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EDITORIAL

Welcome to Issue 034! Our
thanks of course go to the
Hadron colliding scientists in
Geneva for not yet spinning
us into a black hole, allowing
us to bring you yet another
issue filled with digital
goodness! Woop! And without
any more guff, I'd like to
announce — whilst doing a
little dance in my chair — that
we have an interview this

month with the one and only

Brom! Hurraaaaay! | have
oeen waiting so long for this, and now it’s finally here! ... In all honesty,

| actually tend to be a little awestruck when | speak to Brom over email,
and probably say really silly things in my eagerness to not seem like a
drivelling fool, but he’s been very supportive of this interview for 2DArtist
and we salute him, as I'm sure you will also when you check out the fab
nterview with this icon on PAGE 004. Enjoy! And because one interview

s never quite enough, and in the interest of diversity, we bring you yet
another this month — this time with Concept Artist, Jesse van Dijk [PAGE
D'lﬁ]! Jesse’s portfolio is simply awe-inspiring, and if you've already been
ucky enough to see his works on Concept Art.org, then you'll love this 13-
oage interview with the very man who causes us to “Wow!” whenever we
see one of his artworks! As a special treat we also have an interview with
the amazing Sketch Theatre on FABE 031. We don't often have studio
nterviews in 2DArtist, but we’ve been so impressed by what we’'ve seen
from these guys that we couldn’t resist featuring an article on them. Hope
you like!

Our tutorials this month feature Part 4 of Chee Ming Wong’s Space
Painting Tutorial Series [PABE 098], plus our regular Speed Painting
Tutorial featuring both Richard Tilbury and Levente Peterffy. Levente
teaches us an extraordinary technique which even | can’t wait to try out,
S0 be sure to check out both our speed painting instaiments on TAGE G8u.
A new tutorial feature this month is by Nykolai Aleksander, who brings
us part one of a small series on The Human Face. This month she talks
us through the process of how to digitally paint eyes and ears, in the truly
beautiful way that she has developed in her artworks. I’'m always looking
forward to Nykolai’s next great artwork, and she certainly impresses us
this month with this great little article on PAGE 109 — I hope you'll get a lot
from it! Nick Miles has also put together a fantastic Making Of article for
us on the creation of recent gallery image, The Mantis Queen, on FAGE
121, and you'll find a great Sketchbook feature on the works of WanKok
Leong on PAGE 029. As always we have 10 great gallery images, plus the
results of our regular Stylised Challenge over on Concept Art.org; which,
by the way, | hope to see more of you entering in the coming months as
we have lots of great topics coming up! *Winks*

Right, well enjoy October’s Issue, have a happy Halloween, and see you
next month for plenty of bonfires and fireworks (you’'ve gotta love this time
of year, haven't you?). Cheers! ED.
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SETTING UF YOUR FDF
READER

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 VIEW menu, then FAEE I"SFLAY
3. Select TW[I-I.IF EI]NTINL"]US, making sure that EHD“
[“]VER FAEE is also selected. ars



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

CONTRIBUTING
ARTISTS

Every month, many artists from around the world contribute to 3DCreative
& 2DArtist magazines. Here you can find out all about them! If you would
like to be a part of 3DCreative or 2DArtist magazines, please contact:

lynette@zoopublishing.com

o

Brom

Painter of anything that is nasty

and bites, Brom has worked
in all facets of the creative

industries. From books, to

games, to film, he has been
spewing out his own brand of deviltry for the last
twenty years. Most recently Brom has turned his
hand to writing a series of illustrated novels: “The
Plucker”, a twisted children’s book for adults, and
“The Devil's Rose”, a romantic western set in Hell.
http://www.bromart.com/

Bromwerks@BromArt.com

il Tk

Concept Artist and Production

Designer from Amsterdam, the

Netherlands, with over four

years of industry experience.
Immediately after receiving his Master’s degree

in Industrial Design at the Delft University of
Technology, he went to work in the games industry.
He is currently a senior concept artist at W! Games,

