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iow to Paint Hair

Welcome once again
to 2DArtist magazine.
Some really great
stuff this month to tide
you along until we get
back from Siggraph,
in San Diego. If any
of you are coming
along then please feel
free to come see us
at the 3DTotal Booth
(#1847). This month,
Udon Entertainment,
another fantastic

collection of artists

from around the world, have kindly taken the time to answer some of our

questions and also provide some amazing artwork, including this month’s

cover image from the Street Fighter series. Those of you who were

furiously tapping SNES control pads back in ‘91 might recognise Vega

with his Wolverine-like claws. Plus we have the usual Speed Paintings

(this month is a little spooky), Custom Brush tutorial, Painting Tutorials,

interviews and articles, and we have managed to provide you with a 130+

page edition of one of the best 2D magazines out there! Just a quick hint:

some of the layouts include double-page spreads which we realise some

of you may not be viewing in full. If this is the case, please go to the View

menu in Acrobat and change Page Display to Two up continuous. This

will allow you to view the magazine in a landscape format, showing both

pages as if in a real printed mag. This way, you'll see 2DArtist and the

amazing artwork in its full glory! Thanks again for purchasing the mag and

supporting what we do. Enjoy. Ed.

Ben Barnes
Warin Pismoke

Layoul

Ben Barnes
Alex Price

Bobby Brown

Markeling

Lynette Clee
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Tom Greenway
Lynette Clee
Warin Pismoke
Richard Tilbury
Chris Perrins

Free Stuff?
Wherever you see
this symbol, click it to
download resources,

extras & even movies!
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What'’s in This Month:

Veteran Artist Now Moved Back to Freelancing

Udon Enlentainment

A Collaboration of Worldwide Talent

Fleve thayle

2D & 3D Artist

The Skelch book of...

Min Yum, Concept Artist & Freelance lllustrator
When is il lomplele?

We Ask Artists From All Over The World

10 of The Best 2D Artworks

This Month’s Finalists & Making Ofs

luslom Brushes

With Marc Brunet

The Room Made The Explorers Feel Sick...
Using 30

As a Starting Point For a 2D Painting: Part 2 of 3

This Month: Blonde and Red Hair

Project Overview by Sergey Musin

Project Overview by Marco Bauriedel
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Every month, many creatives & artists around the world contribute to '
3DCreative & 2DArtist magazines. Here you can read all about them. If

you would like to be a part of 3DCreative or 2DArtist Magazines,

please contact: ben@zoopublishing.com.

Is on a quest to be

known before he dies.

He’s programmed to

do 2 things: drawing

& watching illegally
downloaded TV-

series. He works 100% digitally, from sketching
to colours. He fears the technological singularity
which may produce drawing robots that will
steal our jobs. He now owns a small business:
Shaman'’s Stockar.
shaman.stockart@gmail.com

http://Amwww.emptyroomstudios.com/a_cournoyer.php

Ftuant
Jennell

Is a Freelance Concept
designer, in the UK. He
started out in comics
before giving into his

real passion: conceptual

design & storyboarding.

He made the move into the games industry and
a few years later landed a Lead Concept/In-
game Atrtist job at Warthog, working on the titles
Starlancer & Bounty Hunter. He now freelances
and has recently worked for Vivendi/Swordfish.
stuartjennett@hotmail.com

www.stuartjennett.com

Is a 3D Artist in
Montreal, Canada.
She studied traditional
& 3D animation at

Cegep du Vieux

Montreal & graduated
this year. She currently works mostly as a 3D
animator, but still draws as much as she can

when she has the free time.

