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See what Carlos Cabrera & Mike Corriero created, when we gave them the subject  “Scary animal 

emerging from a forest”, in our new speed painting section.
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Lorin Wood is a conceptual designer, that works primarily in the film industry but also has 

experience in both television and games sector. Much of his work is permeated by his 

interest in mythology and story telling, which is something he continues to explore.
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You appear to have worked across a number 

of areas within the film and entertainment 

industry but which would you say has been 

the most fulfilling and which has presented 

the greatest challenge? Well, easily the film 

work (the work that I can show) has been the 

most fulfilling creatively, primarily because 

that’s the industry that I’ve wanted to be part of 

since an early age. Film design frees up your 

imagination to experiment with various avenues 

of styles and ideas (especially if you have a 

large budget to work with and ample time to 

play around). Whereas with other branches, 

such as TV commercials and video games 

have specific needs that must be met due to 

time and production constraints.  The game 

industry has obviously veered more towards the 

production levels of the film industry, but there 

are still limitations. The greatest challenges 

are easily television spots. When designing 

for a thirty/sixty-second commercial, you need 

to be on the ball from the start, because the 

budget, production and post-production are on 

a very tight schedule. There is not much room 

for wild blue sky exploration so you need to try 

and achieve your highest potential in the first 

pass (everyone has to in order to meet the air 

date). You have to cut out all the fat and make 

the work as lean as possible. It’s a wonderful 

discipline that hones your skills. For example, I 

just finished a spot for where I needed to mimic 

the aesthetic of the painter Edward Hopper in 

the digital medium.  That took me out of my 

comfort zone and forced me to push myself as a 

fine artist, but also on a technical level with the 

programs I was using, to accomplish the desired 

effect that the client wanted. 

Would you be happy to work exclusively in the 

film industry if it meant varied projects? Yes. 

There is a grandeur and scope to films that is 

not present in many other mediums, where you 

can completely let your imagination run wild, 

which is very liberating in a creative sense. 

On the other hand, I am also practical and 

the experience I have had has shown me that 

there are other great possibilities out there not 

involved with film design. So, I leave myself 

open to other options. I try and stay ahead on 

pop culture and technology in a variety of fields, 

both out of personal interest and professional 

necessity.

It is interesting to read that you are still pursuing 

a formal education despite having much 

experience. What do you feel are the main 

benefits to this? Well, my father is a professor 

of design at the University of Texas-Dallas, for 

one.  Actually, that’s not the reason.  My family 

has always been pro-education (we lived down 

the road from Harvard in Boston, Massachusetts 

in my early years) so that desire has always 

been with me.  I am also aware of my limitations 

as an artist, and many of those short-comings 
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can be filled with a formal education of the basic principles that have been 

around for centuries.

“Learn all the rules thoroughly so that you can break them well.” - Joseph 

Campbell.

That and the interaction with fellow students, which is where the real 

education comes from, in my opinion.  On the other hand, I’m also an 

opportunist, and you have to be in this industry.  I’ve been in and out of 

school for several years and I’ve had professors at major universities, 

working industry professionals tell me that school will always be available, 

but if a particular project comes along, take it. You have to exercise good 

judgment, of course.  So, my goal, before I die, is to receive a formal 

education.  Age is not a factor in my mind, so I’ll chisel away at it when I 

can.

What do you think are the main advantages and disadvantages of 

working across such a variety of disciplines as you do? Exposure to 

different methods of production is very valuable because it makes your 

work ethic malleable to different conditions. When you’re a freelance 

artist that is invaluable to your ability to find work. The client wants to 

hear that you can bring their vision to life. The only real disadvantage 

is being a “jack of all trades; master of none”. That is if you find a nice 

little niche (which is not always a bad thing), that does not require much 

change in your work. Personally, that is not for me. I have an inquiring 

mind and need to know how to improve myself beyond my present 

condition. If I ever find myself settling down or slipping into a creative 

block I reflect on the early masters of the Renaissance (Da Vinci, Michael 

Angelo, etc). Were they ever satisfied with the status quo? 

You have highlighted two artists that are considered Masters within 

their fields as “Fine Artists”. Do you ever indulge in using oils or 

brushes ? I actually have never touched traditional painting media 

other than the occasional gouache and gesso in my design work. 

Going back to the prior question on further education, this is a facet 

of that reason - exposure to other mediums. I enjoy the structured 

environment (to an extent) of the classroom and so I figure that would 

be an ideal place to begin using it. Time is also a factor; there is so 

little while working as a freelance designer.
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You have confessed to wishing to streamline your story telling 

methodologies. Is this for any specific type of work?

