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Editorial

Welcome to ISSU@ 38 from a soggy,
post snow-covered England. Not
even the snow can stop us bringing
another content-packed issue your
way, so let’s get stuck in! What
have we got for you this month?
Well, we have a treat for you
actually, and this is one that I've
been looking forward to for a long
time: none other than an interview
with the amazingly talented Polish
artist, Marek Okon, who has

kindly taken some time out this

month to chat to the 2DArtist team. Thig Month'’s Finalists & Last Month’s Making Ofs

Marek tells us all about how he went from web design to book cover art, to
illustrations for comics and games. | always find myself having to catch my
breath when a new artwork from Marek arrives on my screens, and | hope
that you will be as stunned by the portfolio of work that is waiting for you on
page 19. This month’s issue also has an interview with Chinese artist, Chen
Lin (aka Wanbao), who discovered digital painting just 4 years ago but has
managed to rack up a beautiful collection of imagery. Check out Page T for
our interview with Chen Lin and get yourself inspired!

As a special addition to this month’s magazine we have an article written for
2DArtist by the guys at Midway Newcastle, on the concept artwork done for
new game title, Wheelman. Here you'll find the works of Peter Thompson,
John Steele and Corlen Kruger — check out Pa8€ 37 and go behind the
scenes to the original artwork created for this 2009 game title!

We also have yet another new tutorial series for you this month — this time:
vehicle concept design, painting and rendering by Dwayne Vance and
Tham Hoi Mun. These two artists are both specialists in the field of vehicle
concepts and we welcome to 2DArtist to teach us a thing or two about

how to design and polish up some stunning motors! Dwayne is going to be
tacking a super sleek car, whilst Mun has been given the task of creating a
heavy futuristic mechanical digger type thing — he’s got his work cut out for
him, but he dove right into this tutorial and has come up with some fantastic
thumbnails on PA8€ 73. Mun is using good old marker pens and paper,

and Dwayne is using a combination of Painter, the freeware Alchemy, and
Photoshop to show us some different ways of concepting in this first chapter
— next month will cover Dwayne refining this month’s designs, so there’s
plenty to come from these two over the next few months!

Justin Albers is back with us again this month — we just can’t get enough
of his amazing ability to turn our tricky speed painting briefs into the most
stunning illustrations! Prepare to be impressed by this month’s interpretation
of the rather open brief: The size of the task ahead was extremely daunting.
We also had in-house artist, Richard Tilbury tackle the same topic for

us this month, and the results of the two are intriguingly different — check
them out on PAZE 81. Chee Ming Wong is also back again with a rather
wonderful painting of a space station ...
very eyes! Check out the latest from Chee on Page 89.

which he then blows up before our
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Finally, our making of this month has been created by Nicolas Villeminot

download resources,

extras and even movies!

on previous gallery featured image, Robot. You won’t want to miss this
one as Nicolas has put together a beautiful article showing the stages of
creation right from the early sketches through to the refined line work and
showing the different stages of colouring. A very intricately painted piece
with a beautiful concept — check out iage 103.

Well that’s it for this month. Enjoy and see you next time for more! Ed.
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For optimum viewing of the magazine, it is recommended that you
have the latest Acrobat Reader installed.

You can download it for free, here:

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
3. Select

menu, then
making sure that

is also selected.

Getjthelmostoutiefiyoli

Magazine!

If you’re having 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!



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

Contributing Axtists

Every month, many 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@3dtotal.com

Has had a passion for drawing

since being a couple of feet

tall. He studied fine art & was

eventually led into the realm

of computers several years ago. His brushes have
slowly been dissolving in white spirit since the late
nineties & now his graphics tablet has become their
successor. He still sketches regularly and balances
his time between 2D & 3D, although drawing will
always be closest to his heart.
http://www.richardtilburyart.com

ibex80@hotmail.com

Yons

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.
http://www.opusartz.com

chee@opusartz.com

A graduate of the Art Institute of
Dallas and currently working as

a concept artist at Vigil Games

on the Warhammer 40,000

MMO in Austin, Texas. His previous companies

include TKO Software and NCsoft.

http://www justinalbers.com/

albers.justin@gmail.com

ol Wl

The early Star Wars trilogy
really got him into wanting to

become a concept artist. He

graduated from art school in
2006 and has been working in the field as a concept
artist for almost 3 years. He spent time working for a
production studio and is now a full-time freelancer.
He’s worked on several projects which include
games, commercials, animations, and toys, and
would love to teach someday.
http://hoimun.blogspot.com/

thamhoimun@gmail.com

www.2dartistmag.com

Phiiee

Has worked professionally as
a designer for companies such

as Mattel on 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.

http://www.futureelements.net

vancedwa@sbcglobal.net
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¥ Confxibutors

Martiie

Studied graphic design,
but always felt attracted to

illustration and animation.

