
world has forgotten the theft. 

An art-theft scenario doesn't have to end this way, however. It is
entirely possible and in many cases even easy to deal with art theft
in a way that results in quick resolution and few hurt feelings. This
results in much less stress for the artist and a better reputation for
them on the whole. 

Determining Art Theft 

Before a single e-mail is sent, any suspected incidence of art theft
needs to be determined as a definite case. Half-true accusations are
the stuff flame wars are made of, and half an hour of research can
save an artist or concerned fan a lot of time and embarrassment. 

What is and isn't art theft isn't always clear-cut, and there are more
things that art theft isn't than what it is. 

What art theft is not: 

-  Rendering a character  similar  to someone else's  character(s)  in
markings,  coloring,  and/or  clothing.  EXAMPLE:  Two  people
having  characters  that  are  blue-skinned,  silver-haired  elves  that
wear Victorian dresses. 

-  Rendering characters  in clothes similar  to the clothes someone
else  renders  her  characters  wearing.  EXAMPLE:  Jill  Popular
renders her characters wearing plaid skirts with straps. It is not art
theft for Joe Wannabe to render his characters wearing plaid skirts
with straps. 

- Rendering a picture using the same pose and/or composition as
another picture. EXAMPLE: Jill Popular draws a picture that has an
elven  woman  dancing  among  columns  of  an  old  temple.  Joe
Wannabe draws a picture with a half-feline dancing in the same
pose in a field, or the figure sitting among trees in the same position
as the columns, or even a figure dancing in the same pose with trees
in the same position as the columns. 

-  Using the same ideas  or  themes as  another  person uses in her
artwork. EXAMPLE: Joe Wannabe draws a feline dragon that has
cat ears and fur after seeing Jill Popular's drawing of a feline dragon
that has cat eyes and a feline build. 

- Using the same rendering techniques or styles another person uses
to  render  her  artwork.  EXAMPLE:  Joe  Wannabe  sees  how Jill
Popular draws eyes and starts drawing them in the same way. 

What art theft is: 

- Claiming a piece done by someone else as one's own. EXAMPLE:
Joe Wannabe takes Jill Popular's drawing of an elf in a red dress,
paints over  the signature in a paint  program, and posts it  in his
online art gallery as something he drew. 

- Copying or tracing a piece done by someone else and claiming it
as  one's  own.  EXAMPLE:  Joe  Wannabe  traces  Jill  Popular's
drawing an elf in a red dress and posts it in his online art gallery
without credit to Jill Popular. 

- Re-publishing or distributing a piece without permission by the
copyright  holder.  EXAMPLE:  Joe  Wannabe  saves  Jill  Popular's
drawing to his computer, and then uses it without permission as his
character  avatar  in  an  online  RPG.  OR:  Joe  Wannabe  uses  Jill
Popular's drawing as part of a flyer he makes advertising his new
RPG store. 

- Reproducing a piece for profit without permission by copyright
holder. EXAMPLE: Joe Wannabe puts Jill Popular's drawing on t-
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shirts and sells them on his website or at conventions, but does not
have Jill Popular's permission to do so. 

Remember: Degree of similarity is key, and there are many gray
areas. When in doubt, err on the side of positive judgment of the
person you suspect. Also of note is taking into account that people
with similar interests will usually have similar influences and come
up  with  similar  ideas  independently.  Finally,  remember  that  it's
your particular renditions of ideas,  poses,  and compositions that
are protected under copyright, and it is stealing those renditions that
is art theft. You may wish to familiarize yourself with the  10 Big
Myths of Copyright - www.templetons.com/brad/copymyths.html -
to help familiarize yourself further on what is acceptable and what
isn't. 

Two special notes apply, however. One regards the use of style; if
you suspect someone is copying your style in order to impersonate
you,  this  bears  further  investigation.  If  you  determine  that  the
person is trying to impersonate you, this is identify theft. Identify
theft is quite serious, and you should immediately contact the site
administrators  and  possibly  legal  authorities.  The  second  note
regards unauthorized reproduction for profit; in these cases you are
STRONGLY  advised  to  seek  legal  counsel,  preferably  from  a
lawyer who specializes in Intellectual Property law. 

Handling Art Theft 

Now that you have a handle on what art theft is and is not, you need
to know how to  deal  with it  when you see it.  Say you've come
across a picture by a well-known artist on the gallery of a teenager
who is  definitely  not  that  well-known artist,  but  claims that  the
picture is his. What you do then is determine that yes, the picture is
really by the well-known artist or copied from one of their pieces
directly, and then you look up the original artist's e-mail address
and contact them with the URL of the picture and why you think it
is stolen. If the artist is a part of a big company or is otherwise a big
name and you don't think they would be able to deal with it directly,
then you e-mail the site administration or  abuse people with the
URL of the stolen piece, a URL to point to proof of who the piece
actually belongs to, and a statement of why you think this is theft. 

