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Editorial
Welcome to Issue 46 (just four 
stops away from the big 50!). Thanks 
to everyone who has stuck with us 
over the past few years, and a huge 
welcome to those who are just joining 
us – we hope you enjoy this and 
many issues to come. Thanks for your 
support; we can’t do it without you!

OK, so we’ve got two really exciting 
interviews this month: we interview 
master of the caricature, Jason Seiler, 

and it’s been a long time coming but we are exceptionally pleased to 
have finally hooked ourselves an interview with none other than Jason 
Manley, for Massive Black. Woo-hoo! So check out the freakishly 
stunning portfolio of Jason Seiler on p.6 and then join us on a journey 
with Jason Manley as we check out some of MB’s latest concept art 
done for the entertainment and animation industries (p.30). Big thanks 
to both Jasons for these really fantastic interviews; they’ve helped make 
this one hell of a special issue, and we hope you’ll get plenty out of their 
words of wisdom, and magnificent art to boot!

Our cover image is by 2DArtist favorite, Carlos Cabrera, who is with 
us this month to show us how we can create a sci-fi masterpiece from 
just a couple of boxes and a simple robot design created in the easy-
to-use freeware, Google SketchUp, before taking it into Photoshop for 
some color, texture, and detail work (p.52). Inspired by old school sci-fi 
movies from the 80s, Carlos knocks up this speed painting in next to no 
time, giving us all the encouragement we need to dabble in the art of 
3D paintovers to help speed up the painting process – and let’s face it, 
in this industry time really is of the essence! It’s not about cheating, it’s 
about improving your workflow and getting great results, so set yourself 
a slot today to try it out and see what it can do for you!

We introduce Mark McDonnell to 2DArtist this month in our dynamic 
character tutorial series who talks to us on the topic of posing 
characters, and the importance of dynamic and exaggerated poses in 
character art. Mark has worked for studios including Walt Disney and 
Pixar, so if you want to find out how to enhance your character designs 
then now is your chance to check out some all-important advice from this 
industry professional (p.78).

Our custom brushes take the direction of special effects for hair and 
skin this time around, with Kirsi Salonen teaching us how to use the 
Pen Tool in Photoshop for interesting effects over on p.66. Lots of free 
custom brushes for all our readers and some great tips and tricks on 
how to create your own – you’ll have a massive library of custom-made 
brushes before you know it! 

For those of you who are still fairly new to Photoshop and learning the 
way of it all, join Nykolai Aleksander in the fourth chapter of the six-part 
Beginner’s Guide to Painting series. This month she shows us how 
to incorporate a photo into our painting, whilst taking a more in-depth 
approach to the whole painting process and discussing various blending 
methods. She has also very kindly supplied some great movie footage to 
accompany this tutorial, so get interactive on p.88 and enjoy the movies 
with a cup of your favorite hot stuff!
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Our making of has kindly been written for this October issue by Oleg 
Matsokin on the creation of his image, Imp Vs. Angel-Warrior, an 
image based on the ever popular theme of good versus evil. Taking an 
alternative approach to the subject and breaking a few rules along the 
way, he takes us through the process from conception to final detailing 
over on p.104.

To wrap things up, please check out our Sketchbook feature with concept 
artist, Julia (Falinor) Udalova. And in the spirit of Halloween, we love 
James Wolfe Strehle’s The Twisted Room gallery image; we’re also 
honored to have work by Hyung Jun Kim and Alex Broeckel, and many 
others in this month’s gallery on p.40. Enjoy!

http://www.2dartistmag.com


Contributors

Setting up your PDF 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 Page display;  

3. Select Two-up Continuous, making sure that 

Show Cover Page is also selected.

Get the most out of your 

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
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Contributors

Contributing Artists
Every month many artists around the world contribute to 3DCreative and 

2DArtist magazines. Here you can find out more about them. If you would 

like to be a part of 3DCreative or 2DArtist magazine, please contact: 

lynette@3dtotal.com

Kirsi 
Salonen

An artist from Finland, who 

mostly laughs a lot, despite the 

dark artistic depictions in her 

work suggesting otherwise. 

When she’s not working, she’s often smacking 

console games, listening to music, or watching good 

movies. Her motto in life is best described by the 

words of the great band, Placebo: “Eradicate the 

schism”. She tells us that this phrase says just about 

everything she wants to accomplish as both an artist 

and a person.

www.kirsisalonen.com | salonen.kirsi@gmail.com

Carlos 
Cabrera  
Argentina-based digital artist, 

concept artist and illustrator. 