She’s currently working as a
2D animator in the game industry, and is happy to
be working professionally in her hobby. She also
pursues her passion for illustration through the likes

of the 2DArtist stylised challenges!

http://ruth2m.com

ruth2m@gmail.com

Designs identities, brochures,

flyers and illustrations at a small

company in Budapest, Hungary.

As well as graphic design, he
works to improve his digital painting, usually working
with Painter and ArtRage. His current goal is to
develop his portfolio, experimenting with several

styles and techniques

http://www.28thwing.com

janos.kiss@28thwing.com

Orh e

A graffiti artist of The Petados
Crew from Barcelona and

surrounding areas. He’s

currently working as a
production/concept artist for 2D and 3D games, and
manages to make time for his own personal projects

in his free time. His motto is: “Love Walls!”

http://www.urih-pta2.blogspot.com
urih.pta2@gmail.com

www.2dartistmag.com

Viffinor

A self-taught artist living in

France who has always been

in love with drawing and

illustration. He has worked for
many years in the videogame field as a 2D and 3D
artist and is currently working on a children’s book
project. He usually works both on paper and on
computer, and has recently been featured in Ballistic

Publishing’s Exposé 6.

http://electronico.cgsociety.org/gallery/

nicolas.villeminot@orange.fr

Image by Chen Lin
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AVAILABLE NOW! :

IGITAL ART MASTERS

: VOLUME 3

28 PAGE PREVIEW (

AVAILABLEJ
UK - £32 USD (
|

/ |
<y FEATURES 60 OF TH
2D AND 3D ARTISTS WORKING IN
THE INDUSRTY AY, FROM THE

e | LIKES OF:

ALON CHOU

AMIEN CANDERLE

| | GERHARD MOZsI

[ | JOHN WU

i 'Il LAURENT PIERLOT
LEVENTE PETERFFY
MAREK DENCO

NEIL BLEVINS
NATHANIEL WEST
MATT DIXON

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

?_ i Bﬁtatal_ cCormn for more products in our range visit http://www.3dtotal.com/shop
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Chen Lin, aka Wanbao, is a very talented artist
based in China, who only discovered digital
painting four years ago, and has made amazing
progress since his early days of using a mouse.
We got the chance to know Chen Lin a little
better in this month’s issue of 2DArtist, so read
on to find out more about the artist behind the

Wacom!



Hello Chen Lin, welcome to 2DArtist! Looking

at your Deviant Art portfolio, you are a bit of

a mystery to us — we can see your fantastic
artworks but we don’t know much about the
artist behind the art ... So can you kindly kick off
this interview for me by telling us a little bit about
yourself and how you originally got into digital
painting?

Hi Lynette, thank you for having me here. | am
very glad to have this interview with 2DAtrtist

Magazine.

| have been working in the computer graphics
industry for about four years now, but before
that | didn’t even know that people could paint
on a computer like this, and | didn’t know
anything about computer graphics either.

| majored in graphic design when | was at
college, and right after | graduated | started
working at an advertising agency, although |
knew that it wasn’t really what | wanted to do.
One day, | discovered a computer graphics
forum online and it seemed interesting to me, so
| joined one of the online CG groups and started
to discuss and practice with other people in the

group.

www.2dartistmag.com

After | got into the CG field, | started working for
Webzen China (a game production company

in Shanghai) as a CG painter. | stayed there

for a couple years, and then moved to work

at ZhangJizhong Cultural Development
Corporation Ltd, which is where | am today. |
feel very happy and lucky because | can finally

do something interesting for a living!

So just four years ago you didn’t know about
painting digitally, and now you're in 2DArtist
Magazine. That just proves to everyone out
there that it's never too late to get started! Can

you remember the first CG painting you saw

Issue 038 February 2009
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InterviewC e li“ (Wﬂmlaﬂ)

that made you think, “Wow, | have to try this for myself!”? And who do you
regularly turn to for inspiration these days?

| remember the first time | saw a digital painting; it was a “Making Of”
painting that had been done with a mouse. | felt that it was an interesting
way to paint, so | went back home and tried it myself. This was the first
time I'd tried digital painting and to be honest, | didn’t really like it because
| had to paint using the mouse. It was only later, when a friend told me

about Wacom tablets, that | started to paint properly using my computer.