And then you leave it alone. If it is not your artwork being stolen, is
it  not  your  responsibility  to  deal  with  it  any  further.  Posting
negative comments, e-mailing the thief, or posting about it at length
on your blog or LiveJournal are NOT recommended--these actions
can be seen as harassment and get you in trouble, and even if you
don't catch heat for the actions, remember that the Internet doesn't
forget and your actions may be archived for years. If you must post
about  the  theft  in  semi-public  to  public  places  to  determine the
original artist or to warn others, endeavor to keep your tone neutral
and your facts straight, and avoid responding to trolling comments.
Remember that  your actions  reflect  not  only on you, but  on the
original artist as well, and they may not appreciate vigilante actions
in their name. 

If you are the artist who is being stolen from, you will have to take
additional steps. The first step is to calm down. Depending on the
nature of  the theft,  your feelings can range anywhere from mild
irritation to full-out rage. In any case, you need to let those feelings
settle down before you write any e-mails to anyone. 

The second step is to write a polite but firm e-mail to the thief. It is
important  not  to  accuse  or  insult,  lest  the  person  take  this  as  a
reason to be stubborn and complain about how mean you are to the
world at large, but it is also important to put across to them in no
uncertain terms that what they did was unacceptable. This gives the
person very little latitude to make excuses and drag the situation

out. A good format is as follows, with the words in brackets to be
replaced by the pertinent information: 

[Name of the accused art thief], 

I  am the original artist of [name of piece],  and I do not find it
acceptable that you are claiming it as your own/posting it without
permission, as it  is a violation of  my copyright.  Please take the
image/your  copy/your  tracing  of  [name  of  piece]  down  within
[however many - a week is good]  days, or I will contact the site
administration/abuse team/your host so that they can take it down
for you. 

Regards, 
[Your name] 

At this point you wait for a response. The response may be simply
taking down the stolen piece; you may get an apologetic e-mail as
well.  You may, however,  get  an  angry response,  or  one  that  is
unhelpful.  If  the  wording  of  this  response  is  threatening,  it  is
acceptable for you to contact the site administration right away with
both the response you received and your stolen work complaint.
Otherwise, wait until the time period you gave the person is up, and
if  they  have  not  removed  the  piece  by  then,  contact  the  site
administration to have them remove it. While in a perfect world the
administration would take the stolen work down right away, give
them time before you send them another e-mail; at least a week is
appropriate,  with two weeks being better  for  very large or  busy
sites. If you need to e-mail them again, do so politely but firmly. 

In  no case  should you set  your friends on a suspected  thief,  no
matter  how  angry  you  are.  If  you  tell  your  friends  about  the
situation, make it clear to them that they are to leave the thief alone.
You can't control what they might do or say, and dog piling onto
the suspect is harassment and anything they do will reflect upon
you, unfair as that might be. You should also refrain from posting
publicly about the suspect or the situation, unless the case escalates
to the point where you need to call for outside advice--even though
your feelings may be quite hurt (and understandably so), it's still not
the end of the world and having dramatics over it won't do your
reputation any good and, unfortunately, may make you a tempting
target for trolls who like to rile people up. If you need to call for
help, remain as neutral and as factual as you can, and remind people
you are looking for help, not assistance in harassing the thief. 

Once the matter is resolved, drop it. It's acceptable and even wise to
keep an eye on the thief, especially if they had taken more than one
piece  from more  than  one  person,  and  even  quietly  warn  other
artists about the person, but other than that let the past remain in the
past.  Continually  referring  to  a  resolved  case  doesn't  make  you
appear more sympathetic, but it does make it seem like you are out
for sympathy and may invite flames from those involved with the
person who stole the artwork in the first place. 

Remember that  politeness,  firmness,  and patience are  the key to
resolving  a  case  of  art  theft  with  the  least  amount  of  drama.
Applying these three qualities to your interactions with those who
have  stolen  your  work  will  increase  the  likelihood  of  a  quick,
satisfying resolution. 
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Trash
Janet Chui

janetchui.net
Ah, the lot of the artist's life. High cost of supplies, low pay, terrible
hours, social ostracization, misunderstanding relatives ... dangerous
solvents, persistent poisons, and brain-melting fumes. 
We suffer a lot for our art, but we persist because something makes
it worth it. For it, artists will brave cements, glues, ammonia, clay
dust,  chlorine,  high  heat,  flammable  liquids,  varnishes,  lead,
compressed  air,  flying paint  particles,  microfibers,  and corrosive
acids. Some of these materials we may use without paying enough
heed to their toll on ourselves. The majority of us are probably not
glass-blowers or metalworkers, but worry not, this column will find
information to scare even the artist who only works with non-toxic
kiddie paint. Otherwise I just wouldn't be doing my job. 