He’s has been doing concept 

art and character designs for 

videogame companies in Argentina and around the 

world for about six years, during which time he’s 

launched a successful free video tutorial series, 

Watch and Learn, for the community. He’s been 

doing art all his life, since a child, gathering a few 

good skills from his art direction and digital painting. 

www.carloscabrera.com.ar

carloscabrera@gmail.com

Jason  
Seiler
Has had the pleasure of 

painting for many magazines, 

such as TIME and MAD. 

He’s also worked on films for 

Universal Pictures, and more. He teaches a course 

on caricature illustration for Schoolism.com, and 

last year his first book came out, called “Caricature, 

the Art of Jason Seiler”. His second book, “Seiler 

2008-2009” will be available this July, as well as a 

two-hour instructional DVD, “Sketching with Jason 

Seiler”. 

www.jasonseiler.com | jseiler@jpusa.org

Nykolai 
Aleksander

Born in Germany in 1978, she 

moved to England in 1999, 

and currently lives in South 

Africa with her husband. She’s 

been painting digitally since 2002, and works as 

a freelance illustrator for both private clients and 

companies.

 

 

 

www.admemento.com 

x@admemento.com

Would You Like to Contribute 
to 3DCreative or 2DArtist 

Magazine?
We are always looking for tutorial artists, gallery submissions, potential 

interviewees, “making of” writers, and more. For more information, 

please send examples of your work, or a link to your online portfolio, to: 

lynette@3dtotal.com

http://www.2dartistmag.com
mailto:lynette@3dtotal.com
http://www.kirsisalonen.com
mailto:salonen.kirsi@gmail.com
http://www.carloscabrera.com.ar
mailto:carloscabrera@gmail.com
http://www.jasonseiler.com
mailto:jseiler@jpusa.org
http://www.admemento.com
mailto:x@admemento.com
mailto:lynette@3dtotal.com
mailto:lynette@3dtotal.com
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Oleg 
Matsokin
A 31-year old concept artist 

residing in Moscow, Russia. He 

has been working in the games 

industry for over five years, 

currently working at Astrum Online Entertainment as 

a full-time lead artist where he is focused on concept 

art, illustration, and creating visual style solutions 

for games. He’s keen on traditional drawing (paper, 

pastel, pencil, charcoal, crayon), as well as digital 

art, and he also enjoys traveling and looking at 

ordinary things from different angles. 

www.matsokin.com | oleg@matsokin.com

Mark  
McDonnell 

A self-taught designer 

working in the animation 

and entertainment industry, 

specializing in a wide variety 

of skillsets such as character design, layout design, 

look development, graphic design, and as an 

instructor. He recently published The Art and Feel of 

Making It Real: Gesture Drawing for the Animation 

and Entertainment Industry, and he has worked for 

studios that include Walt Disney and Pixar, amongst 

many others.

www.cre8tivemarks.com | cre8tivemark@aol.com

http://www.2dartistmag.com
http://www.3dcreativemag.com
http://www.matsokin.com
mailto:oleg@matsokin.com
http://www.cre8tivemarks.com
mailto:cre8tivemark@aol.com


From drawing caricatures of his grade school history 

teacher, to drawing caricatures for The New York 

Times, Jason Seiler’s career has gone from 

strength to strength over the last couple of 

years. We recently caught up with him to 

discover more about the art of caricature, 

his fascination with ducks and who his 

dream caricature subject would be.  

“What I try to 
do is capture a 

person’s essence; 
I try to capture 

their character. By 
exaggerating and 
pushing elements 

of truth, I enhance 
both the subject’s 

likeness and 
essence”

http://www.2dartistmag.com
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Interview with Jason 
Seiler

Hi Jason and welcome to the pages of 2DArtist! 

Now for a young guy, you have a seriously 

impressive resume; you’ve done work for 

Universal Pictures, TIME and The New York 

Times; you swept the board at the last ISCA 

(International Society of Caricature Artists) 

convention, winning too many awards for me to 

list here; you’ve had books and DVDs published 

… but what I’d like to know is: how did it all 

begin? How did you take your first artistic steps 

to reach where you are today? And was your 

first commission really from your grade school 

principle [Laughs]?

My father is an artist as well, so I grew up 

surrounded by his drawings and paintings and 

was very young when I was first influenced by 

the idea of art. As a wildlife artist, he painted 

a lot of waterfowl for duck stamp competitions 

and because I probably thought I wanted to 

be an artist just like him, by the age of two I 

was drawing recognizable ducks with crayons 

and I knew their names as well. To this day I 

can still name almost any kind of duck I see! 