My favourite CG artist is Craig Mullins - he is very talented and creative. |

like the structures and the brushstrokes he uses in his paintings.

Looking at your portfolio you have an amazing array of artwork,
encompassing everything from real world studies, to fantasy monsters,
to sci-fi spaceships — all of which demonstrate a great understanding of
depth and scale. Do you have a traditional background in art which has
helped you to accomplish this great understanding? If so, what areas of
traditional art studies do you find most useful in your digital practice? g et
| studied pencil drawing, gouache painting and graphic design for six '?"It
years when | was at school, which helps a lot with what | am doing now

and has had a significant influence on my current painting style. By using

the computer | have found that painting can be much faster and easier;

www.2dartistmag.com page 10 Issue 038 February 2009
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however, | would love to go back to traditional painting one day because it

was very enjoyable.

Do you practice any traditional studies in your spare time? If so, what do

you do and how does it help your CG art?

| have been lazy these days; | think I'll do some practice someday really

soon though!

One of my favourite aspects of your works is how you often leave sections
of your concepts/paintings quite sketchy — even if the other parts are
heavily worked. This gives us a sense of understanding of the process

of creation, and we can almost feel the brushstrokes and see the layers
of digital paint that you have applied. There is a very painterly — almost
traditional — feel to your work, and you often paint in a speedy/sketchy
style, showing us the urgency of creation ... It's almost as though you're
spilling your soul onto the canvas as you paint! With this in mind, could
you talk us through the creation process of a typical piece of artwork?

| usually don’t have a rule for my painting; | simply record anything and
everything interesting and weird that comes to mind. When | practice, |
start with a drawing, which | often do quite randomly. | then build that up
with textures and depth — perhaps even into machines or monsters — and

o then | finish up by emphasising the subject.

www.2dartistmag.com page 11 Issue 038 February 2009
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The painting procedure for my job is very
different from my practice work. | will usually
be assigned a subject, so | already know what
| will paint. | start to make a couple of drafts,
pick the best one, and then paint the subject
and the background on different layers. But the
final version is always different to the original
draft, simply because | make changes and

improvements during the process.

So do you keep a sketchbook with you at all
times to jot down these weird and wonderful
ideas that pop into your mind throughout the
day? Do you ever have dreams that lead to
artworks at all? Also, I'm just curious, but do you
ever run out of inspiration or of ideas? And if so,
what do you do to get through it?

| tend to record any new ideas that | suddenly
have on my computer, as scripts and scratches
- just some brief ideas - and then I'll turn them

into paintings when | have time.

Sometimes | will paint my dreams; dreams are
actually a good source of ideas, but the finished
dream paintings always look different to what

you can remember of the original dream.

And | think that it's normal to run out of ideas.
When I'm lacking inspiration, | take a break,

relax, and then the ideas start coming back.

There are so many great artworks in your
portfolio that | get a sense that art is your life —
there is even a great image of what looks to be
a bedside table, a truly wonderful observational
study. What kind of art exercises do you go
through to keep your mind fresh and your artistic
eye keen?

| like searching around on the CG forums,
because | can learn a lot of techniques and
ideas from other artists’ work. | try to discover
things that attract my attention in lots of different
ways. For example, | watch movies and read
novels to keep my mind fresh and creative. |
think the hardest thing for a great artist is not to
improve their technique, but to think about what

to paint next.







What has been your favourite art creation to
date, and for what reasons does it make you
feel proud?

| had a couple of paintings that | really liked
before, but now | feel that they are just “okay”.
However, | will certainly try to do better and

better in the future!

You’ve had some amazing feedback from other
members of the DeviantArt community. How
important do you find the digital art communities
in your progression as an artist? Are there any
other communities that you actively participate
in, apart from the one over at DeviantArt?

An art community is a platform for artists to
discuss, to learn, and to show off their talents.

| have made lot of friends from these art
communities and | would actually say that it was
art communities that brought me into the CG
industry in the first place. | have joined many art
communities in China, and | have posted a lot of
my work on their websites, but | have been very
busy lately and find it harder to update them with

my new works.

