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The one where you’re standing in a room full of c[othcd people and you're in
nothing but your underwear! Being an artist is a ot [ike that. Everything we
do is put on display and open to public praise or criticism. We create art so
that others can see it. Except, well...this.

This is the privace stuff—the sketchbook stuff, the stuff you’re not supposed
to see. [his is the man behind the curtain. Sometimes it’s raw, sometimes it’s
rough, and it’s certainly not intended for publication. It’s pure stream of con-
sciousness; the sometimes-linear, sometimes-convoluted means to an end.

But maybe therein lies the charm—its rough edge, its rawness. And is
rawness even a word? All | know is whenever | crack open a sketchbook,
people want to see it. And | know when | meet with other artists, | want
to see what’s crawling through their brain—| want to see their sketch-
book...their means to the end.

There are no portraits of my dogs, my family, or the trees in the backyard to
be found here. These are all thoughts and ideas for what | do...comics.

Like | said, these doodles and thoughts were not meant for publishing,
but enough people have asked, so here you go. | guess part of the fun of
this sort of thing is seeing how different the initial ideas can be from the
final printed stuff you may recognize. That’s what | find interesting
about other artists’ sketchbooks.

Anyway, | hope you enjoy this quick look into the thought process. Just
return the favor for me, huh? Next time I'm at a convention, gimme a peek at
your sketchbook.,

e —

—Marc Silvestri




CHARACTER DESICN
= STRYKER

- Man, this takes me back: From pretty much the first line down, these were the
Cyberforce characters. | was so-damn.proud of em, | even wrote “ ™ and © Marc
Silvestri 19927 on ‘em.

The thing | like-about Stryker is that the first time most people saw him, they
assumed he was the villain—and that’s just the effect | was looking for. Four-armed
characters have been done to death, but never asymmetrically like‘this. 1t’s tungainly,
but it works for an image that’s visually “seryking”— pun intended.




CHARACTER DESIGN

#4 RIPCLAW e 4

The only change | really made off this original design was, iniretrospect,
pretty obvious...even | realized it would. be tough for him to go to the bath-
room.. | changed the'eglaws to more a “Termimator 2”-style liguid metal, and
saved countless tasteless jokes,

RIPCLAW 4 © Mdwe ==ruasrer ref2—



CHA RAETLER DESIGN
- KILL]OY A

The name says it all for this villaingss. Throughout history, the death’s head has
been used as-a symbol'in war for intimidation and putting doubt in.the mind of
your enemy before the fight even starts. Sometimes, the battle is won before the
sword is drawn. That’s'her'game and her look—pure intimidation.

CHARACTER DESICGN

VELOCITY * .

She was the Cyberforce speedster, so | modified this original costume with an
asymmetrical [ightning bolt across her bedy that gave her a kinetic feel. Even
standing still, she seemed in motion, and that fit her personality as well.




VISUAL [EE\\}ECLS)PMENT
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Hey, we already have ceramic heart valves and polymer
replacement kneecaps, right? | have this notion that in the
far-off future, humans have evolved to the point where
they're actually born with mechanical enhancements. This
"evo"lution was touched on in our Evo one-shot.
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— SWITCHBLADE SEALLLE -

| always take the time to really detail on toys, statues, and so on.
When | have time, | like to do the “turnaround” drawings myself, like on,
this Dynamic Forces Witchblade statue.

These 3D representations are the closest our 2D characters come to
real life, so no detail is too small, be it pose, expression, or even
not that | have a foot fetish or anyching.
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MOVIE PITCH ART

INFEERNO

Many people don’t know that we developed Inferno as a comic and movie simul-
taneously. There’s a screenplay right now at Warner Bros. This is one of my
favorite images from the pitch art—our heroes on a river of blood at the center of
Hell. | love this underworld architecture—buildings fused with bones from giant,
long-dead beasts of Hell. This is a shot of the literal beating heart of hell! Oooo,
| just scared myself!

e




VISUAL DEVELOPMENT

INFERNO DEMON

Consider him Satan’s dog-walker.. Visually, a horned demon may be a bit cliché.
But cliché can speak to someone instantly—they see it, they get it. And you just
can’t beat a badass quy with horns and hellhounds!




CHARACTER SKETCH

JOHN DANTE

Some simple design concepts on one of the main
characters from Inferno. Just trying to work out the
look of the armor. The tricky part of any design like
this is meshing aesthetics with functionalicy. And
here’s a few tattoo ideas thrown in as well.

