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Welcome to the 23rd
issue of 2DArtist
magazine. We have
a jam-packed issue
for you this month,
including not one

but three artists

giving their individual
interpretations of

our Speed Painting
Challenge topic! Turn
to page 93 to see how
the very talented Emrah
Elmasli, Mike Corriero

and Mikko Kinnunen

have all tackled the brief, “The citizens of the flooded city now resided in

the tallest buildings connected by makeshift bridges”. Also, don’t miss

Anne Pogoda’s latest instalment on page 118, where she teaches us “how

to paint lips worth kissing”! (Be sure to check out Anne’s previous tutorials

for 2DArtist in our back issues 19 and 20, where she taught us how to paint

beautiful hair.) We have a special feature on the ingenious new Infinite Oz

website, which is well worth a look on page 49 (be sure to see the website,

too: http://lwww.scifi.com/tinman/oz/). It's pretty much inspiration all-

round this month, with four great interviews with a diverse range of artists,

plus so much more! So get your Wacom out and start painting!

Enjoy! Ed.

Lynette Clee Tom Greenway
Lynette Clee

M Warin Greenway
ﬂe&ymy» Richard Tilbury

Chris Perrins Chris Perrins
Layout  Free Stuff?
Bobby Brown Wherever you see

this symbol, click it to

M download resources,

Lynette Clee extras and even

movies!

W& y[e&m m For optimum viewing of the magazine it is recommended that you have the

latest Acrobat Reader installed. 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 ‘View’ menu, then ‘Page display’; 3. Select ‘Two-up

Continuous’, making sure that ‘Show Cover Page’ is also selected.
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llathaniel West

Freelance lllustrator and Designer

Owner of FutureElements

Infinite OZ - Tin Man

Nine Artists From Around The World Collaborate
How do You Take Time Out from CG/Art?

10 of the Best 2D Artworks

Fylised lharaclens

This Month’s Finalists/Last Month’s Making Ofs

lLuslom Braushes

By Mike Lim, aka Daarken

Fseed Puinling

‘The Citizens of the Flooded City...’

brealing & lpplying

Scanned Textures to Your 2D Artwork

Zoo Publishing Information & Contacts

What'’s in this Month:

&lena dedova

New York Based Artist

Dn (1L Wong

CEO of Opus Artz

Dwayne Vance

Skelchbook

Of Noi Inthavong

Time oull
Ballonies



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

Every month, many creatives and artists from around the world contribute
to 3DCreative & 2DArtist Magazine. 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.

dedova

Is a New York based artist.
Elena has over 15 years of

work experience. She draws

illustrations for magazines and
children’s books. In her art, she uses variety of styles
and techniques. Elena creates animated characters
and brings them to live. Her unique artistic abilities
have also been shown in many art galleries all over

the world!

info@rabbitteam.com

www.elenasedova.com

Y/, %7//A
Has over 8 years of creative
visualisation and pre-production

experience, having worked

on various independent game
projects, publications and CGI pre-production
artwork. He is currently the CEO of his own digital art
studio, Opus Artz, based in London. Previous work
includes his role as Senior Concept Artist and Visual
Lead for ‘Infinity: The Quest for Earth MMO 2009’,
plus numerous commercial publications.
chee@opusartz.com

www.opusartz.com

Is a freelance illustrator

and designer residing in

Los Angeles. He acts as an

integral part of many exciting
projects all around the world, which include themed
entertainment, films and video games. He is currently
focusing on Production Design for feature films,

as well as continuing to work with clients to design

meaningful spaces on various freelance projects.

nathanielbwest@aol.com

www.nathanielwest.net

Vance
Has worked professionally as a
designer for companies such as

Mattel in Hot Wheels, and has

also designed protective gear
for Troy Lee Designs. Now he has his own company,
called “FutureElements”, and creates work for the
motorsports, entertainment and auto industries.