In fact, most of my younger days were spent 

filling my sketchbooks with birds, animals and 

the occasionally shark. Actually, I became 

obsessed with sharks at one point and drew 

over 350 different species in one book, listing 

their common and scientific names. My mom 

still has that book!

When I was seven, I began to get into drawing 

cartoon characters, like Bugs Bunny and Daffy 

Duck; I drew characters like this for years. Bugs 

Bunny turned into drawing the Ninja Turtles and 

from there I filled sketchbooks with Batman, 

Superman, and Spider-Man.  Around the age 

of 10, I was introduced to MAD magazine.  I 

rarely ever read it; I would mostly draw from it. 

Anything that looked fun to draw, I drew – mostly 

the work of Don Martin.  As I continued to draw 

from MAD, I started playing around with people, 

making them look more like “Don Martin” 

people, with big noses and funny feet. 

When I was 11 or 12, I started doing my first 

caricatures, although at the time I didn’t know 

there was a name for what I was doing. My dad 

was a youth pastor at the time and so I was 

drawing all the kids in my youth group. I would 

spend hours and hours trying to capture their 

likenesses from photographs that I’d taken.  

Soon after this I started drawing famous people; 

my first celeb caricature was of James Woods - 

my mom has that as well!  My dad soon realized 

that I was obsessed with drawing caricatures 

and bought me Lenn Redman’s book How 

To Draw Caricatures. It was at that moment 

that I realized what I had been doing wasn’t 

something I’d just come up with, and that it even 

had a name!  

My first commission for a “caricature” was 

indeed from my high school principle. I had a 

bad habit of always drawing on my homework 

and every once in a while I’d draw cartoons

“She said I’d done a 
great job and told 

me that while it 
wasn’t a good idea to 
draw on my homework, 
I was very talented.”

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


page 8www.2dartistmag.com Issue 046 October 2009

This is the Free Lite Issue of               to purchase the Full Issue click here

13You can continue reading this interview 
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for more products in our range visit http://www.3dtotal.com/shop

: volume 4

Buy the book to see just how 
they create their incredible 

imagery!���

Features 50 of the finest digital 
2d and 3d artists working in the 
indusrty today, from the likes of:

Loïc e338 Zimmermann | James Paick

Craig Sellars | Jelmer Boskma

Maciej Kuciara | Daarken| Marek Denko 

Kekai Kotaki | Andrew Hickinbottom 

Marek Okoń

“Digital Art Masters is getting 
better and better at showcasing 

some of today’s best digital 
artists. The way the book shows 

the processes of achieving 
great pictures provides a good 

opportunity to learn from these 
artists, and keeps you challenged 

in your own Art.”
Raphael Lacoste | www.raphael-lacoste.com/

Hardback - 21.6cm x 27.9cm in size 

288 Full Colour Premium Paper Pages 

ISBN: 978-0-240-52171-8

http://www.3dtotal.com/damv4


Julia Udalova, otherwise known as Falinor, is with us this month to take us through some of her recent sketchbook additions, covering cute designs for children’s games, a clumsily-built goblin city, and mysterious female heroines. Sit back, and enjoy!

“Whilst working on designs for 
goblin architecture, it came 
to me that goblins could 
even cut caves straight 
into the rock and build 
additions over them, just 
like the residents of 
the ancient city of 
Matera 
do.”

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


http://dt6.e-onsoftware.com


If you haven’t heard of Jason Manley, we’re sure you’ll have heard of his company Massive 

Black; it’s one of the premiere entertainment art and animation studio in the world with 

branches in San Francisco, Shanghai and Bangkok. As you can imagine Jason is an incredibly 

busy guy, but at long last we managed to caught up with him to bring you this interview.  

“Comes back to that 
old saying...”Do what 
you love and the 
success will come”.”

http://www.2dartistmag.com
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http://www.digitaltutors.com
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This Month we Feature:

Hyung Jun Kim

Lubos de Gerardo Surzin

Minjuan Zhong

Ghassem Farhany

Matt Ellis

Kenichiro Tomiyasu

Kian Kiani

Sasha Podgorny

James Wolf Strehle

Alex Broeckel
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Vancouver Film School alumni credits include Across the Universe Geeta Basantani, Digital 
Compositor Alias Scott Dewis, Visual Effects Artist Babel Luis Blackaller, Storyboard 
Artist | Lon Molnar, Visual Effects Supervisor Battlestar Galactica Daniel Osaki, Lead 
Modeler | Megan Majewski, 3D Animator | Alec McClymont, 3D Artist Bioshock 2 (VG) Jacob 
Palmer, Animator 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 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 III Alvaro Buendia, Cinematic 