Amsterdam, and does freelance work as well.

http://lwww.jessevandijk.net/

jesse@jessevandijk.net

Tmion

An award-winning illustrator,
specialising in character design

and illustration. His work can

be seen in various media,

including art prints, illustrations, posters and comics,
and he boasts a client list from both local areas and

overseas. Sculpting is also one of his great passions!

http://www.1000tentacles.com/

pkok@1000tentacles.com

Born in 1978, Nykolai spent
the first 17 years of her life

in Germany, then moved to

England to study A-Level
Theatre and Music. She returned to Germany for a
short while after, working on films as a set assistant,
and in 1999 moved to the UK for good. In 2000,
Nykolai started drawing. With the discovery of a
Wacom tablet in 2002, her work suddenly took off on
a path she hadn’t quite expected...
http://www.admemento.com

x@admemento.com

www.2dartistmag.com

Richard 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, alas, his graphics tablet has
become their successor. He still sketches regularly
& now balances his time between 2D & 3D, although
drawing will always be closest to his heart.
http://www.richardtilburyart.com

ibex80@hotmail.com
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Started work as a concept artist
in 2005 for Blitz Games; they

gave him the chance he needed

to break into the industry and
he’s been making the most of that chance ever
since! He's been featured in several books, including
Ballistic Publishing’s Exposé series. He’s currently
working on an illustrated novel entitled “Exula”. He
loves what he does and wants to push it as far as he
can!
http://www.exula.co.uk

nicholasmiles@gmail.com

Studied art in Montevideo,

Uruguay. He then worked

freelance in Barcelona in

different media, from publicity
to editorial to web. His current position is production/
concept artist in the game industry, and he says that
his future son’s name will soon allow him to say, in

booming voice, “I am your father!”

http://www ffilustracion.com

contactos@ffilustracion.com

7

Ryan 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 hopes to accomplish this through

whatever medium he can get his hands on!

http://www.scarypotato.com

info@scarypotato.com

B nan

Raffy has been creating art and

working in design professionally

for over 15 years. His first

freelance job started when he

was still at college, at which time he was joining art
competitions for the prizes and recognition, later

realising that it was knowledge and experience that

was far more rewarding! He rarely resists work offers
now, whether major or minor projects, as long as he
still has time to eat and sleep.
http://www.raffydematawaran.com

shatteredfx@hotmail.com

Image by Jesse van Dijk
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AVAILABLE NOW! :

IGITAL ART MASTERS

: VOLUME 3

28 PAGE PREVIEW (

AVAILABLEJ
UK - £32 USD (
|

/ |
<y FEATURES 60 OF TH
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Brom'’s style has been described as]‘:dﬁlrbing

and dark” and has covered a multitude of
mediums, from novels and role-;ilaying, to

comics and film. He has recently venturéd

~ into the realm of illustrated novels, where he

combines his passion for narrative with his

unique visions.
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ANIMATION 8

The Online Animation Sch /.
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“Gelting to spend my day creating peformances ing characters to life is
so incredibly awesome, and | can’t believe | get such a cool project

straight out of school. I'm so glad | the opportunity to character
animation in such a shallengingsand supportive environment:
- Aja Bnljgudannﬂ
Anirmation Mentor Graduale
Blue Sky Studios
“There is no better motivator than knowing that your work can be seen by more
than 600 people each week, including some of the best animators in the industry.
This, paired with the contagious enthusiasm of my classmates, the mentors and
the Animation Mentor staff pushed me to always do my best work!"
ﬁ - Mike Stern
¥ m Animation Mentor Graduate
u\ DreamWorks Feature Animation
m |
AnimationMentor.com is an 18-month online animation school for students who are serious about
an animation career. The program is designed and taught by professionals, working at the top
animation studios in the industry, focusing 100% on character animation. Our online campus
iz built with a production studic focus and provides a unique and special community of both
students and instructors from all over the world who have one passion in common -- animation!