He also has his own line of Hot Rod art which is
influenced by his concept design background. For
more info on his company, check out his website!
www.futureelements.net

vancedwa@sbcglobal.net

Would You Like Io Lonbribale 1o
3DDhealive O zUINList lagaczine?

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

link to your work here: lynette@zoopublishing.com.

www.2dartistmag.com Issue 023 November 2007
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Is an Environment and Concept
Artist for Recoil Games in
Finland. He currently works in
the games industry where he
specialises in creating environment concepts and
in-game 3D assets for next-gen platforms. He'’s

currently living in Helsinki, Finland.

mikko@artbymikko.com
http://www.artbymikko.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.

joelcarlo@gmail.com www.joelcarlo.net

lnne
Pogoda
Is a 2D artist working on

concepts, illustrations and

such. She graduated from the

Art Akademy and now works
freelance in Berlin, Germany. Anne made her first
attempts at digital art in 2003. For 3 years she has

been working on 2D illustrations and concept art with
a Wacom Graphire in Photoshop and Painter. She

will also be learning ZBrush 3 and Maya and would
like to do some game or film related stuff later.
wpwebmasterin@web.de

www.darktownart.de

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.

emrah@partycule.com www.partycule.com

Daarken

After graduating from the
Academy of Art University in
San Francisco with a BFA in

traditional illustration, Daarken

began his career by freelancing
with several game companies, such as Wizards

of the Coast, Fantasy Flight Games, Widescreen
Games, Digital Extremes, and Upperdeck. He now
works for EA Mythic as a concept artist for the game,

Warhammer Online: Age of Reckoning.

daarkenart@daarken.com

http://www.daarken.com/

Is a Freelance Concept Artist
& lllustrator from NJ, USA.

Currently, Mike produces assets

as a Freelance artist for various
companies, including everything
from creatures, environments, structures, illustrations
and icons. His work has been featured in a number
of promotional outlets including ImagineFX, Ballistic
Publishing’s Expose 4 and 5 and Painter Book, Corel
Painter X and Design 360 (China).
mikecorriero@gmail.com

www.mikecorriero.com
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Started using Photoshop whilst

doing his Illustration degree in

Hull, UK, & has taught himself

from there onwards. After
graduating in 2005, he has worked as a freelance
consultant for EA games, sold prints in galleries,

& has completed various freelance projects in the
illustration field. Now represented by Advocate
lllustration Agency, he hopes to get more work on
children’s books & would also like to move into
concept design for animation at some point in future.

davejneale@hotmail.com

Is a Production/Concept Artist

at PitchiPoy Animation Studios,

Tel-Aviv, in Israel. He's been

drawing & painting since he can
remember; creating characters, creatures & 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 & versatile, he explores all sorts of genres,
styles & attitudes.

Pat2005b@hotmail.com
http://chuckmate.blogspot.com

Is a freelance artist who
graduated from Amarillo

College with a degree in

Graphic Design. He’s been
drawing and painting since middle school and has
worked with 3D tools before, but his main interest

is in digital painting. He loves watching things come

alive with each brush-stroke. He tries to sharpen
his skills by taking part in painting competitions on
ConceptArt.org.
noiinthavong@hotmail.com

www.3thumbsup.Ocatch.com

setssas®oa®

Brian

Is currently working at

LucasArts in San Francisco as

a 3D Environment Artist. He

graduated from the Savannah
College of Art & Design with a concentration in Visual
Effects. Even though his focus is on 3D content
creation, he has a strong foundation and passion

for painting both on canvas and digitally. In his 2D
and 3D works, he attempts to tell a story using a
cinematic approach.

breckten@gmail.com

www.brianrecktenwald.com

"-"'l'h

image by Nathaniel West
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Elena Sedova was born and grew up in Russia.
She finished art school and art college, and
then went on to graduate from the Academy of
Arts. She is now living in New York where she
creates characters, illustrations for children’s
books, and her own personal artistic projects.
Read on to find out what makes Elena tick as

an artist and what we can expect from her in the

future...
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L'IT ART MASTERS worunics
CALL FOR SUBMISSIONS

Following in the success of our first two books in the
‘Digital Art Masters’ series, we would like to announce
the ‘Call for Entries’ for the third book in the series
‘Digital Art Masters: Volume 3.