The other part of my job will be trying to cover what an artist can
do for the environment. Pollution and destruction is ugly—as artists
create and represent beauty, we can all try to ensure this doesn't just
happen inside our studios but persists outside the studio, too. And
there's a lot we can do. The more one learns, the more it is apparent
that our health is closely linked to the health of our environment,
our source of nurture and inspiration. 

So for this first column, let us tackle what every artist generates no
matter what medium you work in. It's the stuff we can't wait to get
out of our sight. But along with our pretty work, we produce it, and
probably don't think that much about it, nor about where it goes, or
how it adds up, or what it does after it's out of our sight and our
minds. 

See, I've chosen to talk trash in my first column. 

Trash stinks. It takes up space. Sometimes it forces you to leave
your desk and have to walk to the dumpster to be rid of it. The
average American is said to produce over 4 pounds of solid trash a
day. If you're not American, statistics say you produce much less. 

Away from your studio, trash takes up more space. It gets thrown in
landfills (where most of it  actually does  not disintegrate).  It  gets
shipped  overseas  to  third  world  countries,  becoming part  of  the
landscape for the poor. It gets burned and becomes part of a bigger,
more harmful stink. Some trash can't even be destroyed or recycled
at  all—non-biodegradables  and  will  persist ...  in  the  long  term
seeping into the ground or into air and the water supply and into
living things, causing cancers and other debilitating health effects to
the  unfortunates  living in  the neighborhood.  (And do  you know
what's in your neighborhood?) 

Toxins aside, the largest percentage of solid waste generated in the
U.S.  (one  third)  is  paper,  including  paper  from catalogs,  other
disposable  reading  materials,  and  packaging.  As  artists,  we're
probably really familiar with this stuff. 

Ordering studio  supplies  over  the  Internet  or  phone is  a  regular
thing for many of us. But with any new purchase (including an in-
store purchase) comes packaging, and that can entail paper products

(cardboard or paperboard usually), petrochemical inks (used on the
packaging), plastic, and Styrofoam. To minimize this trash we don't
want  that,  alas,  always  comes  with  what  we  do  want,  one
recommendation is keep your delivery orders large but infrequent,
and to buy your items in bulk. This works for non-artist items too! 

It also works to buy stuff only on your need-list and avoid small
impulse items. Cut down your purchase of disposable palettes and
pens  -  in  fact,  you  can  use  other  trash  items  as  one-time  use
palettes, like veggie trays and glossy cardstock. When shopping at
the store, bring your own carrier so you don't have to take home
another  plastic  bag.  Recycling,  when  we  tackle  it  in  another
column, is not applicable to a lot of plastics. 

Another big consideration is to try avoiding hazardous art materials
we really may not need. As artists  we get familiar  with warning
labels.  We  follow  their  instructions  for  safe  use  and  good
ventilation. With some aerosols and varnishes, however, even after
use,  we  have  to  be  careful  with  how these  items  are  disposed
(subject  of  a  future  column!).  It  may  be  worth  avoiding  these
products altogether. "2D" artwork can easily be protected with care
and by mechanical means alone, foregoing bad-smelling fixatives.
Your family and customers will be thankful! 

One more item some of us could consider not buying is packaging
for  our  own work. After  all,  artists  are  sellers too.  Need bubble
wrap? One can salvage and save the bubble wrap and styrofoam
peanuts from Christmas gifts and our own Internet  orders.  Need
envelopes? You can construct your own from scrap paper or reuse
those you've received. 

If you're unsure about how your customers will react to secondhand
packaging, don't rule out explaining your actions to them. Besides,
it's not the outer package but the inside that counts, uh, right? Your
art item can still be presented beautifully inside the package - in
reused wrapping tissue and ribbons, some of my favorite materials!
Stock up at  the holidays, even if  you'll look a little crazy at  the
family gathering grabbing everyone's used wrappers. 

You can probably think of more ways for artists to reduce what we
need to buy. The sky’s the limit—you can find recipes online to
make clay out of common flour, calligraphy ink out of nutshells and
berries, or handmade paper out of your monthly bills! We may not
always be  thinking about  where we get  our  materials  from—but
wouldn't  it  be  cool  if  part  of  them came from our  own hands?
Creativity is,  after  all,  our  domain.  And we can apply it  toward
making a better impact on our planet.

