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Happy New Year and
welcome to Zddue
025 of 2DArtist
Magazine! We've
gone interview crazy
this month with

four fantastic artist
interviews — two

of which are with
Concept Artists for
the amazing Guild
Wars games, and if
you've seen any of
their concept art work
on ConceptArt.org
recently then you'll not want to miss these interviews, trust me! We also
decided to give Patri Balanovsky — one of our Stylised Animal Challenge
regulars — a grilling this month, so if you've ever wondered what makes
him tick (and win all those challenges!), then check out page 67. In a
nice contrast, our interview with Matte Painter Ludovic lochem can be
found on page %7, which is a real inspiration to anyone looking to get
into the matte painting biz! My picks of this month’s issue have to be the
Speed Painting Challenge with Emrah Elmasli and Daniel Ljunggren,

and our interview with the immensely talented Daniel Dociu (see page
27). Daniel Ljunggren is new to our Speed Painting challenges and the
outcome of his tutorial is pure genius, so take a look at page 97to

see his interpretation of this month’s brief: “Steam Powered Mechanical
Destroyer”. If you've been following Joel Carlo’s most recent tutorial, he
takes us back to basics this month, in Part 2 of his tutorial, and explains a
little about colour theory, so check out page m9if you've been struggling
to get to grips with your palette, where all will be explained! This month
also sees the end of our current Elements tutorial series (sorry guys!),
where Carlos Cabrera takes us through the creation of a “Heat Wave”
environment (see page 107). Remember: if you've missed any of the
Elements series then be sure to pick up the back issues to get yourself
up to date! To be honest, there’s too much in this month’s issue for me to
talk about here, so check out the contents on the right and get stuck into
a bit of what you fancy! I'll leave you now to enjoy this month’s issue and

we’ll catch you again next month! Ed.
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Get the'most out of your

Magazine!

If yon?re- aving problems viewing the double-page spreads that we

feature in this magazine, follow this handy little guide on how to set

up your PDF reader...

delling up youn PUF neaden

For optimum viewing of the magazine, it is

recommended that you have the latest Acrobat
Reader installed. You can download it for free,
here: DOWNLOAD!

To view the many double-page spreads featured in 2DArtist magazine,
you can set the reader to display ‘two-up’, which will show double-

page spreads as one large landscape image:

1. Open the magazine in Reader;

2. Go to the lellf'menu then paya W&#
3. Select 7[:’#"1[#/ &ﬂm making sure that Jﬁm

lbll% page.s also selected.



http://www.2dartistmag.com
http://www.adobe.com/products/acrobat/readstep2.html

Every month, many creatives and 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 lynette@zoopublishing.com.

Docin
was born and got his formal art
education in Cluj, the capital

of Transylvania, in Romania.

For the last fifteen years he
has been working in the interactive entertainment
industry as Art Director for Squaresoft, Electronic
Arts, Zipper Interactive, Arenanet/NCsoft, as well as
a freelance concept artist/consultant for Microsoft,

Wizards of the Coast, THQ, Tor Books and so on.

http://www.tinfoilgames.com/

Daniel@arena.net

is a Production/Concept Artist
at PitchiPoy Animation Studios,

Tel-Aviv, in Israel. He’s been

drawing and painting since he
can remember; creating characters, creatures and
fantastic scenes has always been a passion of his.
Telling a whole story through a single image can be
quite a challenge, but he’s always up for it! Keeping
his work fresh and versatile, he explores all sorts of
genres, styles and attitudes.
Pat2005b@hotmail.com
http://chuckmate.blogspot.com

%ic

is a Digital Matte Painter,
working in the film industry in

London. He spent two years

working in France before he
joined Double Negative. Today, he creates concept
designs and matte paintings for films like Stardust,
Bourne Ultimatum, Doomsday, and Love in the Time
of Cholera. He’s a huge fan of films and VFX as

there are so many moods and styles to explore!

http://lwww.swoop-vfx.com

ludovic.iochem@gmail.com

is a Turkish Concept Artist
based in London, UK. He’s

working at Lionhead Studios

as a full-time Senior Concept
Artist. Before coming to UK, he was a freelance
artist living in Istanbul, Turkey, and was working
for various clients like Crystal Dynamics, Irrational
Games, CGToolkit and Fantasy Flight Games, as
well as ad agencies in Istanbul. He then found
himself in the UK. He draws everyday and enjoys
the city in his spare time.