Sure, | totally understand that. So let’s go back
to when you were first starting out. How did

you go about putting your first digital painting
portfolio together to demonstrate your skills? Do
you have any tips and advice for other artists
out there who are just starting out and can’t
quite decide on what they should focus on for

their portfolio?

InterviewC e li“ (Wﬂm]aﬂ)

For my portfolio, | simply put in the artworks that
| liked, nothing fancy. | started to decide what |
really wanted to do a year after | graduated, so

| think it's never too late to make a decision or
change your career goal. You don’t have to ask
for too much advice from other people; you will
have the answer yourself someday after you've

tried lots of different things!
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Chen Lin (Wanbao)

For more work by this artist please visit:
http://wanbao.deviantart.com/

Or contact them at:
snow_lc126@hotmail.com

Interviewed by: Lynette Clee
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The Gnomon Workshop is the leader in professional
training for artists in the entertainment and design industries.

“Brendan McCaffrey has been at the forefront of automative, architectural and
product wisualization. His ability to create photorealistic objects and
environments has led him to wark for high profile companies including Sony,
Peugeot, Sega, Namco, Capcom and others. He has won numerous awards for
hiz work and now he brings his knowledge and experfise to the Gnomon
audience in his latest automotive rendering and lighting DVD."
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Stephen McGlure, Producer Gnomon WorkshopTeacher Gnamon Schoo

WWW-THEGNOMONWORKSHOP:-COM


http://www.thegnomonworkshop.com

“If you have to explain to
people what the Image Is
all abou then the image
jails, as It Should spea

for Tiseli. That’s wny
never describe my images,
nor answer any story-

_ related questions. What
yoll See IS Whal ¢
and 1f you don’t at
I wanied (osho

then It’s I

vistial I

were




" This IS ﬁ% l: l'ﬂﬁ llle lSSlle of iS to purchase the Fllll lSSlle click here

www.2dartistmag.com page 20 Issue 038 February 2009


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

Vancouver Film School alumni credits include Across the Universe Geeta Basantani, Digital Compositor Alias Scott Dewis, Visual
Effects Artist Ant Bully Ben Sanders, Character Animator | Rani Naamani, Animator | Ernesto Bottger, Character Animator AVP:
Alien Vs. Predator Shawn Walsh, Color & Lighting Technical Director Babel Luis Blackaller, Storyboard Artist | Lon Molnar,
Visual Effects Supervisor Battlestar Galactica Daniel Osaki, Lead Modeler | Megan Majewski, 3D Animator | Alec McClymont,
3D Artist Blizzard Entertainment Alvaro Buendia, Cinematic Artist Bolt Lino Di Salvo, Supervising Animator/Voice of
Vinnie Charlotte's Web Aruna Inversin, Digital Compositor | Adam Yaniv, Character Animator | Tony Etienne, Lead Lighter
Kristin Sedore, Lighter Chicago Lon Molnar, Animation Supervisor The Chronicles of Narnia: The Lion, the Witch
and the Wardrobe Kristin Sedore, Lighter | Shawn Walsh, Lighter | Adam Yaniv, Character Animator The Chronicles
of Narnia: Prince Caspian Andreas Hikel, Pre-Visualization Artist | Christoph Schinko, Character Animator | Jami
Gigot, Senior Layout Artist Cloverfield Nicholas Markel, Pre-Visualization Supervisor Constantine Aruna Inversin,
Digital Compositor The Dark Knight Pietro Ponti, Lead CG Lighting Artist Dead Like Me Daniel Osaki, Visual
Effects Artist | Alec McClymont, 3D Artist Diablo 1Il Alvaro Buendia, Cinematic Artist | Steven Chen, Cinematic
Artist Family Guy Michael Loya, Storyboard Artist Fantastic Four: Rise of the Silver Surfer Arun Ram-Mohan,

Lighting Technical Director | Shawn Walsh, Visual Effects Executive Producer | Jessica Alcorn, Compositor
Flags of our Fathers Aruna Inversin, Digital Compositor Gears of War (VG) Scott Dossett, Animator
The Godfather (VG) Kirk Chantraine, Motion Capture Specialist The Golden Compass Adam
Yaniv, Animator | Chad Moffitt, Animator | Thom Roberts, Animator | Ben Sanders, Animator
Andrew Lawson, Animator | Matthias Lowry, Visual Effects | Tony Etienne, Look Development