CHARACTER SKETCH

CRACGE
S

She’s the total package—she can not only kick
your ass, but look great doing it too. A tip for you
artists: | drew a side view of her boot just to make
sure the design holds up from more than one
angle. What looks good from the front doesn’t
always look good from the side, y’know. You
should always give yourself more than one view
on all your characters, just so you’re sure the
design doesn’t fall apart on you.

INFERNO

CHARACTER

DESI NS




CHARACTER DESICGNS

EVO SENTRY

This is one of the “future cops” seen in our Evo one-shot. Evo was conceived of as a
tie-in to Cyberforce, so these are reminiscent of the SHOC troops of Cyberforce.
Consider them the SHOC s of the future.




COVER SKETCH
HEART OF DARKNESS

Most people assume that’s Sara Pezzini on the right in “Witchblade” armor. But it’s
not. It’s Sara essentially “possessed” by the Darkness power. So she takes on the

appearance, sexy domino mask and all, of being one of )ackie’s minions—and one of his
better-looking minions at that. Being Jackie doesn’t suck.




COVER SKETCH

(__DARKN ESD 1/:39~

This design | call “a study in spheres.”
Wherever you look, all eyes are drawn
to...spheres. Let’s just leave it as that.

As an aside, the original art for this
piece | gave as a gift to my wife,
Bridget. The Amngelus, pictured
here, is her favorite character.




DARIKNES S

COVER

S KETC S

COVER SKETCHES

DARKNESS il

| have to admit, | love drawing
Jackie Estacado, the Darkness. There
are so many things you can do with
the character, design-wise and with
poses. Come to think of it, my wife
might like that upper-left piece, too...




CHARACTER SKETCHES

STRYKER

We have a new Strykeforce series coming in April
I’'m totally stoked for—so stoked, that | did the char-
acter designs myself. The core of the team is, of
course, Morgan Stryker, the cybernetic soldier. |
went for a look this time chat was streamlined, less
clunky, less industrial, and more organic. | wanted
him to look “bio-mechanical,” the human equivalent
of the H.R. Giger Alien. The metal is still there, but
it’s metal fused into skin.

\ STRYKEFORCE
ICHARACTER

DESIGNS
STRYKER



CHARACTER SKETCH

TIA KATANA
e —

Tia Katana is part of the April
Strykeforce launch, but...she’s actually
an old character in a way. l've had this
design in my sketchbook for years, and
I’ve just been waiting for the right time
to pull her out. | love the idea of this sexy
character with the great snake tattoo,
and rthe tattoo’s ability to turn into a
weapon once taken off. Kind of leaves her
naked though. l’ll have to work the bugs
out on that one.
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CHARACTER SKETCH

B

She’s the invisible/espionage element of the Strykeforce team, and you can call her my
version of the high-tech Daisy Duke. What she’s wearing is recognizable as clothing,
but is still highly sexy and funccional. Well, as much as a pair of Daisy Duke shorts
can be functional.

CHARACTER DESICNS

SIFRYIKEFOIRE E



CHARACTER SKETCH

b PLET

He’s a telekinetic, and the ’

‘playa” of the Strykeforce team. Depending on your point
of view, he’s either silky-smooth or greasy-slick. Either way, the design reflects that.

He can go from a special forces op to a $10,000 blackjack table in Vegas in a heartbeat.
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CHARACTER SKETCH
BUAC K ANVIL

| reworked Black Anvil just ever so slightly for the new Strykeforce book.
More than an

E/thinj-;, | love the character’s attitude, and sense of humor. As
much as possible, | try to get that across in his look, so that the

‘ _ victurc does
tell a story. Can you imagime him as a tyke in a baby stroller! Wonder if he
[ooks like the mother or the father!
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VISUAL DEVELOPMENT

UNIVERSE HELLTRAIN

This is the train from Universe that brought cthe most damned of the damned to
the deepest recesses of Hell. In the earlier designs at the top, | was thinking more
along the lines of a rail-bound hot rod. By the time it was finalized at the bottom, it
was definitely an old-school steam engine. There’s nothing smooth or quiet about
this—just pure noise and brutal horsepower.
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CHARACTER DEVELOPMENT
U-MEN/GIANT ANTS

Something old, something new. ..

I've got a four issue New X-Men run starting this month, returming myself to the scene
of the crime at Marvel. Grant Morrison is writing, and he’s got an imagination that runs
a mile a minute. ..talking whales, giant ants, futuristic cites, you name it. It’s really filled
up my sketchbooks. Here’s a look at my version of Grant’s “LI-Men,” the
human/mutant hybrids...and of course, some giant ants.

X-Men and all related characters: ™ and © 2004, Marvel Characters, Inc, Llsed with permission.