www.partycule.com emrah@partycule.com

www.2dartistmag.com

is a multimedia developer
residing out in Denver,

Colorado. His career as an

artist has spanned over the last
14 years and includes work in both traditional and
digital media, web design, print and motion graphics
for broadcasting. His client list is varied and ranges
from commissioned work for small studio projects to
larger clients such as Future Publishing, Burrows &
Chapin, The Ayzenberg Group, NASCAR, Dodge,
Toyota and Fox Television.

www.joelcarlo.net joelcarlo@gmail.com
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is a 22 year old freelance
Concept Aartist/lllustrator from

the South of Sweden. He'’s a

highly motivated, self-educated

person who always love new challenges. In the
future he hopes to get work in the games industry,
publish his own comics and become one of the top

designers and illustrators!

www.ewkn.deviantart.com

tv1000@spray.se

is 34 years old and studied at
the “N.Tonitza” Fine Art College,

in Bucharest. He now studies

at the Hyperion University,
and is a qualified VFX Artist and Animator. He’s
been working in the animation industry for 15 years,
working with 2D, 3D, modelling, texturing, matte
painting, animation and visual effects. He hopes in
the summer to finish his book, which is a ‘making of
his last short: ‘The Last Gate’.
http://adib.cgsociety.org/gallery/411937/

a_baluta@yahoo.com

Would You Like 1o Lonbribule 1o sUDrealive On zDlnlist Nlagazine?

We are always looking for tutorial artists, gallery submissions, potential interviewees, Making Of writers and more. For more information, please send a

link to your work here: lynette@zoopublishing.com

¥

Image by Doug Williams
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is currently a Draftsman/
Photosimulator in Vancouver,
Canada. With a background
in classical animation he
moonlights as a freelance artist and is also in the
midst of developing stories for children’s books.
Ryan’s main goal is to put a smile on peoples’ faces
with his art, and he hopes to accomplish this through

whatever medium he can get his hands on!

http://www.scarypotato.com

info@scarypotato.com

Shu lWan,
lleng

lives in Singapore and
graduated from Nanyang

Polytechnic, Digital Media

Design, where he specialised in
Game Design. He’s currently working on the course
he graduated from, as a Development Technologist,
guiding students in their game projects. He enjoys
every stage of game development, from game
design, concept art to 2D painting and 3D modelling.

In his spare time he also creates flash games.

chengshuwan@gmail.com

bt

is a 2D Artist/Concept
Artist/Freelance lllustrator in

New York, USA. He’s been

drawing from as early as he
can remember. Eventually his focus began to shift
towards graphic design, until he was introduced to
digital painting. All his work is now done digitally
with Photoshop and a Wacom Intuos 3 tablet. He'’s
currently working as a Character Concept Artist for
Faramix Enterprises, and is proud of the work he’s
completed so far.

http://cgaddict.blogspot.com cgaddict@live.com

was born 1980 and is an
Argentina-based digital artist, a

concept artist and an illustrator

—all'in one! He’s been doing
conceptual art and character designs for video game
companies in Argentina, and around the world, for
the last four years. He’s been active for about six
years in this business, in which time he’s launched

a successful video tutorial series called “Watch and
Learn” for the artist community.

http:// www.carloscabrera.com.ar

sayhi@carloscabrera.com.ar

has been working as a 3D
Modeller in the visual effects

industry for a while now. He’s

worked on movies such as
Kaena the Prophecy, King Kong, X-men 3, Bridge to
Terabithia, the Water Horse, Eragon, and others. He
loves working on creatures or any organic stuff. For
his personal projects he creates designs, models,

textures, shading and compositing.

raimbaultpa@gmail.com

Drad
Lale

has worked as a graphic
designer, packaging designer,

and FX artist. Currently he is

a full-time 3D artist in Chicago,
IL, as well as a freelance artist for clients around

the country. He has been drawing for as long as he
remembers and continues a diligent practice. His
competitive nature and constant quest for inspiration

composes his craft and love for art.