marieevetetrault@gmail.com

www.marieevetetrault.blogspot com

David
lleale

After graduating
from an lllustration
degree in Hull, UK, in
2005, and teaching
himself Photoshop,

he has worked as a

Freelance Consultant for EA games, has sold
prints in galleries, & completed various freelance
illustration projects. He’s now represented by
the Advocate lllustration Agency, and hopes

to get more work on children’s books. He’d
would also like to move into concept design for

animation. vejneale@hotmail.com

Yum
(Aka Bumskee) is
a Concept Artist/

lllustrator in Sydney,

Australia. He'’s a

self-taught artist

currently working as

a freelancer on concept art & illustrations. He
discovered concept art in 2005 & started his
career in the games industry with IR Gurus as a
Concept Artist. He devotes much of my free time
to his studies & planning his own graphic novel.
www.minart.net

minyum@gmail.com
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Paul
Davies
Is a freelance 2D Artist

in the UK. He first
started digital painting

b in 2004. He'd been
- ) -
o | drawing & painting

with traditional media

for years during college & university, & was
excited by the new possibilities on offer from
software. He’s been freelancing since university
& has had commissions from a variety of UK
clients. He hopes to move into the computer
games industry as a Concept Artist .

Paul@pdportraits.co.uk www.pdportraits.co.uk

lnne

Pogoda

(Aka Azurelle)

is a 2D Concept Artist/
lllustrator, a student
at the Art Akademy

& a freelancer in

Berlin, Germany. She

made her first attempts in digital art in 2003.
For the last 3 years she has been working on
2D illustrations & concept art with a WWacom
Graphire in Photoshop & Painter. She will

be learning ZBrush 3 & Maya & would like to
do some game/film related work later on...

www.darktownart.de

m

Designs identities,
brochures, flyers and
so on, & sometimes
illustrates for a small

company in Budapest,

Hungary. Apart from

graphic design, he works to improve his digital
painting, which is a pleasure for him. He usually
works with Painter & ArtRage. Nowadays,

his main goal is to develop his portfolio,

demonstrating several styles & techniques.

janos.kiss@28thwing.com

Hlarnc

Brunel

Is a regular 3D student
in Montreal. He’s been
drawing ever since he

could handle a pencil

& it has now become

more of a profession,
working on various projects as an illustrator

whilst he finishes his studies.

finalxii@msn.com

http://bluefley.cgsociety.org

Would you like lo Lonbribule lo zDnealive on 2ZUIMList
Nlagazine?
We are always looking for tutorial artists, gallery submissions, potential

interviewees, Making Of writers, & more...

For more information, send a link to your work here:

warin@zoopublishing.com

Richard
Tilbuny

Has had a passion
for drawing since he
was a couple of feet
tall. He studied Fine

Art & was eventually

led into the realm

of computers several years ago. His brushes
have slowly dissolved in white spirit since the
late nineties & now, alas, his graphics tablet
has become their successor. He still sketches
regularly & now balances his time between 2D
& 3D, although drawing will always be closest to

his heart... ibex80@hotmail.com
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- DHGITAL ART MASTERS

AVAILABLE NOW! | @*b,
DIGITAL ART MASTERS |

: VOLUME 2

0)
AVAILABLE NOW ONLY!
UK - £32/USD - $64 EUR - €49

PIGITAL ART MMT[P‘S FEATURES 58 OF THE FINEST DIGITAL

2D AND 3D ARTISTS WORKING IN

/”. tl THE INDUSRTY TODAY, FROM THE

' LIKES OF:

\ ’ PHILIP STRAUB

. ;&v JONNY DUDDLE

k- ; ALESSANDRO BALDASSERONI
BENITA WINCKLER
FRED BASTIDE
JAMES BUSBY
MAREK DENCO
PATRICK BEAULIEU
JONATHAN SIMARD

TR LR SO AT A L [

BUY THE BOOK TO SEE JUST
HOW THEY CREATE THEIR
INCREDIBLE IMAGERY!
HARDBACK 21.6CM X 27.9CM IN SIZE

288 FULL COLOUR PREMIUM PAPER PAGES
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SynthEyes 2007 ®

3-D Camera Tracking Software

Now with

IMACEASTABIZATION

Maybe you are shooting hand-held, and need a more professional look. Maybe you are using other stabili-
zation software, but are tired of limited functionality, poor tracking, or strange geometric distortions in the
results. We’ve got the cure!