Yes.  In addition to being an illustrator I have always written (which 

I do when I can).  My parents turned me onto the work of Joseph 

Campbell when I was very young and so his work on mythology 

has permeated both my illustrative and narrative work (something 

Iain McCaig has been successful at).  All of these extensions of my 

creative persona are [hopefully] going to coalesce into film production, 

but that’s down the road.  I’m enjoying the journey right now.  Another 

influence is my “mentor” (David Dozoretz) has been trying to get me to 

switch gears into 3D previsualization so that I can work on his projects.  

In my mind that is the next evolution of a conceptual designer.  I 

always try to infuse my work with a narrative.

 The story has to come across in that one key frame because the client 

will not see the big picture that I did.  If they can’t read the illustration 

in a few seconds, then I’ve missed something as the storyteller.  I see 

previzualization as the next logical step and tool to telling (and selling) 

a story, because that’s what it all comes down to: story.

You have mentioned Iain McCaig, another artist who has worked on 

the Star Wars story. In what way, do you see his work as successfully 

encapsulating what you strive towards?

Iain has a solid understanding of story structure (and mythology) apart 

from his daily job as an illustrator.  That is a tremendous asset when 

designing for an industry that is built on a narrative foundation (or 

supposed to be).  He has an internal database of archetypal imagery 

from which to draw that lends itself to his designs.  Archetypes are 

powerful because they represent deep psychological truths to an 
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audience; certain figures are representative 

throughout the stories of the human race. If 

you apply that knowledge to modern tales 

it resonates with the audience on different 

levels with a subtle ringing familiarity. 

What type of artwork inspires you and which 

artists would you consider to be your favourites? 

Any art that tells a story or evokes a certain 

emotional response is an inspiration, what 

Joseph Campbell referred to as “aesthetic 

arrest”. (when a piece captivates your every 

sense emotionally, creatively and intellectually).  

So, that can be quite a few.  As far as specific 

artwork, I thoroughly enjoy film art, impressionist, 

realist and the Renaissance painters. My 

primary inspirations for pursuing this career are 

Joe Johnston and Ralph McQuarrie (me and 

half the globe).  Lately that list has been added 

onto as I’ve matured creatively to include: Doug 

Chiang, George Hull, TyRuben Ellingson, Marc 

Gabbana, Iain McCaig, Craig Mullins, Edward 

Hopper, John Singer Sargent, Frederic Church, 

and the list goes on....

Joe Johnston and Ralph McQuarrie off course 

both worked on the original Star Wars film but 

there was also a close collaboration between 
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Joseph Campbell and George Lucas. Does 

Star Wars feature as a favourite film of yours 

with its links to mythology ? 

Absolutely.  I say that more out of nostalgia 

than anything, but looking back on it it is 

almost a verbatim, step-by-step copy of 

Joseph Campbell’s Hero’s Journey model.  It 

is a classic example of the power of pure myth 

in story.  It spans multiple generations and I 

believe in part this is because of its simplicity 

in the use of the Hero’s Journey.  Lately, the 

list has been added onto with films like The 

Matrix (original), The Lord of the Rings and 

Gladiator.  Other films that stand out as being 

adherent to the model are, V For Vendetta, 

The Game and The Fountain.  They may not 

have been as financially successful, but are 

nonetheless gratifying and well rounded as 

mythological narratives.  In both the literary 

and film genres, the Harry Potter books fall into 

this category as well.

Are you able to produce all of your work from 

a base or are you required to travel much and 

work “in house”? Right now I work primarily 

from home in Dallas Texas, but I will soon be 

relocating to Los Angeles.  I have a love-

hate relationship with working remotely.  I 

am a “people person” and enjoy working in a 

creative environment with other like-minded 

individuals, but that should be said for long-

term projects.  The biggest challenge to face 

is disciplining yourself to stay on task because 

the distraction of complete and total freedom.  

It’s a blessing and a curse.

Do you feel as though L.A. is one of the best 

bases for a person in your chosen field then ? 

It depends what you would like to do.  For film 

concept design, then yes.  It is probably a good 

place to cut your teeth.  L.A. is extraordinarily 

competitive with people from all over the 

world vying for any available design job.  If 

you have the tenacity and the talent to not be 

dissuaded, then it’s just the place for you.  It 

will not become any easier to find work in this 

profession, so if you have the desire then you 

can be successful.  For game development, 
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then your choices are not as narrow.  Again, it 

comes back to which field you have a passion 

for and which medium you find the most 

enjoyment from.

Lorin Wood
For more work by this artist please visit

www.lorinwood.com 

or contact him at

lorin.wood@gmail.com

Interviewed By : Rich Tilbury
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