http://www.bradzale.com

brzale@gmail.com


http://www.2dartistmag.com
mailto:chengshuwan@gmail.com
http:// www.carloscabrera.com.ar
mailto:sayhi@carloscabrera.com.ar
http://cgaddict.blogspot.com
mailto:cgaddict@live.com
http://www.scarypotato.com
mailto:info@scarypotato.com
http://www.bradzale.com
mailto:brzale@gmail.com
mailto:raimbaultpa@gmail.com

Ralahoi)s

Well, we thought it was about time we got to know one of our popular Stylised

Animal Challenge entrants, Mr. Patri Balanovsky. After having consumed all
of the prizes we can possibly offer from our studio, we decided it was time for a

srilling‘! Here’s what the man himself had to say in a recent interview...




DAlanoOVYRY

So Patri, most of our 2DAtrtist readers will
recognise you as Chuck,mate, from our Stylised
Animal Challenges. First of all, and | have to
ask, why “Chuck,mate”? Was it a childhood
nickname, or is it something that people have
come to know you as through your work as an
artist?

I’'m a huge Chuck Palahniuk fan. He’s the
author of some of the most innovative and
original literature of recent times, in my humble
opinion. Books such as “Fight Club” “Survivor”,
“Choke” and many others just blew me away,

one brilliant sentence at a time. When | first

‘.
4
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Interview pab[il’ :

joined the CA.org forums | just named myself Chuck,mate, which sounded
— to me - like a cross between chess’s winning move, “Checkmate”,
and a recommendation of this great writer: “Dude, this Chuck, mate, is

awesome...”

| never would have guessed that’'s why you called yourself Chuck,mate,
hehe. It's an interesting way of giving yourself a pseudo name! Any good
at chess...?

Na, it's not my kind of game.

Can you tell us a little about how you first got into 2D digital art, and how
your experiences — both personal and work-related — have made you the
artist you are today?

| was always drawn to fantasy artwork, since the early days of TSR’s
artists such as Larry ElImore, Clyde Caldwell, Brom, Keith Parkinson, the

Hildebrandt Brothers and all the others. | used to collect their Art books
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way before | had any Internet access.

As a child | didn’t have a computer, and
when | finally managed to get one, about
the age of 18, | discovered the crazy
and awesome tools such as Photoshop
and Painter. Through a process of trial
and error | learned how to control and
use this software, and it became like a
second nature for me. | got to a point
where | no longer created in traditional
media, and | drew and painted everything
digitally. Through the years | landed

all sorts of freelance projects which
taught me all about time management,
schedules, following briefs, team work,
and efficiency and economy in illustration
and conceptual artwork creating. |
worked for a big animation studio in Israel
called “DPSI”, which was a branch of IDT
entertainment, which cranked my skills
and work ethics up a few meaningful

notches.

On a personal level, working hard and
always experimenting made me efficient

and fast, without compromising on quality.

»
I’'m good at what | do, and | do it quickly. "--"::.“
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How did you get your first big break at DPSI?
How did that come about?

| was fresh out of art school (I went to the
Bezalel academy for art and design in
Jerusalem. | never got to finish it, though. |

ran out of money and | got bored to tears whilst
there anyway. So | dropped out and | moved to
Tel-Aviv in search of work. | was unemployed
for a couple of months when a good friend of
mine told me about a fairly new and exciting
studio named DPSI, residing in Beit-Shemesh.
So, | got off my bum and went there for an
interview, holding my then somewhat thin
portfolio in hand. They were so impressed they
sat me down at a drawing table and gave me

a couple of small environment and character
designing tests. At the end of the day, they
hired me, and | started working the very next
day. | was there for a year and a half, then they
closed down, mainly for financial reasons (as far

as | understand it...).

k-

L Interview pabu? Fa&llﬂll '

Looking at your ImagineFX portfolio (http://
community.imaginefx.com/fxpose/chuckmates_
portfolio), we can see an obvious progression.
What | like about your work is that you pay
attention to both subject and background
equally; making sure the viewer can find interest
in the whole image. How has your style come
about? For example, who have been your main
influences?

| like to think my style evolved through my
experience with the digital medium. Working
straight in software like Photoshop, drawing and
painting both at the same time, gives my work

a certain look and appeal. I'm amazed by so
many digital artists out there, and I'm influenced
by their artwork. Matt Dixon, to name one, has
always been one of my absolute favourites. His
images are all so lively and colourful, and lots
of fun to look at and examine. His brush work
is always “there” and one can actually see an

organic progression within an image of his.

www.2dartistmag.com page 10 Issue 025 January 2008
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What benefits does working directly

in Photoshop have over sketching
traditionally? Do you still dabble in
traditional media, and if so what decides
when you'll switch the Wacom for the
bristles?

