
Hello!  In this guide I’ll be painting Din Djarin from Star Wars: Legion.

 

As usual I’ve primed the figure in black, 
followed with some grey and white ze-
nithal highlights applied from above: 

You can see I’ve also provided some basing (with a Vallejo basing paste and 
some Black Battleground by Army Painter) prior to priming the figure, and I’m 
now painting the base using a light beige (I used Thar Brown but you could use 

whatever colour you like):

Next I’m shading the base down with a mix of Agrax Earthshade (2) and Nuln Oil (1), thinned with some Lahmian Medium:
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For all of the brown parts of the outfit 
I’m mixing quite a dark brown using a 
roughly equal mix of Dubai Brown and 

Walnut, and a little Black:

I applied this in a couple of layers to achieve the desired levels, and I also decided to add in a little Fuegan Orange: 

I’m ignoring the small, metallic details 
for now.



Next I’m painting the cloak, and the ad-
ditional dark blue areas - including the 

gloves - using Abyssal Blue:

I’m now mixing a pale, blue-ish off 
white using White mixed with a touch 
of Black and Prussian Blue (you could 
use any pale grey here or even just 

white):



And I’m using this to pick out the 
small metallic details:

For the tips of the gloves I’m using 
Mars Orange mixed with a little Black:



And I’m using this to shade the entire 
figure except for the cloak:

I’m also painting the blaster pistol with 
the pale gray:

I’m now mixing a shade using a rough-
ly equal mix of Nuln Oil and Agrax 
Earthshade, and thinned with an equal 

amount of Lahmian Medium:

I then decided to apply a second lay-
er to the brown areas to darken things 

further:



And here I’m just brushing on some AK 
Interactive Ultra Matte Varnish to take 

the shine off:

At this point we’re already approaching 
a pretty decent tabletop standard, and I 
think he’d actually look OK without any 

of the NMM effects:

I’m now going to begin creating more of a shiny, non-metallic metal effect for the 
armour.  I’m starting by mixing quite a dark brown using a mix of Burnt Sienna 
Umber, Buff, and some Black.  You could use whatever browns you like here, as 
long as you aim to roughly match the look of the imaginary environment (as sug-

gested by your basing):

I’m switching to some lighter tones for 
the front T-section of the helmet, and 
other areas where I might want to pro-
vide some initial highlights or tonal var-

iation:

I’m now painting the main areas where 
I imagine the ground being reflected in 

the armour:



I’m then painting all of the areas where 
I want the impression of sky being re-

flected in the armour:

I’ve also added some black lining to the 
main recesses in the armour, and I’ve 

painted the inner visor in black:

I’m now returning to the earth-coloured 
areas, and mixing a light beige tone to 
begin adding some more refined high-

lights.

Next I’m placing my sky tones on the 
palette simply using Black, White, and 
a couple of different shades of blue - 
and again these could really be what-

ever blues you like..

I’m now mixing a blue-ish grey tone 
using Black, White, and a little blue (I 
used mainly the Prussian Blue initially):



And here I’m beginning to play around 
with some random reflective patterns 

for the front of the helmet:

I’ve now begun highlighting the blue areas with the addition of white, and here 
I’m placing my brightest highlight on the front of the helmet using a mix of White 

and Vanilla White:

For large areas like on the chest I 
played around with some cloud-like 
textures - keeping the paint nicely 

thinned.

And I’m now gently increasing the lev-
els of blue in the mid tones with some 
thin glazes of the Light Ultramarine 

blue:

I’m now freely alternating between 
adding additional highlights and push-

ing the levels of blue.



We can then add the chips and battle 
damage with some pale grey:

I’m now just using a range of mixed 
grey tones to paint the IB-94 pistol:

I also added some small reflective 
glints to the visor:

I’ve just noticed that the right leg piece 
is somewhat unique, so I’ve painted it 
using Black, and a mix of Red Ochre 

and Black:

I’m also pushing the levels for the 
earth-coloured highlights - especially 
for sharp edges like here on the front 

of the helmet:

Here I’m just adding some more ver-
tical strips of reflection to the front of 

the helmet.



Next I’m using Nacar darkened with a little Black to paint the armoured sections 
on the backs of the the gloves: 

These can then be highlighted with pure Nacar:

I’ll be adding a few final adjustments to 
the armour in a while...



Next I’m highlighting the finger tips up from the base tone to pure Mars Orange:

And for the triangular symbols I’m using Adriatic Blue desaturated a little with a 
touch of Graphite:

I’m now highlighting the brown areas 
from the base tone up to the Dubai 

Brown and Walnut mix:



I’m then adding some Tenere Yellow for 
the brighter highlights:

To highlight the cloak and other blue 
areas I ended up adding increasing 
amounts of Thar Brown along with 

some Walnut:



Along the way I decided to add some 
dusty weathering to the base of the 
cloak - mainly with a little dry brushing:

And here I’m just highlighting the fingers:

Here I also added some Black to the 
base tone to darken some of the shad-

ows on the cloak:



I’m now just adding some additional black lining to various parts of the model:

I also did a bit of further playing around with the back of the helmet where I ended up using some darker browns, and I 
also placed a small reflection of the cloak near the base:

And finally, I’m just adding some glinting highlights to the small metallic details:



And this completes Din Djarin!





PAINT LIST:

Thar Brown (SC)
Agrax Earthshade (GW)

Nuln Oil (GW)
Fuegan Orange (GW)

Dubai Brown (SC)
Walnut (SC)
Black (SC)

Abyssal Blue (SC)
Art Black (SC)
Art White (SC)

Prussian Blue (SC)
Mars Orange (SC)

Burnt Sienna Umber (SC)
Buff (SC)

Light Ultramarine (SC)
Red Ochre (SC)

Nacar (SC)
Adriatic Blue (SC)
Tenere Yellow (SC)

SC = Scalecolor, GW = Games Workshop

If you enjoy my work then do please consider supporting what I do at:
www.patreon.com/Sorastros

Thank you!