SynthEyes now includes an awesome image stabilizing system, based on SynthEyes’s famously fast and
accurate tracking. Integrating auto-tracking and stabilization makes for a terrifically fast workflow, and
means we can do all the sophisticated things to produce the highest-quality images possible. We added
the flexibility to nail shots in place, but also to stabilize traveling shots. Then, piled on a full set of controls
so you can direct the stabilization: to change shot framing, add life, or minimize the impact of big bumps
in the footage. Since you’ve got other things to do, we multi-threaded it for outstanding performance on
modern multi-core processors.

We didn’t forget about pure camera tracking either. SynthEyes 200774 adds single-frame alignment for
nodal tripod and lock-off shots; a way to add many accurate trackers after an initial solve, for mesh build-
ing; a way to coalesce co-located trackers, perfect for green-screen tracking; and about 50 other things.

One thing we didn’t change—our incredible price:

"l used SynthEyes exclusively while working on Pan's
Labyrinth, and the CG Supervisor was continually amazed
at how | was blowing their deadlines clean out of the water.

| used the zero-weight points to model many surfaces
which needed to be very accurate, so that a 3-D stick bug
could walk across them.”— Scott Krehbiel

“2D at FUEL used SynthEyes for a few especially gnarly
shots during Charlotte's Web. For $399 and a couple of
hours invested in the docs, our compositors can solve a

camera for almost any shot. SynthEyes is smoking fast,
easy to understand and the support is phenomenal.”
— Sam Cole, FUEL

Other recent credits: Apocalypto, Bridge to
Terabithia, Casino Royale, Deja Vu, Next,
Pirates of the Caribbean: Dead Man’s Chest,
Pursuit of Happyness, Spiderman 3, Zodiac

See the website for more details on ANDERSSON TECHNOLOGIES LLC

SynthEyes'’s amazing feature list. For more information and free demo:

25+ Exporters included standard. http://www.ssontech.com

Fourth year in the market,
PC/PC 64-Bit/Intel Mac/PowerPC Mac serving VFX artists in over 40 countries


http://www.ssontech.com
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ANIMATIONSTENTON: 3

The Online Anima+tion .
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l"

“Getting to spend my day creatlng peftimances and bringing characters to life is
so incredibly awesome, and | can’t believe | get to work on su oI project

straight out of schoM | had the opportunity to Iearn acter

animation in such a challenging and supportive environment.”
- Aja Bo danoff
An/mat/on entor Graduate
Blue Sky Studios

“There is no better motivator than knowing that your work can be seen by more
than 600 people each week, including some of the best animators in the industry.
This, paired with the contagious enthusiasm of my classmates, the mentors and

the Animation Mentor staff pushed me to always do my best work!”

- Mike Stern

,}'::‘" '-.,ﬂ Animation Mentor Graduate
\ DreamWorks Feature Animation

AnimationMentor.com is an 18-month online animation school for students who are serious about
an animation career. The program is designed and taught by professionals, working at the top
animation studios in the industry, focusing 100% on character animation. Our online campus
is built with a production studio focus and provides a unique and special community of both

students and instructors from all over the world who have one passion in common -- animation!

1-877-E-ANIMATE (1-877-326-462
FALL TERM STARTS OCTOBER 1ST Y 510-800.1177 (Outside U.S.)
APPLICATIONS DUE AUGUST 17TH issi '

admissions@animationmentor.com
www.AnimationMentor.com


http://www.AnimationMentor.com

A collaboration of world-wide talent funnelled
into projects for some of the biggest industry
names, such as Marvel and Capcom. We talk to
Artist and Project Manager, Jim Zubkavich, to
find out how things came about, and all about

things to come...

@? SInim




MIL Interview

Jadn

ENGEMGainment Studio

Hi Jim, can you tell us a little bit of background

about your company, UDON Entertainment?
When were you founded and what made you
‘go for it'?