Artist | Steven Chen, Cinematic Artist District 9 Neill Blomkamp, Director | Shawn Walsh, Visual 
Effects Executive Producer | Jelmer Boskma, Modeler | Bernhard Kimbacher, Visual Effects Data 

Coordinator & Compositor | Julianna Kolakis, Creature Texture Painter | Adam Marisett, Visual Effects 
Artist | James McPhail, Visual Effects Technical Director | Dominic Cheung, Lighting Technical 

Director | Grant Wilson, Animator | Joey Wilson, Modeler 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 Gears of War (VG) Scott Dossett, 
Animator G.I. Joe: The Rise of Cobra Allen Tracy, Visual 
Effects Editorial Supervisor Aruna Inversin, Digital 
Compositor | Jeremy  Stewart, Senior Animator | Jelmer 
Boskma, Modeler 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 Inversin, Digital Compositor | Fion 

Mok, Matchmove Artist Hairspray Lon Molnar, Visual Effects Production Executive Halo 3 (VG) Bartek Kujbida, 
Character Animator Happy Feet Ben Sanders, Character Animator | Thom Roberts, Character Animator 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 II: 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, CGI Modeler | Megan Majewski, Pre-Visualization Ice Age: The Meltdown Ben 
Sanders, Character Animator | Arun Ram-Mohan, Lighting Technical Director The Incredible Hulk Shawn Walsh, Visual 
Effects Executive Producer | Tony Etienne, Look Development Lead The Incredibles Daniel Holland, Animator Indiana 

Jones and the Kingdom of the Crystal Skull 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 Osaki, Visual Effects Artist | Megan Majewski, 3D Animator | Alec McClymont, 3D Artist Kingdom 
of Heaven Shawn Walsh, Digital Compositor Left 4 Dead (VG) Nick Maggiore, Animator 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 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 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 Di Salvo, Animator Resident Evil: Extinction Joshua Herrig, Visual Effects Artist 
Robots Arun Ram-Mohan, Additional Lighting Rome Teh-Wei Yeh, Matchmove Artist Scarface (VG) 

Maya Zuckerman, Mocap 3D Generalist Shrek the Third Rani Naamani, Animator Shrek the Third 
(VG) Samuel Tung, Technical Artist Sin City Michael Cozens, Lead Animator Smallville Geeta 

Basantani, Lead Compositor Star Trek Aruna Inversin, Digital Compositor | Tom Piedmont, Digital 
Plate Restoration Star Wars Episode III: Revenge of the Sith Andrew Doucette, Character 

Animator |  Nicholas Markel, Pre-Visualization Star Wars: Knights of the Old Republic (VG) 
Arun Ram-Mohan, 3D Artist | Jessica Mih, Level Artist 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 Artist Terminator Salvation Teh-wei Yeh, Lighting 

Technical Director | Geeta Basantani, Digital Matte Painter Transformers: Revenge of the Fallen 
Bryan Jones, Compositor | Aruna Inversin, Digital Compositor | Henri Tan, Creature Technical Director 

Teh-wei Yeh, Digital Artist | Stephen King, Animator Twilight Geoffrey Hancock, Digital Effects Supervisor 
Unreal Tournament III (VG) Scott Dossett, Artist Valiant Robert Bourgeault, Lighting Technical Director 
WALL-E  Mark Shirra, Layout Artist | Bill Watral, Effects Artist | Daniel Holland, Production Artist 

Watchmen Lon Molnar, Visual Effects Supervisor World of Warcraft: Burning Crusade (VG) Carman 
Cheung, Animator Warhammer 40,000: Dawn of War II (VG) Ian Cumming, Senior Artist | Nathan 

Hocken, Lead Animator A Wrinkle in Time Aruna Inversin, Digital Compositor and many more.

Your name here.

VFS student work by Thiago Martins

http://vfs.com/animationvfx


http://www.ssontech.com/


This tutorial series will revolve around the use of 3d as a starting point for digital painting. In particular we will 

explore the value of Google SketchUp, a free program enabling users to quickly build 3d environments using 

a set of intuitive tools.

This technique is used by many contemporary artists and is used as a quick and effective way of establishing 

correct perspective as well as offering a moveable camera in order to experiment with compositions.

