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Edilonial
Welcome to the 22nd
issue of 2DArtist
magazine. Please
take some time to fill
in our survey if you
haven'’t already done
so. We are constantly
trying to improve the
magazine in many
different ways, and
you can help by telling
us how to improve
your ‘experience’ of
2DArtist. You can see

the survey ,

and don’t forget that you can also win a free 12-month subscription to

2DArtist by being one of the lucky selected readers who have responded

to the survey! We want to make sure that we are providing as much

quality content as possible, at the still-great price of only $4 per issue!

Let us know what you really think because we take all suggestions very

seriously, as let’s face it, it's you guys that we'’re trying to please! Enjoy

this issue and hopefully many more in the future, too! Ed.

Ben Barnes Tom Greenway
Lynette Clee

W Warin Pismoke
M’p Richard Tilbury

Chris Perrins Chris Perrins
Layoul  Fnee Sluff? |
Ben Barnes Wherever you see \
Alex Price this symbol, click it to
Bobby Brown download resources,

extras and even

M movies!

Lynette Clee
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Mazuw VIBII”II# m For optimum viewing of the magazine it is recommended that you have the

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

Continuous’ making sure that ‘Show Cover Page’ is also selected.
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Lonlents

What'’s In This Month:
Jotn Wallin Liberls
Freelance Artist & lllustrator, Sweden

Concept Artist & illustrator

Bruno Wenneck
Concept Artist, Midway Games
Concept & Comic Artist

The Shelchbook of

Francis Vallejo

Nalle lo Web

Salzine Media

What Inspires You?
10 Of The Best 2D Artworks

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

luslom Brushes

‘Old Woman’ With Brian Recktenwald

Feed Puinling

‘The Party Entertainers’

Slements - Wealhen

Digitally Painting: ‘Twisters’

Project Overview by Roberto Campus

The Taming of Nlaas

Project Overview by Christophe Vacher

hansfornmen - Deall Blow

Project Overview by Alon Chou

lboul us

Zoo Publishing Information & Contacts
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Every month, many creatives and artists around the world contribute to
3DCreative & 2DArtist Magazine. Here you can read all about them. If you

would like to be a part of 3DCreative or 2DArtist Magazines,

please contact lynette@zoopublishing.com.

Is a Production/Concept Artist

at PitchiPoy Animation Studios,

Tel-Aviv, in Israel. He's been

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

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

David

Started using Photoshop whilst
doing his Illustration degree in

Hull, UK, & has taught himself

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

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

davejneale@hotmail.com

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.

ibex80@hotmail.com

Is a 2D Independent Artist, in
Paris, France. He started out

as a Graphic Artist at Quorum,

Lyon. He studies Publicity
in high school, then went to Emile Cohl, in Lyon,
to study traditional art. He dreams of becoming a
Concept Designer for a film studio, and currently

works as a Graphic lllustrator and a Graphic

Designer.

fredaugis@hotmail.com

www.fredaugis.com

www.2dartistmag.com

/177
lhou

Is a freelance 2D Artist &
Illustrator, in Taiwan. Alon

Chou graduated from the

National Taiwan University
of Art. Drawing, to him, is like a single frame of a
movie - it is dramatic. In his mind, a drawing should
be a complete presentation of the plot, emotion,
atmosphere, and so on. He likes to include all of

these elements in his drawings, to make them better.

www.alon.tw

along1120@yahoo.com.tw
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JoknWallin
Libenls

Is a Freelance Artist, in
Sweden. He started working

with Photoshop in 2001, after

discovering all the possibilities
with a computer & a Wacom tablet. He worked

at several games companies before deciding to

go freelance. He moved to London for a year to
work on feature films as a digital matte artist, but
nowadays he mostly does concept art for computer
games, such as Gears of War, Battlefield, The Club,
Highlander, UT 2007 & more. info@johnwallin.net

www.johnwallin.net

Yannen

Is a Senior Concept Artist at
NCSoft, Austin Texas, in the
USA. He has been a self-taught