Let There be Light!
Janet Chui

janetchui.net
Where are you sitting right now and what is illuminating the room?
Are  you comfortable?  Are  you  feeling  positive?  Do  you feel  a
headache coming on that is not caused by my writing? 
As  2D  (2-dimensional)  artists  we  paint  with  light.  We  learn
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chiaroscuro and apply it to our subjects to give them the illusion of
3-dimensional form on paper. Light illuminates and shapes. It gives
character  to  paintings,  it  determines  even the colors  used - cool
light, warm shadows; warm light, cool shadows. 

But back to my question - how are you feeling? I'm asking because
we're going to see how much light might affect your answer. 

Sunlight - the artist's number one choice of lighting! It's natural,
free,  non-polluting,  helps  us  make  Vitamin  D  and  ...  keeps  us
happy. While we're not recommending too much of a good thing,
regular doses of being in the presence of sunlight (indirect sunlight
being best) boosts our serotonin levels in the brain and keeps our
melatonin  levels  in  check.  In  the  winter  months  when days  are
shorter,  or when people find themselves working night shifts and
seeing little of the day, it's been shown that they fall easier into
depression (SAD [Seasonal Affective Disorder] includes symptoms
of insomnia, lethargy, irritability, and anxiety) due to the chemical
imbalance in the brain. 

(If you believe an artist has some license to be moody, I'd agree
with you - but  only to  the point  one's  health is  not  endangered.
Medical bills  are not fun, and while this should not be read that
sunlight will cure every ill, we are trying to keep artists healthy to
so they can keep on doing what they love doing!) 

If  you have the luxury of living in a house that has windows in
every direction, light from the north has long been preferred as the
best natural light to work with. It is cooler and more even, and this
is useful if you prefer the perceptions of your color painting to be
untainted by the warmer orange-y colors of evening and dawn light.

If I haven't sold you on the benefits of natural sunlight on artists and
their  work,  we're  going  to  examine  now the  different  kinds  of
artificial  light  for those of  us working at  night,  or  in deep deep
dungeons beneath opera  houses.  As mentioned before,  the color
temperature  of  different  lights  also  has  an  impact  on  our  color
work, so we're going to cover this too. Very quickly (some of us
may already know this from photography or monitor settings for
desktop publishing), color temperature is measured in Kelvin, and it
will be useful to divorce color temperature measurement from your
current  knowledge of normal temperature  measurement.  In color
temperature measurement, the cooler (and more blue) the light, the
higher its value in Kelvin. The warmer and redder it is, the lower its
value. Outdoor sunlight in the shade is roughly 7,500 K; average
direct sunlight is around 5,500 K; candles give off about 1,800 K. 

Fluorescent bulbs - ah, the darling of the environmentalists! They
provide a long life of use (6,000 to 10,000 hours compared to 750
to 1,000 hours of incandescent bulbs) and they save energy (a 25-
watt  compact  fluorescent  bulb  is  equivalent  to  a  100-watt
incandescent bulb in terms of brightness). Their color temperature
range is between 6,400 K and 2,700 K depending on which you
choose. 

The caveat is, holistic health practitioners hate fluorescents. They
cast harsh shadows, create disruptive electromagnetic fields around
them, and the frequency of some fluorescent lights, some flickering
at around 120 Hz, is actually discernible by some individuals (even
though humans are supposed to unable to perceive flickering above
50  Hz).  Eye  strain  and  headaches  could  be  the  symptoms  or
working too long under  fluorescent  lights.  (Flicker  is  a  problem
unique  to  fluorescent  lights  only.  For  reasons  of  article-length,
you'll  have to find the scientific reasons outside of this column!)
Though newer fluorescents have gotten better about flicker, hyper-
sensitive artists who are going to work under them long hours might
want to choose carefully. 

Another bummer that even some environmentalists don't realize is
how mercury, one of the most dangerous materials on this planet, is
integral to the fluorescent bulb. Light is created by exciting mercury
vapor atoms. It doesn't take very much mercury to kill all the fish in
a small lake. In humans, mercury in small doses can cause damage
to  the  brain,  spinal  cord,  kidneys,  and  liver.  Children  and
developing fetuses are even more easily affected and harmed. 

If you are currently using fluorescents, please consider disposing of
your spent fluorescent bulbs the same way you would dispose of
toxic  chemicals,  and  do  some  research  on  your  local  waste
management  facility  (where  they  are,  and  how  they  accept
hazardous trash). You can also visit bulbs.com to learn about light
bulb recycling and resources. 