‘Volume 1 & 2’ of 3DTotal’s book series, featured
some of the best 3d & 2d artwork from such artists

as Marek Denco, James Busby , Natascha Roeoesli,
Philip Straub, Rob Chang, Jonny Duddle, Benita
Winckler, Ryan Lim and Fred Bastide. The one thing
that set the ‘Digital Art Masters’ series apart from other
gallery/catalogue books was the fact that we wanted
to show the readers how the images were created, so
each artist wrote a breakdown overview to accompany
their piece in the book.

‘Digital Art Masters: Volume 3’ will again be showcas-
ing some of the finest 2d and 3d images from talented
artists across the globe. Initial submissions need to
be of your final image only to enable entrance into the
selection process. Chosen artists then need to supply
an additional text overview with ‘making of’ and ‘work
in progress’ images. See samples at bottom of page
to give you a good idea of

what is required.

Schedule and Calendar for all submissions is availble
from this web link:

http://www.3dtotal.com/damv3_callforsubmissions/

ANTHONY GUEBELS

e T o e

WEH.&S LESAFTRE
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Ming Wong takes
time out from running
his business, ‘Opus
Artz’, to talk to us
about himself and his
passion for ‘space

medicine’...



DR CHEE MING

WONG

Hello Koshime, could you tell us a bit about
yourself, please? And how would you best
describe your artwork?

Good to meet you, Chris. I'm the Creative
Director and co-founder of a concept and
visualisation company, specialising in pre-
production artwork for the entertainment
industry. | am particularly fond of environmental
and transport concept art, ranging from a

wide genre of aerospace, sci-fi and fantasy,

depending on the client’s requirements.

Could you tell us why you decided to set up
Opus Artz Limited, and where did the name
come from?

Opus Artz came about after having garnered
sufficient critical mass and experience, and
through the desire to provide high quality visuals

for pre-production within a small, tight-knit group

www.2dartistmag.com

of experienced concept artists and friends. The meaning behind Opus
reflects an “epic work of art”, and is representative of the digital studio that

sets out to produce an exciting diversity of conceptual art and design.

You graduated from Sheffield Medical School in 2001, and then went on to
become a concept artist whilst specialising as an anaesthetist. Could you
tell us why you chose to start doing 2D art when you sound like you had a
very promising medical career?

Whilst specialising as an anaesthetist and early on as a doctor in training,
both the passion to visualise worlds and environments for games and
movies came forth - influenced by the beautiful, lush visuals of various
matte painters and concept artists. It was a time when digital artwork

was coming forth (2001), whereby the use of digital tablets enabled

rapid visualisations of concepts and illustrations that could build upon

the traditional skill-set of industrial design principles. And thus, | built

page 10 Issue 023 November 2007
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upon two careers in parallel over the next eight
years, whilst freelancing on various MMORPG
projects and CGI animation pre-production
projects, whilst being actively involved with

the rapid growth of digital artists. Ultimately
(whilst trying not to quote you a manifesto), the
urge to formalise this experience came forth in
October 2007, with the formation of a European
based team of experienced concept artists and
industrial designers. The aim was to provide
high quality visuals and to concentrate purely
on the pre-production process, whilst providing
a strong design team offering services in
professional web design, packaging and brand

development, all targeted specifically at the

page 11 Issue 023 Novernber 2007
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entertainment industry. Ultimately, | love both
my artistic and medical career. However, with
the recent NHS fiasco, which my training and
job opportunities were significantly impacted

upon, it is perhaps now the time to take a big

risk and to take my fortune into my own hands.

So are your artistic talents self-taught or did you
attend any college/universities?