Pencil sketches and studies are priceless.
| keep doing that, daily. Sketching directly
in Photoshop gives me a kind of freedom

| don’t have with traditional tools. | can

erase, rotate, enlarge, squeeze and deform

anything | want in a matter of seconds. |

can change everything’s colour and form
without even breaking a sweat. | can work
on different layers and tweak and play with
anything ‘il I'm satisfied. | can throw the
whole thing away and start over if | feel

I’'m going nowhere with it. There are no
emotional attachments to the sketching in
the process, thus there are no compromises
with the results. Plus, | can sketch with that
software and begin the blocking and paint

work simultaneously, creating faﬁ:nd
i
more efficiently good pieces. "I\ow

hat
S
pencil does that? | int in oils and
charcoal quite"ailo . Nowadays
|
| hardly do that any mor 0 messy
and the prep work'is a real ce. Of

course, that's only'compared to the digital

medium. 3



How do you keep yourself focussed on your
artwork from conception through to the final
results? What methods do you take to keep
your work fresh and original?

| like to go into a painting head-on; just let

any ideas or notions that | have “spill” straight
onto my canvas. | letit all go wild and | never
stop myself at the beginning of the painting
process. | use wide and heavy brush strokes
just to get a “feel” of what it is I'm looking for. |
thumbnail and doodle things fast, not getting
too attached to anything, until finally | stop and
observe it as a whole. If | like it | then get into it
deeper, detailing and refining what it is | wanted
to achieve in the first place. Little “happy
accidents” are always a sweet thing, when

they happen. Being original is a hard thing.
Staying fresh in a creative business is tough. |
keep looking at other brilliant artists’ work, and

| — mostly subconsciously — gather ideas and
inspiration from that. | tend to keep my designs

simple, yet effective.

So how do you make sure your concepts stay original and fresh? Do you
seek inspiration from other sources, such as books, movies, real life etc.?
In life, everything is an inspiration. People around you, stories you hear,
the streets of the city, the flies on the wall. Your toe nails! | love movies.
And | love reading. | adore great art, done by great artists. | have a huge
collection of art books: classic to fantasy to modern-art to contemporary

illustration. Roaming the CA.org forums almost daily gives me a boost

of inspiration and motivation like you would not believe... there’s always

M somewhere one can find fresh ideas to work from, one just needs to look!
www.2dartistmag.com page 12 Issue 025 January 2008
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Interview pahi?a&llﬂll '

I've noticed from your blog that you’ve also been experimenting with some
3D sculptures using ZBrush. Have you found that you're able to transfer
your 2D skills easily to this package, with it being intuitive sculpting
software? What advantages does 3D have for your 2D work, if any?

I've never been a 3D kind of guy. | tried once or twice to learn some 3D
software, but | couldn’t quite get my head around it. A few months back

a friend introduced me to ZBrush, and it immediately clicked. | found the
interface fairly easy to understand and the tools very entertaining and
simple to use. | started out sculpting heads of characters and animals and
cartoon-like beasts. | then explored the software some more and went on
to sculpting whole figures and creatures. | guess working in an intuitive,
organic, interface gave me the ability to transfer my knowledge and
experience in 2D creating, rather easily. | guess, as far as an advantage
of working with a 3D software goes, it gives you another point of view to
how 3D objects handle themselves in a given space; how they react to
light etc. It gives you another perspective and tool when you go back to

creating 2D images and painting.

It must give you great ‘artistic freedom’ to now be able to utilise both 2D
and 3D software! So how do you feel you're going to push your artwork
now and in the future, with this new-found knowledge?