1-877-E-ANIMATE (1-877-326-4628)
1-510-450-7200 (Outside U.S.)
admissions@animationmentor.com
www. AnimationMentor.com


http://www.AnimationMentor.com
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FERSONALLY. IT'S WHAT™
DIFFERENTIATES ME :
AS A CONCEFT ARTIST
FROM AN ILLUSTRATOR:
| GENERATE IDEAS. NOT
PRETTY FIGTURES.

ijk is a concept artist with a passion
ing new worlds. Working at W!Games,
gets the chance to delve into every aspect
of game design and has produced some truly

breathtaking artwork. We recently took the
opportunity to find out more about him and his

approach to producing concept art ...



VAN DUK

Hi Jesse. Now most artist that we interview talk
about a moment during their childhood when
they picked up a pencil/crayon for the first time,
which sparked off an interest in art. Can you
recall yours and also what was the image you
drew?

Not really, | must admit. | was never particularly
good at drawing as a child. Mostly | enjoyed
building my own Transformers from Lego, but
then, who didn’t? It was only during university
that I finally got some drawing classes. While

| loved those, drawing and painting is still
primarily a means to an end for me. It’s the
designing of worlds I'm really interested in.

For me, painting digitally is an extremely fast
way to feed ideas onto canvas. Should future
technology allow for an even faster process, |
would most likely embrace it. | enjoy painting

very much, but it's not my primary objective.

So when you're fleshing out a new world, what

are the primary things you tend to start off with,
or does each one differ depending on the brief?
Up until now, I've worked on three long term

studio IP’s, and | started working on each of

those by taking an essential but simple element
of that world and visualising as many different
interpretations of it as possible. Based on the
feedback of the art director, designers, and
writers you get an idea of where to take things.
My experience is that working towards the first
approved design (regardless of whether that's
a vehicle, character, environment, etc) takes

a lot longer than approved designs two, three

and four combined. Getting it just right in the

end can be very satisfying, and | think going

through many iterations, especially at the start
of a project, pretty much guarantees a more

consistent overall world presentation.

After getting your Masters degree in Industrial
Design, what lead you to pursue a career in
games?

During my studies | spent a lot of time building

single player levels for Doom and Quake 1. |
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thought it was just such an incredible thrill to be able to walk around inside
your own ideas, so to speak. It was then that | decided | wanted to “build
worlds” for a living. | applied for a job as a level designer at Playlogic, a
games studio in the Netherlands, and | was hired. However, it turned out

| had been quite naive about the game industry; pretty soon after | started
working there | found that a lot of the basic world design had shifted from
the level designers to the concept artists. Thankfully my employer offered
me a chance to do some concept work on one of the running projects, and

after that | stuck to do creating concept art.

The majority of matte painters and illustrators tend to use certain 3D
elements within their images to set up correct perspective, scale or to use
it as a starting base. With your background in producing 3D levels, have
you ever been tempted to mix the two mediums together?

| frequently do rough 3D setups for certain scenes. In general I'll use any

trick | can think of to get my idea across; | have no reservations against

neniew JESSE VAN DIJK
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any techniques, like 3D, use of photos or references. It's the end result
that counts for me. The goal of my work is to present ideas, and as to how

| create the visuals, well that’s not really important. For me personally, it's

what differentiates me as a concept artist from an illustrator: | generate

ideas, not pretty pictures.

You’re currently working as senior concept artist/production artist for
W!Games. Can you tell us how this job came about and what is an
average day like working there?

Since | started at W!Games in 2006 | have been working on creating a
new in-house intellectual property. The studio’s first project, a horse riding
game aimed at young girls, was being produced as | was creating the first
concept art for the new IP. The studio has since completed the work on
the horse franchise and we’re now working on the new IP (which holds no
relation to the horse game). It's an exciting time for me, as I'm involved

in creating everything from sketches to support game design ideas, to
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concept art, matte paintings and marketing material. It's the advantage of

working in a small studio, you get to work on many different subjects.