- Justin Hammond, Lighter Pearl Hsu, Effects

Technical Director | Aruna Yo u r na m e h e re . Inversin, Digital

Compositor | Fion Mok, Matchmove Artist

1 Hairspray Lon Molnar, Visual Effects Production Executive Halo 3 Bartek Kujbida, Character

_'l-':}ﬁ Animator Happy Feet Ben Sanders, Character Animator | Thom Roberts, Character Animator

i " Harry Potter and the Prisoner of Azkaban Shawn Walsh, Color & Lighting Technical Director
"‘. Harry Potter and the Order of the Phoenix Pietro Ponti, Technical Director Harry Potter

and the Half-Blood Prince Harry Mukhopadhyay, Lead Effects Technical Director Hellboy Aruna
Inversin, Digital Compositor Hellboy Il: The Golden Army Christoph Ammann, 3D Sequence
Supervisor Horton Hears a Who Arun Ram-Mohan, Lighting Technical Director | Brent Wong, Modeler
Hulk Geoff Richardson, Visual Effects Editor I, Robot Daniel Osaki, CGl Modeler | Megan Majewski,
Pre-Visualization Ice Age: The Meltdown Ben Sanders, Character Animator | Arun Ram-Mohan,
jj Lighting Technical Director The Incredible Hulk Shawn Walsh, Visual Effects Executive Producer
Tony Etienne, Look Development Lead Indiana Jones and the Kingdom of the Crystal Skull

—
B Henri Tan, Creature Technical Director Iron Man Adam Marisett, Visual Effects Artist King Kong

_ Chad Moffitt, Senior Animator King of the Hill Michael Loya, Director Kingdom Hospital Daniel

'-_-"- ‘* s Osaki, Visual Effects Artist | Megan Majewski, 3D Animator | Alec McClymont, 3D Artist Kingdom

of Heaven Shawn Walsh, Digital Compositor Letters from Iwo Jima Aruna Inversin, Digital

Compositor Live Free or Die Hard Jessica Alcorn, Compositor Lord of the Rings Trilogy Chad

Moffitt, Senior Animator Lost Scott Dewis, Visual Effects Artist Lucasfilm Animation Singapore

Sandro Di Segni, Senior Effects Technical Director/Lead Digital Artist | Ming Chang, Lighting Technical

Director | Adrian Ng Chee Wei, Character AnimatorSeema Gopalakrishnan, CG Software Developer

Mass Effect (VG) Sung-Hun (Ryan) Lim, 3D Modeler Matrix: Revolutions Aruna Inversin, Digital
Compositor | Shawn Walsh, Color & Lighting Technical Director Master & Commander: The Far Side of the
World Robert Bourgeault, CG Artist Metal Gear Solid 4 (VG) Josh Herrig, Artist | Yuta Shimizu, Artist The Mummy:
Tomb of the Dragon Emperor Aruna Inversin, Digital Compositor Night at the Museum Allen Holbrook,
Animator | Adam Yaniv, Character Animator | Chad Moffitt, Animator | Kristin Sedore, Lighter Persepolis
Marianne Lebel, Animator Pirates of the Caribbean: At World's End Ben Sanders, Character Animator
Allen Holbrook, Animator | Aruna Inversin, Digital Compositor The Pirates Who Don’t Do Anything:

A VeggieTales Movie Mike Dharney, Animation Supervisor Reign of Fire Lino DiSalvo, Animator
Resident Evil: Extinction Joshua Herrig, Visual Effects Artist Robots Arun Ram-Mohan, Additional

, i Lighting Rome Teh-Wei Yeh, Matchmove Artist The Santa Clause 2 Aruna Inversin, Digital Compositor
\ . Daniel Osaki, Visual Effects Artist Scarface (VG) Maya Zuckerman, Mocap 3D Generalist Shrek the
H\. Third Rani Naamani, Animator Shrek the Third (VG) Samuel Tung, Technical Artist Sin City Michael
\\. ,}' Cozens, Lead Animator Smallville Geeta Basantani, Lead Compositor Speed Racer Aruna Inversin,

| : Digital Compositor Star Wars Episode llI: Revenge of the Sith Andrew Doucette, Character

R Animator | Nicholas Markel, Pre-Visualization Star Wars: Knights of the Old Republic (VG) Arun
Ram-Mohan, 3D Artist | Jessica Mih, Level Artist Stargate SG-1 Aruna Inversin, Digital Compositing
Artist | Daniel Osaki, Visual Effects Artist | Shawn Walsh, Digital Effects Supervisor Stargate:
Atlantis Daniel Osaki, 3D Animator | Megan Majewski, 3D Animator | Alec McClymont, 3D