UDON was founded in 2000 as a group of artists
with similar goals. We were a creative services
studio doing licensing artwork for Marvel
comics. Over the past 7 years we've expanded
to publishing our own books as well as creating
magazine artwork, toy designs, RPG art, and
design art for video games. We've always loved
comics and video games. Getting the chance to
work with the companies we grew up loving is

a total thrill for us. Marvel made us an offer to
create artwork for the X-Men Evolution comic
based on the Saturday Morning cartoon. That

was the project that kick-started the company.

How many artists are working for you now?
Many nationalities? Different locations?

It swells or shrinks depending on the number of
projects we have on the go at any one time. We
have well over 20 artists regularly working with
us digitally from all over the world. Although the
majority of our crew is based around Toronto,
Canada, we have 8-9 people in the U.S., a
couple of artists in Korea, one in Australia and
one in Norway. With the time differences and
late hours I'm sure there’s UDON work being

done at all hours of the day or night.

¥
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Vega is copyright © CAPCOM
Image copyright © UDON Entertainment

www.2dartistmag.com page 13 Issue 020 August 2007


http://www.2dartistmag.com
http://www.2dartistmag.com

Interview MII«

Looking at UDON’s impressive portfolio,

http://www.udonentertainment.com, it looks
like you tackle a lot of different projects for many
kinds of media. Do you have one favourite type
of project to work on that works best, either for
your team'’s skills or what is best financially?
Video game artwork is probably the most
satisfying for us, right now. The industry has
become completely mainstream, so our work
gets out to the widest possible audience. Our
style suits the new generation of games, without
ignoring the designs and tradition that hooked

us when we were young.

Is this the concept stage for games or the actual
in-game artwork?

Both actually, depending on the company.

We just finished up an extensive project
conceptualizing and designing characters for an
as-yet-unannounced Konami video game. Now
that the core design is done, we’re moving on to
in-game and advertising artwork for the game.

With a project like Capcom’s high definition re-

' _;.'Ifxalted and all ré-lated_ characters
' copyright © White Wolf Publi
Image copyrigh E

release of Super Street Fighter Il Turbo, we're doing the main designs for

the sprites as well as character select, intro and ending artwork.

Do you have a big enough client base now to continually keep enough
work coming through the door, or do you have to search and pitch to new
clients all the time?

After the first few years of UDON, we finally hit a point where we didn’t
really have to look for new clients anymore. Our Capcom artwork in
particular has helped secure our reputation and opened up a lot of
opportunities. There’s always a series of new projects developing and
clients getting in touch with us about being involved. Some projects kick-
off immediately, and others can take many months to come to fruition, but

nleTelcY o)) [ fe [ JORUIBIOINR S CIETRINEN  with so many always on the go we're able to stay extremely busy.

www.2dartistmag.com page 14 Issue 020 August 2007
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Do you find you have to put a lot of work into pitching for projects which
can sometimes result in a waste of time?

Well, we're in a spot now where we’re not expending a tonne of resources
on pitches. Our client list and portfolio samples are usually more than
enough to secure a project at this stage. Companies approach us based
on what they’ve seen from us before, so we usually don’t have to prove
that we can do the work properly. Most of the pitches at this point are
negotiating rates, schedules and which artists are available to work on
certain projects. We try not to do artwork on spec any more as it devalues
what we’re doing and makes the studio look desperate for the work, which

we’re not.

i A8
(. ))
ra is copyright © CAPCOM -

yright © UDON Entertainment

wish for in the future?

=
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them to amuse yourself?

ice? | really don’t know...

Interview M[I«

What has been your most satisfying project to

date? What would be a dream project you could

Creating in-game artwork for Capcom’s Fighting
Evolution has probably been our biggest project
so far. Working directly with Capcom Japan and
contributing to one of their fighting games was
something we never imagined being involved
with. As far as dream projects go, we’re actually
working on one of them right now but we can’t
discuss details. Otherwise, we’d love to develop

our own original stories/characters and see

As you work with a lot of comic and superhero
imagery, | will think up a funny, final appropriate
question for you: if your super power was the
ability to replace your colleague’s skin and hair

with 2 other substances, what would you do to

Umm, bubblegum and caramel? Fire and
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For more work by these artists please visit:
http://www.udonentertainment.com
Or contact them at:

erikko@gmail.com

Interviewed by: Tom Greenway



http://www.udonentertainment.com
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Chun-Li and Capcom Fighting Evolution copyright ©
CAPCOM Image copyright © UDON Entertainment




Ice Plane image supplied by Saddington & Baynes CGI. Photography by Darran Rees.