Whilst doing your day job at W!Games, you also dabble in doing freelance
work. Do you find this tough trying to juggle both, or do you pick and
choose which project you take on?

Well, for me it's a matter of managing the freelance workload properly.
Having a satisfying day job is an immense luxury - since there is no
financial necessity for doing freelance stuff, | can pick those jobs that I find
interesting. However, it does work the other way around, too: sometimes
you have to turn down work that you would like to do simply because
there is no time, and that can be frustrating. Recently I've been doing
some fantasy book covers and that is something I've long dreamt of. I'll
freely admit that many of the pulp fantasy novels I've read | bought purely

because | thought the cover looked cool.

neniew JESSE VAN DIJK
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So what is it about painting book covers that you captivates you?

| love how proper covers complement the story by raising questions

the text might answer, and by answering certain questions the text

might leave behind. They draw you in before you've read the book, and
suggests the world goes on beyond the story once you've finished it. |
guess it's part nostalgia for me as well, as cover art used to be my primary

source of fantasy / sci-fi art prior to the Internet.

Whilst browsing your portfolio | noticed a very interesting project named
“Project Indigo”. Could you tell us a bit about this project and how far has
it progressed since you started it in December 20077

The whole concept of a vertical city is something that just fuels the
imagination, and | had long planned to visualise some ideas about it at
some point. However, Project Indigo initially started off as an exercise

for me. One of my main shortcomings is that | tend to start detailing too
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soon and lose track of my painting as a whole.
In order to do something about that | set off to
visualise a complex design while strictly keeping
myself from going into detailing too soon. The
“complex design” became the vertical city, and
the results, from a methodological perspective,
were mixed. Some drawings were loose and
suggested detail were none was actually drawn,

but then some were already starting to show a

disproportionate level of detail in certain areas.
As for the design itself, | wanted to show that
the city’s population was not at all homogenous,
and rich people could well live very close to poor
people without a conflict immediately erupting.
I’'m currently not working on it, but | might
resume some sketches in the future, it was very
fun to work on, and the response from people

online has been rather overwhelming.

neniew JESSE VAN DIJK

What has been your most accomplished piece
of artwork to date, and why?

My most accomplished piece will always be my
next one, at least | hope so! | find it hard to be
satisfied with my own work. You sometimes
enjoy minor successes as you paint, but in the
end you're always left with mixed feelings.

As for a particular piece reflecting my ideas
about “what is cool” most closely, over the

past three years I've been gathering ideas for
a large, coherent world design. The aim at the
start of the project was to create a world that
could be a setting for a movie, game, toy series,
or any other entertainment medium. After a
few notebooks of ideas I've recently begun the
first phase of fleshing out these ideas in rough
concept sketches. I'm not certain I'll ever go
public with it, but nevertheless, | greatly enjoy
working on such long term projects, especially
when I'm able to determine all the major and

minor aspects of the world myself.

Can we tempt you to give the readers a quick
glimpse of the new world?

Well, you can try! [Laughs]. However, at this
point I'm still keeping things tightly under wraps.
I’'m not even sure I'll go public with any of it, so

don’t hold your breath.
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Well it has been a really pleasure talking with
you and | wish you all the best for the future.
One last question before we wrap things up. If
you had to design a world for yourself to inhabit
what would it look like?

Every piece I've made so far contains some
element that makes me want to travel to the
scene I'm depicting, regardless of whether it's
a pleasant place or not at all. It's how | practise

environment design; | always paint with the

notion of “what would | see were | standing
there”. In the end, | guess that aspect of design
is the sole reason | wanted to be a concept

d
i—- artist:[m see other worlds from the inside.