Artist Sweeney Todd: The Demon Barber of Fleet Street Jami Gigot, Concept

N

Artist Transformers Allen Holbrook, Animator | Henri Tan, Creature Technical Director

3D ANIMATION & VISUAL EFFECTS | CLASSICAL ANIMATION | DIGITAL CHARACTER ANIMATION
Vancouver Film School. Countless paths. vfs.com/animationvfx

Unreal Tournament IIl (VG) Scott Dossett, Artist Valiant Robert
Bourgeault, Lighting Technical Director Viva Pinata Megan Majewski,
Animator WALL-E Mark Shirra, Layout Artist Watchmen Jelmer

Boskma, Previs Modeler | Lon Molnar, Visual Effects Supervisor | Cynthia
Rodriguez del Castillo, Visual Effects Artist World of Warcraft:
Burning Crusade (VG) Carman Cheung, Animator A Wrinkle

- in Time Aruna Inversin, Digital Compositor and many more.
VFS student work by Jeff Plamondon



http://www.vfs.com/animationvfx
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F you started with ZBrush.

?\ZBRUSH 31

THE NEXT STEP

PIXOLOGIC.COMDOCS

Jocurnentabion



http://www.pixologic.com/cheker/cheker.php?idmk=405
http://www.pixologic.com
http://www.pixologic.com/zbc
http://www.pixologic.com/docs

“Working on Wheelman
has been a real lahour ol
love for all of the artists
here at Midway Newcastle.
It has been homage to the
Hollywood car chase and
action film and we have
had a lot of I

mak :ng |l.

s B AN
= B S e e s 'l!'-l =
4L MIDWAY -

L

-

'hll“:rj

Discover some of the amazing artwork that the guys
over at Midway Newcastle have done on Wheelman,

Vin Diesel’s latest high octane video game.
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Chapter 01: Alien Hot Air ballocns
Chapter 02: Steam Powered Hﬂl‘l.lnh:l-l Desiroyer
Chapter 03 The Sk CAravan croaasd the \ Dosern g‘
Chapter 04; The Beast was poised nﬂrh rike

Chapter 05: Man-Eating Plants P
Chapter 06 The City Centra [ooked like &
amongst the surrsundings

Chapter 07: it was a long way up but they had M
chaice but to conlinue climbing
Chapter 08: Once a Thriving City now d-ﬂum-d

and taken over by Vegetation
Chagpter {2: Robot Scrap Yard

'3dtotal.com

y for mare preducts in our range visit httpiihwww 3dtotal comishop

Intreduction
Lt} eBoak 18 & collecton af F
" fufarials which have besn
sene of the top digils pan
anound loday. The deda behend this. bul
_‘H'lﬂ-ﬂ! far e artist 80 IMerpeed 3 One-Rrne
© descriptve briel (provided by us!), crests a
:-pﬂb:lpur:mgﬁ-amhm:lllwnnmﬁ.ﬂj
showing @nd explaining &ag i
an of the artwork. This dow
PLCF can be followesd in masi 2l

The featured artists are:
Hathanied West
n’lf“_u-l.ﬂ'wl'lrl
Emirah Elmasil

.- Mike Corfers

Rich Tilbury

Robin Glausson
lgnacic Bazan Larcano
Marc Brunat

Nick Orac ‘

S0 5
Joal Garlo

Downloadable Tutorial EBook


http://www.3dtotal.com/speedpainting_v2

"Holy cow! | really love the new UI stuff.”

“You've got a great product at an incredible price.”

See our website for details of the new 64-bit version for Mac OS X!

*l just loaded a quick file into the demo

“Whatever happened to "get a cup of coffee | downtoaded, | am biown aviay.

while the tracker is solving 7

[vpical Applications
Fixing Shaky Shots _ -
Virtual Set Extensions *The software is amazing

PC/Mac. For more information and free demo: ANDERSSON TECHNOLOGIES LLC
http:,‘fwww.ssnnte:h.:nm Sixth year in the market, senving artists in ower 50 countries


http://www.ssontech.com/
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2DArtist Magazine introduces the new
L]

~ ‘Challenge’ Section of the mag. Every

month we will run the Challenges,
available.fo one t_o enter, for prizes
2 s fror www.3dtotal.clg1
shop and to als% get featured in ti?s v
ma%‘n‘é! The 2D Challenge runs?I
conceptart.org forums. Here we will display
the winners from the previous moniie
‘r_ci-;éllehé'es and the ‘Making Of’s from the

'mo.hth before that.