Conceptual Artist in the games
& entertainment industry since 1999. He’s currently
working at NCSoft Austin as a Senior Concept
Artist, specialising in creatures & characters. Kieran
has produced work, and continues to freelance
commercial and conceptual art, for a wide range of
leading publishers and production studios.
kieran@kieranyanner.com

www.kieranyanner.com

Was born in Brazil, and has
been playing with crayons ever

since he can remember. He

began pursuing formal artistic
training when he was awarded a scholarship to study
at the Art Institute of Chicago. Professionally, Bruno
has done everything from print design to working on
animated TV commercials. Currently, he works for
Midway Games as a Concept Atrtist, freelancing as
an illustrator here & there - basically getting paid to
play with crayons! contact@brunowerneck.com

www.brunowerneck.com

Is a Freelance lllustrator &
Maya Artist, in the USA. He’s

currently attending Ringling

College of Art and Design and
is actively pursuing a career in freelance illustration.
He has graciously been featured in Spectrum and
Creative Quarterly, and is looking to build up his

clientele and portfolio.

fvallejo@ringling.edu

www.francisvallejo.blogspot.com

Is an lllustrator, Concept Artist

& Background Painter, in the
USA. He’s been working in

animation & movies for over
16 years, mainly for Disney feature animations &
Dreamworks. He also does book covers & creates
personal work for art galleries. He’s currently doing
concept artwork for Disney’s next live-action/
animation feature movie, “Enchanted”, and is Art
Directing a CG animated short movie on the side.
christophe.vacher@excite.com

www.vacher.com

Would You Like Io Lonbribule 1o
3DDhealive O zUINList lagazine?

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

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

www.2dartsimag.com Issue 022 October 2007
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ANIMATIONSTENTON: 3

The Online Anima+tion .
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“Getting to spend my day creatlng pef('mances and bringing characters to life is
so incredibly awesome, and | can’t believe | get to work on su oI project
straight out of schoM | had the opportunity to Iearn acter

animation in such a challenging and supportive environment.”
- Aja Bo danoff
An/mat/on entor Graduate
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!”

- Mike Stern

,}'::‘" '-.,ﬂ Animation Mentor Graduate
\ DreamWorks Feature Animation

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
is built with a production studio 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

WINTER TERM STARTS JANUARY 7TH 1-510-809-1177 ((Outside U.S.) )

APPLICATIONS DUE NOVEMBER 16TH issi imati

admissions@animationmentor.com
www.AnimationMentor.com


http://www.AnimationMentor.com

CALLING ALL ANIMATORS & ARTISTS
LIKE SANDS THROUGH THE HOUR GLASS...TIME'S ALMOST UP.

Don’t miss your chance to Bust In & Win!
Upload your animations or artwork to
MyToons.com and you could win amazing
prizes....it’s that easy! Enter by 10/26/07.
" mgl:,oons com 8gb iPhone LE-17—(‘);‘Tab‘;;t PC Cash Cards

eeyth ng animated

The Bulk Character ©2007 by MyTo


http://www.mytoons.com/?type=ad&co=3dv3&loc=2d


John Wallin Liberto is a freelance artist and
illustrator working from his base in Stockholm,

den. His portfolio covers film, television and

mputer games, and he has recently worked

artist on the acclaimed “Gears of



-
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Working for the likes

of Disney, Wizards

of the Coast and

DC, to name but a
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- DHGITAL ART MASTERS

AVAILABLE NOW! | @*b,
DIGITAL ART MASTERS |

: VOLUME 2

0)
AVAILABLE NOW ONLY!
UK - £32/USD - $64 EUR - €49

PIGITAL ART MMT[P‘S FEATURES 58 OF THE FINEST DIGITAL

2D AND 3D ARTISTS WORKING IN

/”. tl THE INDUSRTY TODAY, FROM THE

' LIKES OF:

\ ’ PHILIP STRAUB

. ;&v JONNY DUDDLE

k- ; ALESSANDRO BALDASSERONI
BENITA WINCKLER
FRED BASTIDE
JAMES BUSBY
MAREK DENCO
PATRICK BEAULIEU
JONATHAN SIMARD

TR LR SO AT A L [

BUY THE BOOK TO SEE JUST
HOW THEY CREATE THEIR
INCREDIBLE IMAGERY!
HARDBACK 21.6CM X 27.9CM IN SIZE

288 FULL COLOUR PREMIUM PAPER PAGES
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industries, to the comic book and -
- o
role-playing card game industries...