- JESSE VAN DIJK

or more work by this artist please visit:
http://www.jessevandijk.net/

Or contact him at:
jesse@jessevandijk.net

Interviewed by: Chris Perrins
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In this article, Wankok Leong takes us through

the development of his “Skinnis” product, from

sketches through to the final design.
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ELEMEN TS

DIGITAL PAINTING DOWNLOADABLE EBOOK TUTORIAL SERIES

INTRODUCTION

The ‘elemants’ series is a guide to 2D Digital
painting and can be followed in most software
pacxages supporting paintbrushes and layers

In the first bwo E-Book volumes, we have
choosen some of the most used aspects of
digital painting, we cover such topics as painting
eyes, fabnc, fire & smoke. flesh wounds and fur
& hair 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. With the help of such
lalented and experienced arlisl as Benila
Winckler, Matascha Roeoesli, Richard Tilbury,
Stephanie Lofis, Adonihs and Shane Madden.

Yolume 3 of The ‘Elements’ series follows
carnoon and comic artist, Canos Cabrera, as he
takes a basic scene, created by 3D Tolal's
in-house artist Richard Tilbury, and transforms
them into five different weather conditions.

VOLUME 1 -

Chapler 1. Painting Eyes E-__ - EEL:
Chapter 2: Painting Fabric ~SHeSusc:

Chapter 3. Painting Fire & Smoke ELEMENTS o

Chapter 4: Painting Flesh Wounds

Chapter 5. Painting Fur & Hair

VOLUME 2 _

Chapler 1: Painting Rock & Stone ;
Chapter 2: Painting Sky 3z 2 o

Chapter 3. Painting Skin
Chapler 4: Painting Trees
Chapter 5: Painting Water

- VOLUME 3

e Chapter 1. Sandstomn
Chapter 2: Twister
Chapter 3: Rainstorm
Chapter 4: Snowstorm
—_— Chapter 5 Heatwave

l;" tor more praducts in our mnge viskt hitp el ddtotal comfshop


http://www.3dtotal.com/elements
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ketch Theatre is a wonderful site that's basedk-

around time lapse videos of top artists just
sitting down and sketching. It's a simple idea
that has been expertly executed by way of a
slick website with a great design. When we first
came across it we were so impressed that we
wanted to find out more, and we did just that
by chatting with the executive producer, Lily

Feliciano.
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DISCOVER PLANET...Yue!

“We knew that the photoreal creation
of vegetation with other solutions
would have taken too long to meet
the budget and tight deadlines. So the
best conclusion was to choose Vue.”

“Vue's EcoSystem is very powerful
and flexible. Combined with the
other editors for atmosphere, plants
and terrain, it is possible to create
completely different sceneries in a
short amount of time. It's really fun
to work with Vue!”

Marco Bauriedel
abc colorstudio

Ve 6 Infinite Vue 6 xStream
SRP $695 SRP $895

Works with:
©O DL
JdiMax  CinemadD LightWave 3D Maya  Soltimage x5

"Discover planet ice, desert, rock” ad campaign for Jeep/Daimler Chrysler - New Release 6.6 Now Available -
by abc colorstudio.

( gﬂn For more information please check WwWw.vue6.com

www.e-onsoftware.com


http://www.vue6.com

This month we feature:

Sean Hong

Nicolas Villeminot

Andreas Rocha

Julia Bax

Chen Lin (wanbao)

Yap Kun Rong

Michal Ivan

Helena Rusovitch aka SLIDE
Yang Xueguo

Thomas Krahn
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http://modo3d.click-url.com/EMT/go/mdo0020000072emt/direct/01/

Power CAD Trarslators for Maya —

il Breakthry the Maya CAD barrier with higt

> Accelerated Translation
>» NURBS/Solids Engine
» Absolute Precision
> Dunamic Tessellation
> Advanced Memory Management

» Unified Surfaces

To find out mare about nPower CAD Translators for Maga Visi

tus at www. nPowerSaftware.com


http://npowersoftware.com/

'{_




Ancient Warrior
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Introduction