' ‘h;l.'
b

e o
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©1993-2008 e-on software, in

Vue 7 offers professional CG artists a complete
toolset for creating and rendering exceptionally
rich and realistic natural environments.

With Vue 7 xStream, access all the power of

the world's leading 3D scenery program
&*\ 7 directly from within your favorite application.

= =l Create, edit and render beautifully detailed
8GN i : natural environments using your application's
Special Introductory Price  standard tools.
Vue 7 Infinite Vue 7 xStream

3ds Max mosque model, rendered with Vue
environments using Mental Ray Sun & Sky.

$895 $1H195 $1495 Works with: s 4
CEOR-

www.e-onsoftware.com
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“When designing
vehicles, the second
most important thing,
apart from cool visuals,
is functionality. All Sood
designs are followed by
practical and believable
functions.”

This serie_g_will take an in depth look into the process
Qf'gésigning vehicles, beginning with the concept
stage and following through to a final design. We
wilkcover sketching approaches used to evolve and
refinhehéh'n initial idea and show the techniques used
to produce a number of drawings exploring a variety

of designs.

The tutorial will then move onto creating a finished
design and placing the vehicle in a simple scene
and addressing the issue of rendering the various
materials that make up its construction. The
importance of perspective will be explained before
concluding with a chapter on adding design details

and lighting effects.

PART 1 - Issue 038 February 2009
PART 2 - Issue 039 March 2009
PART 3 - Issue 040 April 2009
PART 4 - Issue 040 May 2009
PART 5 - Issue 040 June2009
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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 $4-. OUS
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vist WWW.3dcreativemag.com
to download the free dite’ issue, the full issue, subscription
offers and to purchase back issues.

PUBLISHING



http://www.3dcreativemag.com

Welcome to the Speed Painting section of the magazine. This
month we’ve asked two artists 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, Justin Albers and Richard

Tilbury, tackle the topic:
The size of the task
ahead was pxtremely daunting
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For professionals by professionals \ h I}
Mainworks

Mainworks is a highly specialized cgi, artwork and postproduction service provider for industry,
photographers and agencies. The optimal interaction between CGl and photography demands an extremely
high surface quality and details of the 3D models. The madelling software we use has to be reliable and
easy to use. PowerNurbs gives us all that and it integrates well into our cgi workflow. At Mainworks

we are about cool pictures. Therefore only the best and most straightforward tools are good enough for us.

Mainworks only works with the best CG modeling tools. Power NURBS delivers. Q

TR SY .

. il

Find out more about Mainworks at )\ Ayt /Lt
To find out how nPowerSoftware can help your business visit us at www.npowersoftware.com “POWER

Photagraphy backplate: Joris van Velzen (www.razum.cam) cgi € pastpraduction: www.mainwarks.de
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Interviews

_ Chris Thunig
, L= James Paick

, . | Articles

Sketchbook of Roberto F-Castro

Tutorials

NEW!

Vehicle Painting Series
by Dwayne Vance &

Hoi Mun Tham

Speed Painting:

“They looked through the window
and what they saw took their
breath away”

Galleries

10 of the Best images featuring

Plus Loads More!

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

issues and 6 & 12 month subscriptions

Image Jesse van Dijk
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| - FLANETS AND STAR FIELDS

FART 1: STARS + NEBULAS - JLLY 2008
FART 2: BARREN WORLDS - ALGLIST 2008
FART 3: BARREN FLANETS - SEFTEMBER 2008
FART 4: GAIAN FLANETS - OCTORER 2008
FART &: COLONISED FLANETS - NOVENRER 2008

“the design of stich
Il - TRANSFORT . :

\ 4 large installations
B = oLty 20cs 7 / should be based on
FART 8: SPAGE STATIONS - FEBRLARY 2009 exisﬂng lﬂChﬂﬂlﬂgiCﬂl
Il - ENVIRONMENTS limitations and designs,
FART 5: SCI-FI HANGAR - MARCH 2009 and extrapolated
PART 10: SPACE BATTLE - APRIL 2009 around 20-30%

FART 11: MINING THE ASTERTID FIELDS - NAY 2009 ’ 0
PART 12: SPACE COLONIES - JUNE 2003 into the future.
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SUBSCRIBE
NOW&SAVE
UP TO 25%

on this already amazing value publication!