Well, | already found it to be a lot of fun creating images in ZBrush, then

exporting them into Photoshop and using them as a basis to a whole

o
I

2f
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new piece. The 3D software provides the light
and shade — | just take it up to the next level

— colour, composition and texture work. 1 still
prefer doing it all in 2D form, though. For me,
knowing how to incorporate 3D with my 2D is
just another tool in the box. | don’t think any
3D software could ever replace the appeal and

punch of a brush stroke.

Where do you see yourself in ten years’ time?
Will you still be an artist and, if so, what type of
projects will you be working on and who for?
What do you hope to have achieved by this very
day ten years from now?

Heck... I've always drawn and painted. | love
it! | can’t really see myself doing anything

else. Hopefully, ten years from now, I'll be
doing some conceptual artwork for the gaming

industry, or perhaps the animation feature film

. ly ",

world. Who knows? Currently I'm working for a
small animation studio here in Israel, and sadly
enough, | don'’t really get the recognition or
respect | deserve in this country. | keep pushing
myself to be the best at what | do, and since in
Israel I've more or less achieved that, | think it'll
be an educative and cool experience to broaden
my horizons abroad, working alongside the ‘big
dogs’ out there. | could use a good kick in the

butt in that sense.

So how do you feel that working in Israel differs
to working in the rest of the world, and where
exactly would you like your next job to be? Or
are you pretty much open to going wherever

in the world the ‘right’ job is? How much do

you think a change of country will help you to

“broaden your horizons”?

Israel is a fine country. Really. But, as far

page 15 Issue 025 January 2008
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the animation/gaming/film/illustration/concept art work opportunities are
concerned, there are no work opportunities. The level of execution and
work flow is poor no matter where you go. The clients and employers
alike are both clueless to say the least. The pay is a joke. The projects
are boring and minuscule for the most part. A guy like me in Israel is
like a Microwave salesman trying to sell Microwave ovens to a small
third world village community. There are no buyers for anything | have
to offer here, sadly. | always hear great things about Canada. How
nice it is up there, how lovely are the people, and how much work in my
field can be found there. Loads of amazing artists working in loads of
amazing studios. But | would go anywhere where artists are respected

and appreciated for what they do. Anywhere a conceptual artist and

illustrator might be needed, and can make a
good living for himself. Anywhere | would work
in a nurturing and friendly environment, learning

from the best.

What do you personally feel has been your
strongest piece to date, and why?

| can’t really say. | know | progress and learn
with each and every work that | do. |try and
enjoy myself while creating, otherwise there’s
really no point to any of this. | don’'t have a
personal favourite, or any work that | feel is the
strongest one. | like certain little things that |
managed to achieve in some of my works, be
it technically speaking, design-wise, or in the

conceptual content.

Can you give us any examples of those “certain
little things” that you feel are the strongest
elements of your artwork?

| like it when | manage to convey form and
volume in a few brush strokes, in a couple of
value “blobs”. | enjoy it when a not-so-good
design work (be it a weapon, a costume, a
character...) in the early stages becomes a cool
design as | get closer to the finish, without me
even noticing it ‘til almost the very end. | love

it when a composition (and compositions are
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something | like experimenting and toying
around with a lot...) is working tightly in a
piece of mine, or if it tells a story within the
story, simply by doing its “thing” well. | feel
satisfied with a piece when all the colour
patterns work well together, making the
viewer content, and just having plain fun

with what he’s looking at!

Thanks for this interview Patri, and we all

wish you the very best of luck with your

future ambitions. Take care and keep up

the good work!

Pabri Balanovshy

For more work by this artist please visit:
http://community.imaginefx.com/fxpose/
chuckmates_portfolio
http://chuckmate.blogspot.com

Or contact them at:

pat2003b@yahoo.com

Interviewed by: Lynette Clee
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"1 do not have favounite subjects,

Daniel Dociu is an Art Director and Concept Artist for ArenaNet,
the company responsible for the famed Guidwars games. He has
been involved in the games industry for over ten years now and
has compiled a rich and varied portfolio covering everything from

o characters and vehicles to an array of fantastic environments... -
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LEARN FROM A MASTER

OF DIGITAL ILLUSTRATION ™
The Techniques of Ryan Church
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The Gnomon Workshop is the leader in professional training
for artists in the entertainment and design industries.
Over the past six years, the Gnomon Workshop DVD library has expanded 10 oller training
by over sixty professional instructors on a diverse range of topls, software and media
including design, drawing, sculpture, painting, modeling, texturing, animation, effects and
compositing. Shipped to literally every corner of the globe, our DVDs can be fownd in

countless libraries, studios and universities... and on thousands of bookshelves.