My schooling in art is entirely self-taught, with
invaluable help, tutelage and critique from the
digital online community. Namely, | owe a large
body of my improvement and art skills to Kim
Taylor, Phil Straub, Don Seegmiller, and the
local Euro/UK ConceptArt.org group. However,
| do sometimes reflect on my progress and
wonder if it would have come to the same
course with a formal background at college/
university. Nevertheless, | learnt my skills
through daily perseverance and through working
on active game projects and freelancing in

illustration and design.

Issue 023 November 2007
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You have worked on numerous game projects

over the past 7 years. Is this something you see

yourself doing in the future, or is it more of a

side line to your medical career?

Originally this was nurtured as a sideline, but

over the years a transition period, where | see
myself becoming a full-time artist and director
whilst the medical career becomes part-time,

has been fast approaching.

Your interest in aerospace reflects somewhat
in your work. Have you ever attempted to try
different genres, or is this solely where your
interest lies?

Actually, | have various interests in multiple
genres of sci-fi, fantasy and industrial design,
it is just that | have been tasked to draw solely
aerospace and sci-fi related artwork solidly for

the past two years. | have now an opportunity

to branch into various genres, to become a
versatile artist, although aerospace will always
hold a special place in my heart due to the

‘space medicine’ related interest.

So what is it about ‘space medicine’ that
interests you so much?
Some day, someone has to get us up there.

Perhaps | wont be around to personally pioneer




the exploration of the local planets/galaxy, but
any effort to help advance that course, may it be
through a blend of astronomy, medicine and art,
the thought of space exploration can be likened
to the next natural horizon to explore akin to the
Wild West.

What and/or who are your main sources of
inspiration?

Most notably Craig Mullins, John Wallins Liberto
and Erik Tiemens; tempered by the variety of
concept art by various established artists, such

as Feng Zhu, Scott Robertson.

You sound like an incredibly busy man! So when
you have the chance to take time off, what sort
of things do you enjoy doing?

The thought of doing absolutely nothing and

www.2dartistmag.com page 14 Issue 023 November 2007
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living domestic bliss with my wife, be it at

home, doing home DIY or slobbing about in the
local community or nature park, is my idea of
having a good time off! This would of course be
interspersed with frenetic drawing, sketching
and painting non-stop, even during my time off,
or on occasion gallivanting to the local museums
or historical sights for sightseeing, sketching and

photography.

Well it has been a pleasure talking with you and
| wish you and your company all the best. One
last question before we wrap things up: what
has been the most influential piece of advice
that you have been given, and by whom?

My father often says that failure is merely a
stepping stone to success. Coupled with sheer
stubbornness and determination, | believe if you

set out to achieve your heart’s desire, the whole

www.2dartistmag.com page 15 Issue 023 November 2007

process of that journey can be sometimes more
rewarding than getting there. In closing, | would
like to say that one should take time to smell the
roses and enjoy the local sights, once you reach

your destination...

Dn. lhee Nlling lWong

For more work by this artist please visit:

http://www.opusartz.com
Or contact them at:
chee@opusartz.com

Interviewed by: Chris Perrins
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AVAILABLE NOW ONLY!
UK - £32USD - $64 EUR - €49

‘A'
DIGITAL ART MASTERS

FEATURES 58 OF THE FINEST DIGITAL
2D AND 3D ARTISTS WORKING IN
THE INDUSRTY TODAY, FROM THE

. LIKES OF:

PHILIP STRAUB
JONNY DUDDLE
ALESSANDRO BALDASSERONI
BENITA WINCKLER

FRED BASTIDE

JAMES BUSBY

MAREK DENCO

PATRICK BEAULIEU
JONATHAN SIMARD

LS e IVETN !

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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a freelance

‘ner who works
in both the film Videogame
industry. He gfaduated in

lllustration before movmg |nto

. he worked on theme

themed entertainment, where
ks and \

museum attractions; his strong
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Model by: Phillip Obretenov

Image By: Zoltan Korcsok
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PAINT A NEW PICTURE WITH A 3DBOXX
7500 SERIES WORKSTATION TODAY!