EVEN BETTER THAN YOU IMAGINED.

Whether you need faster rendering with mental ray or picture perfect raytracing direct to the desktop, ARTVPS rendering
solutions are even better than you imagined.

Dedicated hardware solutions from the rendering experts.

Find out more about RenderServer and RayBox at www.artvps.com or call +44 (0)1223 424466 for more information.

\

\
ARTVPS



http://www.artvps.com
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Streamline your DI pipeline
with the 3DBOXX™ RTX Series.

Next-Generation AMD Opteron™ processors with DDR2 memory
extend the industry-leading performance trajectory established by
Dual-Core AMD Opteron™ processors, while offering a seamless
upgrade path to Quad-Core performance and leading-edge
solutions to help run your business applications.

Next-Generation AMD Opteron™ processors with Direct
Connect Architecture and high-bandwidth DDR2 memory
offer great performance for floating-point applications and
enhance our performance-per-watt capabilities for even
cooler, more silent operation.
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B
S e s te TR EY
b A-hA "—\—-—-\——a-\-a\:-»—v»-\\—\-f\'—va\‘ s dpe A \
AL L LA A A A A A A A A e Y X A
) \ \v‘a-v—\dﬂ‘A—ﬂﬂ‘ﬂ\—»*ﬂkﬂﬂ»\'\"\-\" \
AR AR A AR

www.boxtech.com

AMD

Opteron-

BOXX® Technologies, Inc.

1.877.877.BOXX
sales@boxxtech.com


http://www.boxxtech.com/products/3DBOXX/RTX_Overview.asp
http://www.boxxtech.com/products/3DBOXX/RTX_Overview.asp
mailto:sales@boxxtech.com
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o TTlin Yum

Min Yum is a concept artist & freelance
illustrator. In this article, he reveals the
techniques and processes he uses when

creating his work...
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Vue/s FREE!

A New Dawn Learn Vue 6 for free
Personal Learning Edition www.vueﬁ.tﬂmfple

www.vueb.com
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fe_on Solutions for
,_ . Natural 3D Environments

Ficture made in Vue by Jeergen Eils


http://www.vue6.com

Over the last year, 2DArtist

has been asking industry professionals

the questions you need the answers to!

This month, we asked:

Whal lebls, you
m»wfw&»@y

Here are the serious, and the not so serious,

answers that we received this month...
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everything animated

I'VE BEEN PRODUCING [ YOU JUST LEAVE YOUR
ANIMATION FOR OVER 30 s PITCH HERE WITH ME. I'LL

YEARS NOW, YOLING MAN. THIS 60 HOME, SHARPEN . KEEP IT SAFE...
LOOKS LIKE ANOTHER DOSE OF YOUR PENCILS AND ! 5

THE SAME OLD THING. LOOK h TRY AGAIN!
AT THIS PILE! Ll

qQ

WHAT MAKES
YOU THINK YOUR
SHOW IDEA IS SO

SPECIAL? i

I CAN'T BELIEVE THIS...

EVERYONE L OVES i NOW GET OUTTA HERE,
MY ANIMATION! : SON..WE'LL CALL YOU IF
WE NEED YOU....NEXT!

IT'S...IT'S
HAPPENING

I HAVING NARROWLY ESCAPED THE CLUTCHES

OF THA MAN, THE BULK TAKES HIS DESTINY
AND ANIMATION INTO HIS OWN HANDS.
",

CALLING ALL ARTISTS & ANIMATORS!