CHARACTER DESIGN

PHOENIX

Okay, here’s what you want to see: Some character studies that got me back in the
flow to draw the Phoenix, both as Jean Grey, and in full resplendent Phoenix glory.

X-Men and all related characters: ™ and @ 2004, Marvel Characters, Inc. Used with permission.
4,



CONCEPT DEVELOPMENT

NECROMANCER BAR SCENE

We have a property in development called Necromancer, which deals with
magic, or more accurately, the seamy underbelly of magic. Seems to me in a
world where even lowlifes have some magical abilities, this is what a night
out at the bar might look like...
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STORYBOARDS

JONNI NITRO

No lie: | directed a movie. Kind of.

Jonni Nitro was an Internet film for eruptor.com. | directed and drew all the sto-
¥ ryboards, which was a lot of fun. The main di[fcrcn-c.c between drawing storyboards
and drawing for comics is that you draw a LOT of “in-between” shots you’d skip
for comics. But it’s necessary for any kind of film work to get every shot, every prop,
every angle and every location. Time is money in film and no one has the time to sit
on set and wonder what the next shot will be.

SHOT 2 - EPISODE 2 (PG.1l)

INT. EMERGENCY ROOM - NIGHT
(JONNI IS RUSHED IN ON GURNEY)

NOTES:
* FOLLOW STORYBOARD.
* REAR DOUBLE DOOR @ STRAWDOGS.
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LOBICOWERRODUGTIONS ™™

STRYKS
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“JAY FAERBER IS THE BEST WRITER YOU MIGHT NOT BE READING, AND
HE FINALLY GETS TO CUT LOOSE ON STRYKEFORCE, A PERFECT BLEND OF
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PECIAL SNEAK PREVIE




I'M RIGHT
| HERE, RIGHT

WHERE?
I CAN'T 6EE

THAT'S
BECAUSE I'M
INVIGIBLE,

IT'E A VITAL
PART OF THE

RESCUING, YOU '/

KNOW?

OH, WAIT, I CAN
SORT OF SEE YOU

NOW! I THOUSHT YOoU

BSAID YOU WERE
INVISIBLE?

OKAY, 80 I'M
oT CoM
INVISIBLE.

EVERYONE'S
A CRITIC.

I THINK I8
LOBING MY

I FOUND OUR
6UYS. THEY'RE TIED
UP WITH CHAINS. WE'RE
GOING TO NEED TIA
DOWN HERE.

"IN sHE'S EN ROUTE.
\\_ ANY HOSTILES?

NOT 80 FAR,
BUT I DON'T WANT
TO PRESS MY LUCK.
HURRY LIP, OKAY?
I THINK I CUT MY FOOT
WALKING AROUND
INHERE. 1

SURVIVE. SEE
YOU IN A FEW.

MY COLLEAGUE.
YOUR COMPANY HIRED
Us TO COME AND G6ET
YOU. YOU SHOULD BE
FLATTERED WE DON'T

COME GSEAE IN FACT,

PEGIAL SNEAK PREVIE




KILLA-WATT,
WE'VE 60T
HOSTILES ON SIGHT.
REPEAT, WE HAVE

y I‘-_I" HOSTILES.

-

-

Ed
o .&&’%
’ ¥ sotAe0 E -
s ™~ Loun

COPY THAT.
TELL YOUR
\ PEOPLE TO COVER
THEIR EYES.

COVER YOUR

A EYES. TELL YOUR

FRIENDS.

PEGIAL SNEAK PREVIE
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TN NV YOU EVEN SPEAK
- ENGLIBH, 5O LET ME PUT
3 THIS IN WORDS YOU CAN
UNDERSTAND..

PEGIAL SNEAK PREVIE




<LWE'LL BE
TAKING THESE PECPLE
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THE SHINING PATH'S
RETURN TO POWER.>
CTHE UNITED
STATES GOVERNMENT
PEOPLE OUT..>

OFF YOUR HANDS. WE'RE
MAY NOT WANT TO COME

NOT &0ING TO LET YOU
USE THEM TO HELP FLIND
INTO THIS UNCHARTED

HELLHOLE TO GET THEGE
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PON
THE UNITED STATES

SOVERNMENT.> 4
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IN STORES APRIL 2004,
iy’ |
S MY

TO BE CONTINUED IN
STRYKEFORCE #1i--

STRYKEFORGE AVAILABLE APRIL 2004!




(NEED A COOL POSTER?)

LOOKING FOR THE

NEWEST BOOK?
OR AN OLD CLASSIC? [

COMPLETE YOUR COMIC COLLECTION AND DISIT:

W TOPCOWSTORE. COM
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