CALL BOXX SaLEs CONSULTANTS

1.877.877.BOXX
Ourtsipe THE US 1.512.835.0400

AMD, the AMD Arrow logo, AMD Opteron, and combinations
thereof, are trademarks of Advanced Micro Devices, Inc.

www.boxxtech.com
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FOR THE SYSTEMS THAT POWER YOUR CREATIVITY.
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IMAGINATION
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Quap-Core AMD OpTERON™
PROCESSORS IS “THE WORKSTATION
YOU’VE BEEN DREAMING OF.

8 CORES SUPPLY THE POWER

TO MAXIMIZE RESPONSIVENESS

OF PROFESSIONAL PAINTING
APPLICATIONS. BOXX wiLL BE
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THE NEXT STEP

HE ARTIST IN AN IMMERSIVE DIGITAL SCULPTING ENVIRONMENT

Boosted Speed, Real-time Shodows,
Material Capture and Render (MatCap),
Full 3D Sculpting and Texturing with Alphas and Textures,
Advanced ‘Digital Cloy’ with up to One Billion Polygons with HD Geometry,
Real-time Posing, Perspective Camera, Retopologizing,
One-click Turntable Recording with Quicktime Export,
Support for 32 and 64 bit systems,
Muti-threaded Support,
And Much More.
PIXOLOGIC.COM PIXOLOGIC.COMZBC PIXOLOGIC.COMDOCS

Corporole Cammuniily Documanialion



http://www.zbrush.com
http://www.pixologic.com
http://www.pixologic.com/zbc
http://www.pixologic.com/docs

7 starded offf with a

0.5 mechanical pencil

and then wenf oven them
with an ebony pencit. 7
then scanned them inlo
Pholoshop whene 1 pul them
logelhen and cleaned them
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Noi Inthavong is a graphic artist with a variety
of skills, ranging from print to web design and
3D animation on both Mac and PC platforms.
Noi told us, “Throughout my experience in the t
various fields, | have come to realise what kind
of career that | am most passionate about - it
is concept art. | love the feel of the stroke of a
paint brush. | know the importance of concept
art because it is the first step where ideas are

visualised”.

rmm
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LEARN FROM A MASTER

OF DIGITAL ILLUSTRATION ™
The Techniques of Ryan Church/
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VoL 1 voL 2 VOL 3 VoL 4 VOL 5 INTRODUCTION TO
RENDERING RENDERING HI-TECH LOW-TECH ARCHITECTURAL COREL PAINTER
MATTE VEHICLES SHINY VEHICLES ARCHITECTURE ARCHITECTURE INTERIOR

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 to offer training
by over sixty professional instructors on a diverse range of tools, 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 found in
countless libraries, studios and universities... and on thousands of bookshelves.

4
OVER 180 TRAINING DVD TITLES - ORDER ONLINE!

WWW-THEGNOMONWORKSHOP-COM



http://www.thegnomonworkshop.com
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This month, we’ve asked 2D artists from a variety of

backgrounds and locations around the world:

How di you lake lime oul
prom the wonld of (5 7 (hl?

Here’s what they said...
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VFS Student work by Michael Lewicki

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.