As a 3d package SketchUp is easy to learn and does not require hours of training and as an artist wishing 

to draw complicated scenes, this approach can prove a valuable starting point for producing a template on 

which to paint over.

“I’ve envisioned a 
sci-fi scene like the 
ones we used to see 

in the cinema back in 
the 80s.”

• Free Brushes
• Free Base Image

http://www.2dartistmag.com
http://www.2dartistmag.com
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modo is for artists

PMS COLORED
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404 U
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3D image created in modo by Luxology. Credit: Gelmi

®

3D image created in modo by Luxology. Credit: Gelmi  For more information, visit modo3D.com

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


http://www.animationmentor.com/become?utm_source=3DTOTAL&utm_medium=banner&utm_campaign=2DARTIST


The more you are 
willing to make 
hair brushes, the 
more natural the 
results should 
become, since fur 
is such a massive 
and complex 
structure…”

• Free Brushes

An artist’s brushes have always been a vital part of any painter’s set of tools, and remain the 

single asset that links paint with canvas. As such, they are crucial to how we view and interpret 

an artwork, and they afford the artist with a means through which to convey an idea or feeling. 

This has always been true throughout the history of art, and is no less important within a digital 

context. Software such as Photoshop and Painter essentially combine and fuse paint, canvas 

and brushes into a single tool. However, within this complex set of “tools”, brushes retain certain 

autonomy with their own, distinct set of parameters and presets, offering artists the freedom to 

affect and vary the way paint is applied. This principle of customizing brushes forms the focus of 

this set of tutorials, and aims to show how individual artists exploit these techniques to achieve 

some interesting results!

http://www.2dartistmag.com
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This series of tutorials aims to show some of the methods and processes used to design and develop characters 

from initial thumbnail sketches through to a final concept. The series will be divided into five parts and will focus on 

the general design methods commonly used by character artists. It will begin with quick sketching techniques used to 

suggest ideas and develop a theme before moving onto creating variations once a subject is established. The third 

instalment will culminate in a finished concept design, after which we will move onto the importance of posing your 

character and the impact this has on their personality. The series will conclude with a chapter dedicated to choosing 

suitable eye levels and camera views to best convey an emotional state or emphasise a storyline.

Chapter 1 | Thumbs & Silhouettes

Chapter 2 | Visual Brainstorming – Variations on a Theme

Chapter 3 | Speed Painting & Concept Design

Chapter 4 | Dynamic And Exaggerated Poses 

Chapter four will move onto the topic of posing characters and the importance this has in 

relation to personality and adding a dynamic to your designs. Choosing a suitable posture 

and using exaggeration can make all the difference and this is where we gain an insight into 

the importance of such topics when trying to describe a characters inner nature. 

Chapter 5 | Camera Placement, Framing, Fore-shortening & Distortion

“...this process of gesture drawing 
is cross-platform – from animation, 

illustration, film design, 
storyboarding, concept design, 
visual development, character 

design and everything in-between. 
It’s the root of all things. It’s the 
first step and the last adjustment 

to any amazing illustration...“…

Author of The Art and Feel of Making It Real: 

Gesture Drawing for the Animation and 

Entertainment Industry, and with a client list 

including Walt Disney, Pixar, Sony as well 

as many other impressive companies, Mark 

McDonnell takes time out from his design work 

to teach us a thing or two about dynamic and 

exaggerated poses for our character concepts 

… As well as a little something about the 

importance of growing a beard!

http://www.2dartistmag.com
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Subscribe
SUBSCRIBE NOW & SAVE UP TO 25% 
on this already amazing value publication! 
 
12 ISSUES FOR THE PRICE OF 9 
£24.75 save £8.25 (approx - $35.91 save $11.97) 
 
6 ISSUES FOR THE PRICE OF 5
£13.75 save £2.75 (approx - $19.95 save $3.99)

Have your 2DArtist 
Magazine Download link 
delivered automatically 
to your inbox every 
month...and have it 
before anyone else!

http://www.2dartistmag.com


Interviews
Feng Zhu 

Tutorials
Using 3D as a Base for 2D Painting  

Part 5 by Ioan Dumitrescu aka Jonone
  

Custom Brushes: 
 Part 4 

  
Dynamic Characters! 