12 Weeks...26 Winners...Amazing Prizes! Upload your animations

or artwork to MyToons.com for a chance to win a hot new 8gb iPhone”,

a Motion Computing LE 1700 Tablet PC, or one of 24 $50 Visa
cash cards! Visit MyToons.com/iwin for complete details.

The Bulk Character ©2007 by MyToons Inc. All rights reserved. All other images are copyrighted by their respective copyright owners.
“The iPhone does not include a service agreement. Contestants outside the USA may choose either the iPhone or a Mac Mini.

8gb iPhone LE-1700 Tablet PC Cash Cards

Enter August 3-October 26, 2007!
mytoons.com/iwin


http://www.mytoons.com/iwin

2DAriist Magazine introduces the
Chalienge saction of the magazine. Ewe
month we wil un the challenges, avallab
for anyone to enter, for prizes and qoodies

L

from fhe waw. 3dbotal.com shop and oSSR

S
alsn be featured in this very magazine!

g

The 2D Challenge uns in the Conceptart.

ong Tonums, and the 30 Chalkengs nne
In the Thresdy.com forums. Here we will
display the winners from the presious
menith's challenge and the Making Ofs
from the manth before that...
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lready amazing value publication!
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This Month we Feature:

Cyril Van Der Haegen

Stuért Jennett
Thomas Pringle
Ste\l;_e Argyle
W%'hfeéd Nai_ir
Mal:'g:o Bauriedel
Dan‘Dos Santos
Ric Stultz

Daniel Rizea

g‘; Jim Murray

_%Kﬁrem Beyit
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Pixologic'

makors of ZBRUDM

"“WHETHER IT'S CREATING FILME,_;E'E
OR ILLUSTRATIONS, ZBRUSH : ME TO EXPRESS

MY IMAGINATION.” - FRANCOIBRIMASSON FHREEL .P: ;ﬁh - !
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IntredUiction:

Michel Roger’s famous ‘Joan of Arc’
tutorial re-written for Maya by Taylor
Kingston, Cinema 4D by Giuseppe
Guglielmucci & Nikki Bartucci,
Lightwave by Vojislav Milanovich and
Softimage by Luciano lurino and
3DCreative Magazine.com.

If there has been one single tutorial

that has educated and inspired more
budding 3d artists than anything else,
1*?._ this complete step by step project by
“'\ Michel’s must be it. The community
A is in debt to him.

Downloadable Tutorial EBook

m ﬂ @ SOFTIMAGE X80

These 120 plus page, Downloadable PDF’s are
designed for ease of use to help beginners and
intermediate level of artist alike in the creation
of a female character. The tutorial takes you
through the process of modelling, texturing and
mapping to finally adding bones.
Chapter 1: Modeling of/the Body

- Body
Chapter 2: Modeling of the Head

- Head, Ear & Assembly
Chapter 3: Modeling of the Accessories

- The'Sword & Armour Legs
Chapter4: Modeling|of the Accessories

- Armour Bust, Hair & Glove
Chapter 5: Modeling of the Accessories

-'Accessories & UVW Mapping
Chapter 6: UVW'Mapping

- Sword; Clothing, Armour & Body
Chapter 7: Texturing/ & Hair

-Eyes; Skin & Hair
Chapter 8: Bones! & Skinning

- Bases, Hierarchy & Skinningj:..: .
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C 3dtotal.com

for more products in our range visit http://www.3dtotal.com/shop

Image by Michel Roger
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‘Welcome [0 the Speed Palmting section of the
gl magazine. We've asked two anisis o produce 3
spe=d palnting based on & Simple, one-ling briel
Here we will Teature the @inal palniings and he
ovenilew of the creation processes. This mont,
= Paul Daviae and Rich THbury tackle:
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Introduction:

4 A Collection of the finest independent animated
movies and commercial trailers. The DVD includes
work from a whole number or different sources,
such as students, independents animators and
commercial studios. We want people to be able to
view this wealth of elite animation in one conve-
nient high resolution package whilst generating
much exposure for these talented artists at the
same time.