L
OVER 180 TRAINING DVD TITLES - ORDER ONLINE!

WWW-THEGNOMONWORKSHOP-COM



http://www.thegnomonworkshop.com

Doug Williams,
Concept Artist for
ArenaNet, tells us
what it’s like as a 2D
artist working for a
3D games company

whilst juggling family

life, ‘blogging’ and

staying focused...
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Model by: Phillip Obretenov

Image By: Zoltan Korcsok
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UNLEASH TH@E@Q)‘I‘ oF 2D WITH| THE "OXX 4600

|
|

OPTIMIZED! TO RUNV2D) DESIGN APPLICATIONS

o A
-f}_?;ﬂ

i

~ wiTH\WOoRLD-CLAsS PERFORMANCE,
 ENERGY-EFFICIENCY,AND RELIABILITY

20)\ ¢

POWER YOUR CREATIVITY.

CaLL A BOXX SALES CONSULTANT TODAY TO CONFIGURE

intel)
A BOXX WORKSTATION FOR YOUR STUDIO. b
1.877.877.BOXX

Ourtsipe THE US 1.512.835.0400

Core2

Extreme
www.boxxtech.com

inside™

Intel, the Intel logo, Intel Core, and Core Inside are trademarks
of Intel Corporation in the U.S. and other countries.


http://www.boxxtech.com/Products/3DBOXX/3DBOXX.asp
http://www.boxxtech.com/Products/3DBOXX/7500_Overview.asp
mailto:sales@boxxtech.com
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My digital paintings and sketches usually consis
of three main stages. First | establish a solid
pencil drawing using a combination of source
material, ranging from personal photography,
online research, and past artwork. Next, | take
the drawing into the computer and try to gain a
sense of lighting and contrast by completing a
greyscale rendering. Finally, | complete the art

by rendering it in full colour and adding texture...]
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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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This Month we Feature:

Daniel Ljunggren

Robin Olausson

John ‘Roc’ Upchurch

David Smit

Dominus

Eric Wilkerson

Bente Schlick

Georgi A. Simeonov - Calader

Aziz Maaqoul
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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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www.cgoverdrive.com

OVERDRIVE

NoPRING
PERFECTION

Asia’s Unparalleled Computer Graphics Event

» Computer Graphics Showcase by leading » Recruitment Overdrive

CG Vendors
> Display of shortlisted works at CG Excellence
» Conference and Masterclasses by Digital Art Gallery & Short Films Screening
internationally renowned celebrity
CG artists » CG Guilds Gathering

»  Industry and Education Forums

Organiged by Shrategic partner: Suppoed by Hedd in conjunction with:

) Singapore Exhibition
Servions Poo Ltd

Wisual A7 Fentts Road, 17 Fiogr Goald Towsn, Srgapone S08300 —
' Comimanication Tol oB5 BTIBETTE  Fue »B5 BT} 6778 mdﬂ e
V OI:E‘I,‘H&" Evranl fwerts{fiecialbanr] poen  Yoebais: wwem SEmlwrel oo .-.i-:"_"'— Hmﬂﬂaﬂ.ﬂglﬁl?mg
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2DArtist Magazine mtroduce:the

‘Challenge’ Section of the mag. Eve
month we will run the Challenges,
available for anyone to enter, for prizes
and goodies from www.3dtotal.com

shop and to also get featured in this very
magazine! The 2D Challenge runs in

the ConceptArt.org forums and the 3D
challenge runs in the Threedy.com forum.
Here we will display the winners from the
previous month’s challenges, and the

Making Ofs from the month before that...
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www.vueb.com

Solutions for
Natural 3D Environments


http://www.vue6.com

.

LSNES

This month, George
Patsouras takes us
through the process of

creating new custom
brushes for his new
piece, ‘Save Us'...

€ LISIONREE
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We Treasure
a Good Eye.

Vancouver Film School knows Animation.