—— —

= ANIMATION

» & VISUAL EFFECTS

vfs.com/animationvfx


http://www.vfs.com/animationvfx
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www.vueb.com

o
——

Solutions for
Natural 3D Environments


http://www.vue6.com

Mike Lim, aka

Daarken, talks you
through this Custom
Brushes tutorial,
explaining how to
create your own
brushes and how they
can be applied to your

own artworks...
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SynthEyes 2007 ®

3-D Camera Tracking Software

Now with

IMRACEESTBIZATION

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:
http://www.ssontech.com

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

25+ Exporters included standard.
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Welcome to the Speed Painting section
of the magazine. We've asked not two,
but three artists this month to produce
2 speed painting based on a simple,

« One-line brief. Here we feature the

final paintings and the overview of the

=, screation processes.
This month, Mike Corriero,

Emrah Elmasli and Mikko Kinnunen

tackle the topic:

The citizens OF
the flooded
Ccity now
resided in
the tallest
buildings
connected
by makeshift
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the brand new.

v16: Architectural Showroom Textures

Our NEW Total Texture collection is full
of great Showroom Textures for really
finishing those Architectural renders to
the highest standards with as little effort
as possible. As with all Total Texture
Collections, the NEW DVD now contains
134 Texture Maps comprising of over
ividual, hand crafted texture

I.Each texture is
2xible and canbe
architectural or

L i P Tl S

1 6Co| Iectlons of amazing Textures

: nationand priding induding discounts of up to 25% visit www.3dtotal.com



http://www.3dtotal.com/textures_v16/

ELEMENTS

DIGITAL PAINTING TUTORIAL SERIES : WEATHER

ISSUE 21, SEPTEMBER - SANDSTORM

ISSUE 22, OCTOBER - TWISTER
ISSUE 23, NOVEMBER - RAINSTORM
ISSUE 24, DECEMBER - SNOWSTORM —

ISSUE 25, JANUARY - HEAT WAVES



q
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Inthis tutorial, Anne
Pogoda takes

us through some
interesting steps on
how to paint
“kissable” lips...
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Joel Carlois a niUItimedia_
developer currently residing in
Denver, Colorado. He’s enjoyed
a professional career as an artist
over the last 14 years, which has
included work in both traditional and
digital media, web design, print, and
motion graphics for broadcasting.
This month he takes us through the
creation if his image,

“Speed Runners”...
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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

*| Halo3 &'How doyoulEkaiimens
--'I-.;

c i _,‘.é*ﬁ' INTERVIEWS
James Busby, SOFA Studio & Pacscom Muimeda

¥ ' | GALLERIES
s o\ Knshnarmurd M. Costa, Tamas Tothfalussy, Ogrean Boney and mone!

S i MAKING OFS
'Compass and Fapendip’ by Violkan Kacarand 'Dourmn kit 104" by Daniel Anderson

ﬁ.- TUTORIALS
() S irormental Lighiing, Cheracter Craafion: Making a newt gen monsier and more!

ﬁ_) 5 Issued2y Novermber 2007 54 €325/ £2.25
FPUBLISHING

visit WWW.3dcreativemag.com

to download the free dite’ issue, the full issue, subscription

offers and to purchase back issues.
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With most of my digital pieces | flirt around with a painterly

style, but still strive for a sense of realism. For this project
| wanted to try something new by experimenting with

impressionism and speed...
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DIGITAL ART MASTERS

D IG I | AL AR With the release of 3DTotal’s new book,
T MASTE RS ‘Digital Art Masters: Volume 2’, we have
:VOLUME 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 artist
has described in detail the creation process
behind each published artwork, in their

own words, especially for this book.

SAALSYW AN N ANOANCY

This month we feature:

by Mlchael R Smith

=Y ‘Bang On Time'

i

adtatal



http://shop.3dtotal.com/index.php?cPath=22
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The following shots of the ‘Bang On Time’ book pages are featured here in fuII-resdeﬂ_qn and can{)e read by zooming in!
5
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TEHALSYW

ARTIST PORTFOLIO

The following shots of the ‘Bang On Time’ book pages are featured here in full-resolution and can-be read by zoomingrin!

b

- DIGITAL ART MASTERS

W ANTNE

BUY 2 BOOKs AND GET

B Sl £
‘1 i DISCOUNT

WA

3 ‘ O m'\

. a 2DArtist readers can purchase

DIGITALARI MASTERSZ VOLUME 1 &2 with a special 10% Discount

A ASSSL AT

it

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

(Note: if a security dialogue box appears, tick ‘Remember’, then click ‘Allow’.)
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Jason (Wei Che) Juan
Morgan Yon
Midway Games

Luis Melo

Sketchbook of Matt Dangler

What artwork has moved you

emotionally/mentally, and why?