This 102-page eBook 5 8 collection of “Speed
Painting™ lutorials which have been created by
soimed of the bop digital painbers anound 1oday
The idea behing this luborial series was fof the
artist 1o inderpret & one-ine descriptee Eoied
{provided by ws'), creabe a speed painting from £
anddl Thesn prodiuce 8 utonal showing and
explainng aach stage of producson of the
artwnrk, Some of ihe artists haes also kindly
crgatmd somed urigques bnashes which can also be
gownicaged at the end of thew Speed Paarting
tutonals  This downloadable POF aBook can ba
folcraed i most 20 software packages that
SuUpprn painfbrueshes and layars

The featwured artists ang:
Levents Peterffy
Mikke Kinnwnsn

Carlos Cabrera
Mike Corriero
Rich Tiibury
Paul BDavies
Andreas Rocha
Mlark Muniz
Fred Augls
Emirgh Elmashi

Chapter 01: Forest Fire

Chapter 01 Scary animal emerging from a foreat
Chapter 03: Ship hit by torpedo

Chapter 04: Tornadoe moving towards farm .
Chapter 05: The room made the axploners feel sick with the x'
thoughts &8 1o what had happened thera in years gone by &
Chapter 08: City street devastated by war ;

Chapter 07: Evolution had played its part on these
crealures as thedr world heated up, but the thousands of
years of ferced hard laboer had more mpact

Chapter 08: The party entertainers’ real twisted identities

7 gdtotal.com

for more products in our range visit http:ifwws 3dtotal EEITLI'SI"HJFI Downloadable Tutorial EBook



http://www.3dtotal.com/speedpainting_v1/

..........

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, Levente Peterffy

and Richard Tilbury, tackle the topic:

THE SURGEONS

WERE SHOCKED AND REPULSED

WHEN THEY SAN

THE PARASITIC GREATURE
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"THE TERRAFORM|NG
I]EARTH-EHAFINE

F STERILE PLANETS
REQUIRES THE AMAZING
FEATS OF FLANETARY-
WIDE ENGINEERING. THE
TERM ITSELF IS WIDELY
ATTRIBUTED TO A SCI-FI
WRITER. JACK WILLIAMSON

IN HIS BOOK TITLEB
COLLISION ORBIT ..

'i ':.‘x'a ﬂ \ \H' | *3-fhfr'
i

}* I- I’LANETS ANl] STAR FIELl]S
FART 1: STARS + NEBLLAS - JLLY 2008
FART 2: BARREN WORLDS - AUGUST 2008
FART 3: BARREN FLANETS - SEFTENBER 2008
FART 4: BAIAN FLANETS - OCTOBER 2008
FART &: COLONISED FLANETS - NOVENBER 2008 !

Il - TRANSPORT

~ FART B: SFACESHIFS - DECEMBER 2008
FART 7: CAFITAL SHIFS - JANLARY 2008
FART 8: SPACE STATIONS - FEBRLARY 2009

Il - ENVIRONMENTS

FART 9: SCI-FI HANGAR - NARCH 2008

FART 10: SPACE BATTLE - APRIL 2009

FART 11: MINING THE ASTERDID FIELDS - MAY 2009
FART 12: SPACE COLONIES - JUNE 2009



HL ES”E click here

19

I’ART 4: EAIAN F‘LANETS TOTAL PAGES

) THE ALARDN g ol
E

|- FLUSETT kN0 ETAF FELDS
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Stabilization

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

New in July: Extreme optimization for 8-core processors!