We offer one year programs for artists in Classical
Animation, Digital Character Animation, and 3D
Animation and Visual Effects. For the pro who
wants a real advantage, VFS also offers 6-month
Houdini™ Certification.

Pixar. Rhythm & Hues. Industrial Light & Magic.
Ring any bells? Every year our graduates start
careers at the world's elite production studios.
They've worked on Pirates of the Caribbean,
Transformers, Shrek the Third, you name it.

Vancouver Film School is now accepting
applications for our January 2008 start date.

VFS Student work by Michael Lewicki

= ANIMATION
/3 & VISUAL EFFECTS

vfs.com/animationvfx



http://www.vfs.com/animationvfx

ELEMENTS

DIGITAL PAINTING DOWNLOADABLE TUTORIAL SERIES

INTRODUCTION:

The ‘elements’ series is a 70 page guide to 2D
Digital painting and can be followed in most
software packages supporting paintbrushes
and layers. With in this downloadable PDF E-
Book we have choosen some of the most used
aspects of digital painting and asked 2 or 3
professional artists to cover a specific theme or
‘element’, resulting in 2 or 3 different styles and
techniques which can be viewed side by side.
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VOLUME 1:
Chapter 1: Painting Eyes
Chapter 2: Painting Fabric
Chapter 3: Painting Fire & Smoke
Chapter 4: Painting Flesh Wounds
Chapter 5: Painting Fur & Hair

VOLUME 2:

Chapter 1: Painting Rock & Stone
Chapter 2: Painting Sky

Chapter 3: Painting Skin

Chapter 4: Painting Trees
Chapter 5: Painting Water

‘dtotal.com

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


http://www.3dtotal.com/elements

Welcome to the Speed Painting section of

the magazine. We've asked two artists this
month to produce a speed painting based on
a simple, one-line brief. Here we feature the
final paintings and the overview of the creation

processes.

This month our talented artists, Emrah Elmasli

and Daniel Ljunggren, tackle the topic:
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THE FIRST BOOK IN THE ‘DIGITAL ART MASTERS” SERIES,

HAURE SEBASTIEN, JESSE SANDIFER, JORGE ADORNI, JUAN J. GONZALEZ, JULIANO CASTRO,

KHALID ABDULLA AL-MUHARRAQI, LANDIS FIELDS, LAURENT GAUMER, LAURENT MENABE,

OMAR SARMIENTO, PATRICK BEAULIEU, PHILIP STRAUB, PISONG, RICHARD TILBURY, ROB

DIGITAL ART MASTERS

I
DIGITAL ART MAS

:[-__E RS HOUME |

CONTAINS WORK BY THE FOLLOWING ARTISTS:

LIM, SIKU AND THIERRY CANON

‘Fdtotal.com

ANDRE HOLZMEISTER, ANDREY YAMKOVOY, BALAZS KISS, CETIN TUKER, DANIELE MONTEL-
LA, D'ETTORRE OLIVIER-THOMAS, DONALD PHAN, DRAZENKA KIMPEL, EGIL PAULSEN, ERIC

WILKERSON, FABRICIO MICHELI, FRANCISCO FERRIZ, FRED BASTIDE, FREDRIK ALFREDSSON,
LI SULIL, LINDA TSO, MARCEL BAUMANN, MARCO SIEGEL, MARISKA VOS, MENY, HILSENRAD,
NATASCHA ROEOESLI, NICOLAS RICHELET, NIELS SINKE, NORBERT FUCHS, OLLI SORJONEN,

ADAMS, ROBERT CHANG, ROMAIN COTE, RONNIE OLSTHOORN, RUDOLF HERCZOG, RYAN

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

: VOLUME 1
[INTRODUCTION:

THE ‘DIGITAL ART MASTERS: VOLUME 1" BOOK, IS
A COLLECTION OF WORK FROM ARTISTS WHICH
HAVE FEATURED IN THE GALLERY OF 3DTOTAL.
SPREAD OVER 192 PAGES, THE BOOK FEATURES
SOME OF THE FINEST DIGITAL 2D AND 3D ART-
WORK THAT YOU CAN SEE TODAY, FROM ARTIST
AS NATASCHA ROEOESLI, PHILIP STRAUB, ROB
CHANG, JESSE SANDIFER, PISONG, MENY HILSEN-
RAD AND RYAN LIM AND MANY MORE. MORE
THAN JUST ANY OTHER GALLERY BOOK, EACH
ARTIST HAS WRITTEN A BREAKDOWN OVERVIEW,
EACH WITH SUPPORTING IMAGERY OF HOW THEY
MADE THERE PIECE OF WORK.