Custom Brushes
Speed Painting
Elements Weather Series

Snowstorm!

Ballonics

10 of the Best images featuring

Kerem Beyit
Kieran Yanner
Tom Arthur Opasinski
Tiberius Viris
Teng lin
Pascal Raimbault
John Wallin Liberto

Robin Olausson |
Marcin Jakubowski

Daniel Ljunggren

0t for only $4 7

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

issues and 6 & 12 month subscriptions

i 5 O
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“YOU'VE READ THE ARTICLES, YOU'VE LEARNT FROM THE
TUTORIALS, NOW GET THE JOB YOU VE ALWAYS WANTED!”

Employers! If you have a position that could be potentially filled by one of 3DCreative Magazine’s 20,000+ talented readers and

would like to advertsie here then please contact lynette@zoopublishing.com



mailto:lynette@zoopublishing.com 

W 3dcreative

Lighting TD

o

We currently require Lighting TDs to work
on a variety of visualization jobs
Simmediate statk

Top Games Jobs

We are monaging all of Sony Computer Entertainment Europe's development

racruitment. Their UK studios offer unrivalled developrment facilities and o
creative environment. They currently have art roles available in London and

Liverpool to work on the next generation of creatively advanced gomes,

SONY They currently require:

< Lead Artists/Art Managers

‘ } Animation Director
; » 7

Technical Artists (MEL Scripting)

Senior Environment Artists

Concept Environment Artist

Visual FX Artist (Maya Particles/Dynamics)
Video Processor/Editor (Final Cut Pro)

Contact Paul:

Jdcreate@datascope.co.uk

our expertise: your development

datascope - recruilment spacialists for interactive entertainment

modelling
using Light

Londen -+44 (0] 20 75806018 info@dotascope.co.uk
Chicago +1 312 587 3020 info@datascopelUSA.com

cityscape

STUDIOS

Krome Studios is Australia’s largest
game development studio. We now
boast 4 project teams, over 200 talented
people and an increasing presence in the
worldwide game development industry.

We are always looking for talented and
experienced game developers to join
our teams.

Ifyou share our passion for games
and would like to work on high
profile titles in conjunction with
the top 5 publishers in the world.
— We want to hear from you!

Formore information on available

COULD YOU COMPLETE THIS MODEL? o 1 s

please visit our website:

No glue or paint is required for our models.
Just the skills and enthusiasm to work with one of the fastest www.kromestudios.com
growing 3d houses.

We currently have a wide range of positions available for
designers, modellers, riggers, marketing staff, and texture artists.

And best of all;, you won't get sticky fingers from ocur models!

Visit us at: e i
" n Tiger and the Krome Studios logo are tradel ne Studios Pty, Ltd. © 2006 Universal Interactive, fng: Spyro and related

http: f f www.vanishi ng point bIZ}' 3dcreativeaug UT.asp are™ and © Universal Interactive, Inc. All o g e property of their tive Il Rights Reserved

www.2dartsimag.com
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Want to hit a home runin u Now hiring... you?
the games industry? ™} ncsoeT

Y .
| =% “of
S . . NCsoft is seel-;jng-'i:ater'led artists to join its
L rza 5 4 . seasoned teap ofindustry professionals led by
famed desigpérand frogrammer Richard Garriott,
This is an .e‘iu'l ing/appartunity to wark in a highly
creative gnvironfmént at NCsoft's headquarters in
Austip, TX, cgneept art studio in Santa Monica,
Join Kush / ; & CA or gﬁ‘-‘@l%ﬂr‘ﬁe"ﬁé:[ud [+]
n Aliso Viejo .
Games as a 3D ' IS
Artist and start - :
working on AAA titles = ; ERHBENT OPEMINGS
for the 2K Sports lineup. ' '\\\ ' Senior 3D Character Artists (TX and CA)