Incandescents – all right, they're energy guzzlers and they don't last
as long. But don't rule them out yet. In your living space, you can
differentiate  between  general  and  task  lighting,  and  use  energy-
saving  bulbs  to  light  large,  heavily-used  spaces,  and  your  less
efficient bulbs to light specific task areas like your work desk or
favorite reading spot. (Don't forget to switch off the light when you
don't  need  it.)  Incandescents  (this  covers  tungsten  bulbs)  are  a
favorite because they are warm (around 3,000 K), comforting, and
the bright side is...  you can now find energy-saving incandescent
light bulbs in your store. 

Halogen  -  the  choice  of  interior  decorators  and  jewelry  store
owners! They are pretty close to sunlight and make things sparkle.
They are more expensive than fluorescents, but offer the same long
life and energy-saving benefits, without the health hazards. Lower
watt halogens illuminate just  as  well  as  high-watt  incandescents,
making their bright white light (4,000 - 5,000 K) great for spot and
task lighting. Try to avoid dangerous torchieres - halogen lights at
their worst get very hot and can cause fires. Halogen bulbs with the
Energy Star label are generally safe. 

Full  spectrum or  natural  light  bulbs  - Bulb  makers  like GE and
Phillips,  as  well  as  specialists  like  Ott-Light,  make incandescent
and florescent bulbs that simulate broad spectrum natural sunlight -
some products more successfully than others. (There's no substitute
for the real thing!) Bulbs up to 6,500 K are available and these do
have the ability to combat SAD. The light is also very "true." As
you can guess, this artificial sunlight does come at a cost - a high
price  tag.  They  do  not  save  as  much  energy  as  halogen  or
fluorescent lights either. If price is no object, find out if the broad
spectrum  light  bulb  you're  purchasing  is  fluorescent  or
incandescent, bearing in mind the characteristics of each, and which
will  suit  you better.  Do aim for  a  broad  spectrum light  bulb as
opposed to just one with a high color temperature - some people
have reported that, with the latter, you just wind up with a light bulb
that gives a weird bluish light. 

Lastly, if light bulbs now scare you, candles are not recommended
lighting for artists working in dark places, no matter how romantic
it is. Slowly going blind will not help your art. (No offense to the
talented artists  out  there who work despite visual disabilities.)  It
also  is  very  dangerous  for  living,  breathing beings  to  have  too
many lit candles in a small area. (Do not believe what you see on
television!) 

Well, you should now be able to face down the light bulb section of
your hardware store with confidence! Think about your eyes, mood
and health the next time you're shopping for lighting - you can help
your art,  yourself  and the planet  with that  purchase.  I  hope  this
column has proved ... illuminating!
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EMG-Zine.com is a monthly online magazine for artists and writers of fantasy and science 
fiction. The ‘EMG’ stands for ‘Ellen Million Graphics,’ and ‘Ellen Million’ stands for me. 

The 'zine was a project I began in January of 2006 that has been turning out helpful and 
relevant articles and showering readers with themed fiction, artwork and reviews every 
month. This anthology is just a sampling of the great work our writers and artists produced 
throughout just one year, and for more on the subject I recommend visiting the site.  (I had 
a tough time cutting out Ursula's article on why you should draw smut and Marina's col-
umn on mythology and symbols deserves its own book. It's also hard to include computer 
wallpapers in a print volume, but you can find gorgeous free desktops every month at the 
webpage!)

My goal with the 'zine was to educate, enlighten and beautify, and I hope you will agree 
that this goal is well met in our anthology of 2006.  It should be most helpful to beginning 
and intermediate artists and writers, and even seasoned professionals will find words of 
wisdom and eye-opening information about business, life, and our impact on the world.  
Whether you're looking for tax and marketing advice, suggestions on art paper, or a laugh 
about living with artists, this is a volume that should grow dog-eared and much-referenced 
throughout your career or hobby.

I couldn't have done any of this without our head editor, Megan Myers, our reviews editor, 
Georgette Tan, our art director, R. Bail, our web-coder, Janet Chui, or our graphic designer, 
Deborah Grieves. The subscribers and contributors have been an incredible support and 
our columnists - Annie Rodrigue, Marina Bonomi, Janet Chui and Ursula Vernon -  have 
been outstanding. Our cover art is by Amy Edwards - be sure to see the full picture in Part 
D: Art and Fiction! 

I hope that you enjoy this compilation; you can't go too wrong with something that begins 
with a chicken and an egg and ends in ‘Let There be Light!'

Be well,

Ellen Million

Ellen Million Graphics: Taking the Starving out of Artists since 1993