http://www.3dtotal.com/damv1

DIGITAL PAINTING TUTORIAL SERIES : WEATHER

ISSUE 21, SEPTEMBER - SANDSTORM
[SSUE 22, OCTOBER - TWISTER
ISSUE 23, NOVEMBER - RAINSTORM

ISSUE 24, DECEMBER - SNOWSTORM

. .
¥ISSUE 25, JANUARY.S HEAT WAVES S-S
Ll . 15 Aﬁ%‘*‘i‘ :

gl i
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Pascal Raimbault takes us through the creatli:;nh‘—l

of an evolutionary creature from a planet with k.

very little atmosphere...
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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 $4uUs

—
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visit WWW.3dcreativemag.com
to download the free dite’ issue, the full issue, subscription ﬁ)
offers and to purchase back issues.



http://www.3dcreativemag.com
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Joel Carlo brings us the second section

undalonal

of a 3-part tutorial series, covering certain

elements which are fundamental to drawing

the human form (Part One: Issue 024)...
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PRICE OF 5.

Subscription $20 save $4 (16%) ;

Have your 2DArtist Magazine D-gwnload
~ link delivered automatically to your inbox

: A . www.2dartistmag.corr; e i every month...

...and have it before anyone else!

image : Patri Balanovsky
L}
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Adrian takes us
through the making

of his sci-fi image, By_
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DIGITAL ART MASTERS

Di VOLUME 2
G [ T A ]_ A P\T MAS T I: I:!é' With the release of 3DTotal’s new book,

‘Digital Art Masters: Volume 2’, we have

some exclusive chapters for you...

The book is more than just an artwork
book, as not only does it feature
full-colour, full-page images, but each art-
ist has described — in detail — the creation
process behind each published artwork, in

their own words, especially for this book.

b L T T O i R B

This month we feature:

' 'The Manga Christ’

1 o by Siku

Jics



http://www.3dtotal.com/books/
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The following shots of the “The Manga Christ’ book pages are featured here in full-resolution and can be read by zooming in!

THE MANGA CHRIST



http://www.3dtotal.com/books/
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The below shots of the ‘The Manga Christ’ book pages are featured here in full-resolution and can be read by zooming in!

BUY 2 BOOKS AND GET 10(70 DISCOUNT &

;. E‘_{. .rﬂ_ﬁ 2DArtist rcaders can purchase . ’
i DIGITAL ART MASTERS: VOLUME 1 & 2 with a special 10% Discount

To claim your discount simply purchase here:
http://www.3dtotal.com/books/ o a2
N

(Note: if a security dialogue box appears, tick ‘Remember’, then click ‘Allow’.) : ﬂ

AETIST PO®TTOLID
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Nick Oroc

Dave Neale

Sketchbook of Bjorn Hurri
Custom Brushes

Speed Painting
New Matte Painting Series

Ballonies

10 of the Best images featuring

Plus Loads Hlone

{08 firn. nby $4.50 7

go to www.2dartistmag.com for full
details and to purchase current, back

issues and 6 & 12 month subscriptions

Image by Nick Oroc


http://www.2dartistmag.com

PUBLISHING

Is a company publishing downloadable

PDF magazines. We are based in the West
Midlands in the UK. Zoo currently produces two
downloadable PDF magazines: 3DCreative and
2DArtist. Zoo’s intention is to make each issue
as full of great articles, images, interviews and
tutorials, as possible. If you would like more
information on Zoo Publishing or our magazines,
or you have a question for our staff, please use

the links below.

CONTACT INFORMATION

www.zoopublishing.com
www.3dcreativemag.com
www.2dartistmag.com

Editor > Lynette Clee
lynette@zoopublishing.com
Lead Designer > Chris Perrins
chris@zoopublishing.com
Content Manager > Lynette Clee
lynette@zoopublishing.com
Marketing > Lynette Clee

lynette@zoopublishing.com

PARTNERS

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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