12 ISSUES
FOR THE
PRICE OF 9

Subscription $35.91 save $11.97)

6 ISSUES
FOR THE
PRICE OF 5

Subscription $19.95 save $3.99)

Have your 2DArtist Magazine download
link delivered automatically to your inbox
every month...

...and have it before anyone else!

www.2dartistmag.com

image: Chen Lin (wanbao)

Concept Art, Digital & Matte Painting Magazine
Issue 038 February 2009



http://www.2dartistmag.com

“I quickly had the idea of Starting -
with a cenfaur-like robot and

adding some elements (0
Ike  collar or @ breafhing
evice) | 1| Suggest fie’s
sick or da

/

Nicolas Villemi
takes us through the
creation process of
his image “Robot”
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Digital Painting Tutorial Series EBook
introduction:

The Custom Brushes eBook is a T2-page guide on how to creale
your very own set of custom brushes. We have asked indusiry
professionals from the likes of Carles Cabrera, Kim Taylor,
Melanie Delon, Marc Brunet, Mike Comierg, Richard Tilbury,

Briagn Reckienwald, Mike Lim (aka Daarkzn), George Patsouras,
Larla Ortiz and Ignacio Bazan Lazcano to create aasy-io-follow
guides/tutorials on how to create Custom Brushes. As well as
giving expert tuition, some of the arlists have also supplied their

brushes and these can be downloaded at the beginning and end
of the tutonals, where availabla,

This futorial eBook also incudas 84 free downloadable brushes.,

B e MO
@ e 8

Chapter 01: Creating a brush from scratch in Photoshop

Chapter 02: Using Fhotographs onling (o produce & cusiom brush
Chapter 03: Scanning in objects and uming them into a brus
Chapter 04: Chamber

Chapter 05: Creating your own st custom brushes
Chapter 06: Gustom Brushes
Chapter OF: Skin brushes
Chapler 08: Guslom Brushes
Chapler 090 Guslom Brushes
Chapter 100 Cid Woman
Chapter 11: Special Effects
Chapter 12: Artistic Hair S
Chapter 13; 'Save Us
Chapter 14: Custom S

The artists features
Mike Cormeno,
Richard Tilbury
Kim Taylor,
Carlos Cabrefd
Melanie Delon]
Marc Brung
Karla 'l oo 1;&3--

"~ ggtotaleom |

||_j " r:rgpl.n:ts in our range visit hHpEEEEEET comshop

L
s
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DIGITAL ART MASTERS

* VOLUME 3
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VOLUME 3

o

With the release of 3DTotal’s latest book,
Digital Art Masters: Volume 3, we have

some exclusive chapters for you...

This book is more than just an artwork
book. Not only does it feature
full-colour, full-page images, but each
artist has given a detailed description, in
their own words, of the creation process
behind each piece of published artwork.
And they’ve done it especially for

this book!

This month we feature:

"Torturement”
by Henna Uoti

8 LT
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e read by zooming in...
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2DArtist readers can purchase Dt As ¥
DIGITAL ART MASTERS: VOLUME l, 2 &3 with a special 20% Discount

|
vo (RS ,
¥ 0 R ' !O% OFF

AIEiITa 5 i
: To claim your discount simply purchase here: 1
- r H‘i., ! http://lwww.3dtotal.com/books/ 73

(Note: if a security dialogue box appears, tick ‘Rememgr’, then click ‘Allow’)
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3dtotal.com

3DTotal is a resource website for the CG
community; amongst our growing number of
products for CG artists, we produce two monthly
downloadable PDF magazines — 2DArtist

and 3DCreative. We are based in the West
Midlands, in the UK, and our intention with

our magazines is to make each issue as full of
great articles, images, interviews and tutorials
as possible. If you would like more information
on 3DTotal or our magazines, or if you have a
question for one our team, please use the links

below.

Contact Iniormation

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

http://www.2dartistmag.com

Editor & Content Manager > Lynette Clee
lynette@3dtotal.com

Lead Designer > Chris Perrins
chrisp@3dtotal.com

Marketing > Jo Hargreaves

jo@3dtotal.com

Partmers

If you have a CG community website and would
like to support 3DCreative and/or 2DArtist
magazine by showing our banners, please

contact Lynette Clee at the email address above

3Dtutorials.s
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