- Running Time: 3hrs 8 mins
- 27 Shorts movies
- 6 Clips & Trailers
- Region Free, NTSC & PAL versions
- Shorts & trailers from artist and studio like:
Blur Studios
Brian Taylor
Marco Spitoni
Patrick Beaulieu
& Alex Mateo

- Running Time: 3hrs 8 mins
- 27 Shorts movies
- 3 Trailiers
- Region Free, NTSC & PAL versions
- Shorts & trailers from studios such as: il
Blur Studios
Keytoon Animations Studios
Redrover Studios
& Platige Image

- Loads of extra including images and storyboards
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| 3dltotzl.com

for more products in our range visit http://www.3dtotal.com/shop
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i O storting paink for & Dightsl Peintiag

Ower the course of the next three months, | shall
! b discussINg 5ome methads and techniques

used i create a digital painting of an Interiar.
More specifically, | will 2im to show how 30
sofbware can be w=ad 35 3 useful EFFlll::E'“EH'I In

Pani ;-

We will cover the rezsons '|l1'|'!|' 20 rengears Can
_ pmove Invalushie naks in quickly and eficlentty

calculaing perspeciive problems and supplying
masks. We will take the idea fram a concept

sketch fhrough to a simple 30 scene and Snally
to a digital painting whene we will deal wiih
establishing the tonal ranges.

detal and refiaring back to the 3D scene io
further podlsh the detalls and eventually begin
. hecolouring phase.

Pand z-

we will cover Snishing the painfing with
addiional Bghting and adjusiment layars o

compiete the overall mood.
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o purchase them Z&&IIE click here
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Zoo Publishing presents the new issue of 3dcreative
magazine: a downloadable monthly magazine for
concept art, digital & matte painting for only S
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TUTORIALS

Ervimnrerial Lighng, Carmors Trecking & Complste Glide B Lighting

vist WWW.3dcreativemag.com

to download the free fite’ issue, the full issue, subscription
offers and to purchase back issues.
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When you want lo painl blonde hain

the nesubl you wanl by come up with

does have lo appean anglhing bal

Do ik Fr g hisws o el
wiilh mone cobfnd al once.
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= i
o In this Making Of Marco Bauriedel is going to

describe to us the process that lead to the final

piece “Renaissance” for the Unofficial

ikeNa_turaI History Museum
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_-neazt monith

artist
Inlenvieuss

Kev Chu

Thomas Pringle

Cyril Van Der Haegen
Daryl Mandryk

1//377773

Concept art for Darksector

Iulonials
Custom Brushes
Speed Painting
Elements Weather Series
Part 1 : Sandstorm

Ballonies
10 of the Best images featuring
Daniel Rizea
Adrian Baluta
David Revoy
David Smit

Erich Schreiner - 2

g

Joe Slucher

Kerem Beyit
Kieran Yanner |
Lorin Wood
& Tom Arthur Opasinski

Plus Loads Nlonel*
[0 fon. nly 47

go to www.2dartistmag.com for full

details and to purchase current, back

%
issues and 6 & 12 month subscriptions :‘

Image by Thomas Pringle
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PUBLISHING

Is a Company publishing downloadable online
magazines. It is based in the West Midlands
in the UK. Zoo currently produces two online

downloadable magazines, 3dcreative and
2dartist. Zoo’s intention is to make each issue
as full of great articles, images, interviews,
images and tutorials as possible. If you would
like more information on Zoo Publishing or It's
magazines, or you have a question for our staff,

please use the links below.

Lontacl Infornmalion
www.zoopublishing.com
www.2dartistmag.com
www.2dartistmag.com
Editor > Ben Barnes
ben@zoopublishing.com
Assistant Editor > Chris Perrins
chris@zoopublishing.com
Content Manager > Warin Pismoke
warin@zoopublishing.com
Marketing > Lynette Clee

lynette@zoopublishing.com

Paninens

If you have a CG Community website, and
would be interested in reselling 3DCreative or
2DArtist magazine please contact Lynette Clee

on the eMail address above.
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