Help us hit another one out
of the park! . ] Senior 3D Environment Artists (TX)

i . Senior Environment Concept Artists (CA & TX)
Please send applications to:
Character/Creature Concept Artists (CA)

Attn: Art Director k Senior Animator (TX)
Kush Games Y
5155 Camino Ruiz, Suite 200 Animators (CA)

Camarillo CA 93012 \ _ Y .. .. — User Interface Artist (CA)

or email: arttalentkushgames.com

WWW, s ST To apply, please send resume and
-kushgames.com . ] ru1,o‘port|'oll'n,'llnk to on-line portfolio to:

i - i %
't‘}w‘% i \ Jobs-la@necsoft.com
(Z,!E 1 — visit www.plaync.com/jobs/jobs.html
a . -

www.plaync.com

Films, Video Games & Multimedia, Jobs Forum

Give I_.]Olll‘SElf a ﬂgil‘lg start Find great talent like “J_i‘.-

As a specialist recruiter to the video games and interactive entertainment i
market, Aardvark Swift are committed to help you find your dream job. ZaCh d u TO It on Iy at
3DJObS.C3 }. CURRENT OPENINGS:

Character Animator
CG Programmer
30 Modeler
VEX Artist
3D Animator
echnical Director
nvironment Artist
Sound Designer
Game Developer
Whether you are an Artist, Animator, Designer or Producer, “'\ Texture Artist
we have the perfect role available for you in what is a fast- aoking for a 3D p haﬁcter Rigger
paced and exciting industry. We have roles both in the UK Character Dedl e v Sgse?r'isor
and abroad (as far a field as Australia'), so if you are looking nosition in J_-h? CVEX Lo::r-ri —_—
for your next exciting challenge, and want to enjoy an UK. area. % F’rm\:urerl :
excellent salary, benefits and work environment, give us a a\'l'| d Imo -
call and we’ll be more than happy to help you out!

zach{@zachdt3d.co.ulk

Zach is currentlly

N

www.aswift.com 01709 876877
Aardvark Swift Recruitment Silicon House, Farfield Park,
Rotherham, South Yorkshire S63 5DB )
. The free professional job forum for Artists and Studios.

—_ e —— '] -— ]

[ ™
A, a =
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response.ltd

(CURRENT{OPENINGS:

(JStoryboard/Artist
xture Artist FOR FREE?
diare/seeki sl GraphiciArtist]

SICharacter//[Creature Concept!Artist]
CTArchitectural Concept/Artist WOULD YOU LIKE TO ADVERTISE YOUR JOBS HERE
0| vil;owgnt Concep‘t Artist
ClUser Interface/Artist ' . i
Jowithin the Eam 5 o (e . CONTACT : lynette@zoopublishing.com
eS8 i@hi?hl'rs‘, illsd (PR Marketingletc)
lto(take us even fuirther: JCommunityManagers -

Solifiyoularellooking|to/getiyour s
“foot/inithedoor!)or:area/professional
wantingjtolsupportial¥independent/studio”,
and(areal highly motivated|individual that
welcomesnew;challenges

We have your,next GREAT;OPPORTUNITY!

REQUIREMENTS:

Spoken /| Written Language: |English
Compensation: Phantom Equity + Credit |
Work Environment: Online

Portfolio/demo equivalent with resume

& cover letter accepted and preferred:

:Em)ail to jobs@nesteggstudios.com
oF

Mail materials (DVD or CD) to:

Attn: Artist Openings

Nest Egg Studios Inc.

P.0. Box 1235

Burlington, Vermont USA 05402-1235
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/00 PUBLISHING Aboutus

PUBLISHING

Is a company publishing downloadable online
magazines. We are 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 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.

Complataly mad in

every disnension
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