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

"l just loaded a quick file into the demo

“Whatever happened to "get a cup of coffee | downloaded, | am blown away.

while the tracker is solving 7

[ypical Applications
Fixing Shaky Shots _ -
Virtual Set Extensions “The software is amazing

L 'ﬂ:..‘,.-»,.ﬁf-\.\,.\. .I"‘ '\-\_-_.- | |.-

PC/Mac. For more information and free dema: ANDERSSON TECHNOLOGIES LLC
http://www.ssontech.com Fifth year in the market, serving artists in over 50 countries


http://www.ssontech.com/

THE EYES ARE SAID TO
THE WINDOW TO THE
“AND LINDOUBTEDLY
THEY ARE THE NOST

EXPRESSIVE FART UOF A
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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

CHOOSE THE

Jhe FPrograms

All Animation & Visual Effects programs
"'. at Vancouver Film School focus on
* telling a great story through movement.
Choose your discipline: 3D Animation
& Visual Effects, Classical Animation
or Digital Character Animation.

tThe Process

Under the guidance of industry pioneers, £\
u will work and learn in a studio setting, ‘,{.ﬁ"l
and create a demo reel or film of your Y

own. When you graduate, you're ready
to work in @ production team.

VFS animation is all around you. Every year
our graduates start careers at the world's

’ l' best production studios. You've seen
their work in fron Man, WALL-E,
Transformers, Cloverfield, Horton
\ “]'l Hears a Who, Lost, Family Guy
iy and Battlestar Galactica.

The INext Btep

Visit vfs.com/animationvfx to
=i learn more about our programs
and to speak to an advisor.

= o £
VFS student work .,._.._1_ g
g ——

i


http://www.vfs.com/animationvfx/?type=pdf&campaign=3dtotal&ad=girl

FOR A WHILE
NOW | HAVE BEEN
INCORPORA
ABSTRAD

AND SHAPES

MY OWN WORK AND |
WANTED TO SEE HOW
FAR | COULD PUSH
THIS"
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James Sindle + Escape Studios = 3D Supervisor
on the Drench commercial.
It’s a simple equation but one that works.

Escape Studios — your route into the CG Industry

Name: James Sindle — escapee &
Job: 3D Supervisor, The Mill

Training: 12 week course at Escape Studios escape studios. com



http://www.escapestudios.com

Zoo Publishing presents the new issue of 3dcreative
magazine: a downloadable monthly magazine for
concept art, digital & matte painting for only $4.50u
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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. forirsn)
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DIGITAL ART MASTERS
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VOLLUIME 3

VOLUME 3

With the release of 3DTotal’s 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:

"FHight of

Silverbows”
by Dr. Chee Ming Wong



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

The following shots of the “Flight of Silverbows” book pages are featured here in full-resolution and can be read by zooming in...

FLIGHT OF 3ILVERBOWS



http://www.3dtotal.com/books
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DIGITALART Masy > DJSITAL ART Mastegs
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DIGITAL ART MASTER! 'll ) - oy IIII'I.

2DArtist readers can purchase
DIGITAL ART MASTERS: VOLUME 1, 2 &3 with a special 20% Discount

20% ot

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

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


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

artist
INTERVIEWS

Marta Dahlig

Jeffrey Simpson

ARTICLES

Sketchbook of Jorge Molina

TUTORIALS

he Human Face: Part Two
by Nykolai Alexander

Speed Painting:

“Fear engulfed them as they
realised they were about to die!”

BALLERIES

10 of the Best images featuring

ELUS LIADS
MORE!

ALL FOR ONLY
54.90!

go to www.2dartistmag.com for full

details and to purchase current, back

issues and 6 & 12 month subscriptions

Image by Jeffrey Simpson
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Concept Art, Digital & Matte Painting Magazine

|\ l\
' W/ “"r

12 ISSUES
FOR THE
PRICE OF 9

Subscription $39.39 — Save $12 (25%)

6 ISSUES
FOR THE
PRICE OF 5

Subscription $21.93 — Save $4 (16%)

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

...and have it before anyone else!

www.2dartistmag.com

image: Jesse van Dijk
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PUBLISHING

Is a company publishing downloadable PDF
magazines. It is based in the West Midlands — —

in the UK. Zoo currently produces two online
downloadable magazines: 3DCreative and
2DArtist. Zoo’s intention is to make each issue  — —
as full of great articles, images, interviews,
images and tutorials as possible. If you would
like more information on Zoo Publishing or its
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
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