Part 5: Camera Placement, Framing, Fore-
shortening & Distortion   

by David Smit 
 

Beginner’s Guide to Digital Painting:  
Part 5 by Nykolai Aleksander

 
Galleries

another 10 of the best  
Images from around the world!

image: Carlos Cabrera

visit www.2dartistmag.com for  full 
information and to purchase current and 

previous issues for only £2.75 each!

http://www.2dartistmag.com


Intro Text

“Quote From Arti-
cle”

Chapter 1 – July
Introducing Photoshop’s Workspace, Graphics Tablets, Screen 

Calibration, Color Profiles and the Brush Tool

Chapter 2 – August 
Canvas Settings, Scanning Drawings, Swatches, Colour Pickers,  

Colour Theory, Layers and Custom Brushes!  
 

Chapter 3 – September
Composition Rules, Sketching and Perspective, Understanding 

Light and Blocking-In. 
 

Chapter 4 – October
Colouring from Greyscale, Colours beyond Blocking-In, Blending  

Methods and Using Photos - In the fourth chapter we will learn about 
colouring a greyscale sketch or painting, how to paint with colours 

beyond blocking in, including a more in-depth approach to the actual 
process, different blending methods and the tools to use for this, as 

well as how to use photos directly in your paintings.
 

Chapter 5 – November
Quick Masks, Using the Wand Tool, Liquify Filter uses, Layer  

Masks – and Painting!
 

Chapter 6 – December
The Final Part: Finishing Touches, Filters, the Unsharpen Mask  

and Saving your Work

This Workshop Series will look at, just as the title suggests, all the things that we need to know to get us started with 

Photoshop – mainly for painting, but also for other things such as matte painting and photo manipulation, which often 

use the same tools. We will be covering all the technical aspects of the programme, as well as some technical sides 

of painting that’ll help us starting to swing the virtual brush!

• Free Brushes

http://www.2dartistmag.com
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“I’m convinced that 
an interesting and 

dynamic composition 
contributes towards 
30% of the success of 

an image!”
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3DTotal presents the new issue of 3dcreative
magazine: a downloadable monthly magazine for 
concept art, digital & matte painting for only £2.75 (approx $3.78 - €2.93)

visit www.3dcreativemag.com 
to download the free ‘lite’ issue, the full issue, subscription 
offers and to purchase back issues.

Issue 050 October 2009

The Gallery
Andrew Hickinbottom, Marek 
Denko, Gregory Callahan & more!

Interview
Sze Jones

ZBrush “Manimal” Creation  
Federico Scarbini brings us our latest freak of nature with his interpretation 
of the topic, “Insect-Man”

FREE Inside Look
Digital Art Masters: Volume 4 Project 
Overview by Rudolf Herczog

Destroyed Bunker
Richard Tilbury continues with the theme of destroyed and damaged 
buildings in part four of our Photoshop for 3D tutorial series

Next-Gen Character Creation  
Joseph Harford, Gavin Goulden, James Busby & John Hayes take us 
through the mapping & unwrapping stage of our multi-software tutorial series

Creating Custom Textures in Photoshop 
Richard Tilbury focuses on aging our scene by applying dirt and grime in 
the concluding part of this tutorial series

Project Overview
“Neo-Renaissance Girl”  
by Zoltan Miklosi

3dtotal.com

- Free Low Poly Mapped Base Mesh
- Free ZBrush Torso Base Mesh
- Free Reference Base Image

http://www.3dcreativemag.com


With the release of 3DTotal’s latest book, 

Digital Art Masters: Volume 4, 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:

 
“Walkway” 

Gerhard Mozsi

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


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

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


Digital Art Masters: Volume 1, 2, 3 & 4 
Now avaliable from the 3DTotal shop: 

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

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

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


http://www.npowersoftware.com/Maya/MayaPToverview.htm
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3DTotal About us

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 Information
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

Partners
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

http://www.2dartistmag.com
http://www.3dtotal.com
http://www.3dcreativemag.com
http://www.2dartistmag.com
mailto:lynette@3dtotal.com
mailto:chrisp@3dtotal.com
mailto:jo@3dtotal.com
http://www.epilogue.net/
http://www.cgdirectory.com/
http://www.masteringmentalray.com/
http://news.hiperia3d.com/
http://www.vanishingpoint.biz/
http://www.fallingpixel.com/
http://www.krazybov.com/
http://www.cgpad.org/
http://www.fridgemonsters.com/
http://www.ambiguousarts.com/
http://arttalk.ru/
http://www.inspiring3d.com/
http://www.childplaystudio.com/
http://vainsoftgames.xm.com/
http://www.3dhype.com/
http://www.3dm3.com/
http://www.3drevolution.org/
http://www.veegraph.com/
http://www.cgart.ir/
http://www.cgtantra.com