= Hfreela ist; his clients range
; k- k-
} the film and advertising




FW WM Interview

Bruno
\erneck

You mention in your Bio that you have worked

in animation and have studied graphic design.
How does being a concept artist compare to
this, and what prompted the shift?

| have always been open to experimentation
and curious about other disciplines within art.

| know for a fact that | began thinking about
environment/set design when | was already
working in animation, where | was exposed to
cell painted backgrounds and influenced by
layout artists coming from feature animations.
All fields are related, and learning about one
builds knowledge that can be used in another.
For example, I'm sure studying graphic design
helped me with composition and colour choices,
but it's hard to pinpoint the exact time and place

that | decided to move to concept art.

What do you think is the most challenging
aspect of your job?

One aspect that | find both challenging

and exciting is the fact that we have to be
chameleons. A concept artist needs to be able
to adapt to a project’s visual style, regardless of

personal tastes, to follow specific guidelines and

sometimes work within set constraints and with ‘Nightingale Emperor’

different art directors. 2005, character design, personal work, based on chinese folk tale ‘nightingale’
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Interview BW WM

How easy is it to work full-time at a games company as well as freelance
as an illustrator, and do you find that you have to turn down many jobs
due to time constraints?

It can be challenging at times. | wouldn’t want either side to suffer so |
make sure to devote an equal amount of attention to both. | spend most
of my weekends working on freelance assignments, while devoting my
full attention to games during the week. Sometimes the projects may be
similar in style, and | have to find a way to make each project unique,
without being more biased towards either of them. Having a full-time job
gives me enough financial security and the luxury of being more selective
when it comes to accepting freelance work. It's a bit of a turn-off when a
potential client comes to me only a few days before the project is due, but
| haven’t turned very many down because of time constraints. Mostly |

turn down work when | feel it's deviating from what | like or want to do.

What sort of commissions do you generally get in your freelance work,
and do you favour any particular type of job/client?

I've done all sorts of stuff, including concept art for film pitches, advertising,
comic book covers, illustrations for magazine articles, and most recently

illustrations for role-playing card games. All of them are a lot of fun.

How do you regard game art compared to, say,
traditional painting, and do you see the digital
medium slowly being recognised as a branch of
Fine Art in itself?

Although the techniques used in digital painting
are quite different than those in traditional
mediums, in the end the key elements that
make up an appealing image are the same. |
would say there’s a greater difference between
concept art, illustration and fine art. Whilst fine
art touches a multitude of topics and illustrations
which are usually more story driven, | see game
concept art used in a different manner. Unlike in
illustration or fine arts, a concept may not stand
alone as a decorative piece, because its original
intent is problem solving. It's part of our job to
work with art directors and designers, take their
visions into consideration, try to make sense

of it all, expand on these ideas and push the
limits. | could see digital artwork slowly being
recognised as a branch of fine art. In a show
like E3’s “Into the Pixel” for example, concept
pieces are displayed in a gallery just like more

traditional mediums.

www.2dartistmag.com page 14 Issue 022 October 2007
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| So you have been selected for “Into The Pixel”.
Tell us a little about the show and what it means
e toyou to be part of it.
“Into the Pixel” is part of E3; it is an actual
gallery space that showcases artwork related g
to video games. | didn’t get a chance to go e £
this year, but | believe it's still accessible to

everyone, even now that E3 is no longer open to

the public. It was nice having one of my pieces
selected; concept artists sometimes work for
SO0 many years on a project, and some of the
L\ - concepts don't ever see the light g;f the day. It's

rewarding to see your work printed, framed and

displayed on a wall, for everyone to enjoy.

Can you talk a little about your vyorkirfg‘;r‘ocess
and how you constructed some of the concept
mme— picces for Stranglehold and Area 51, for o

example? it
Stranglehold and Area 51 are both realilstic
games. They’re both super-detail orientéld,

utilising top of the line, next-gen tecr_i_rlololgy.

My process changes from concept to tonce i

really. Lately, in order to get a more realisti

\; TG




ment o'oﬁoept for next gen game John Woo Presents Stranglehold
b ! copyright / property of Midway Amusement Games

]

look, | model basic shapes in 3ds Max,
sometimes play with the lights a little, and turn
on Global lllumination. Then | take the render
and paint over it in Photoshop. Once I'm finished
laying down the basic shapes and values, | bring
in lots of photographs and textures. Contrary to
what most people think, these photos are not
~used for their subject matter, but rather they

are used to create noise and the impression

of detail, similar to techniques applied in

Impressionist paintings. Once all textures are

in place, | paint over it some more to bring the
",. concept together. | go back and forth between

the two steps, until | get a result I'm happy with.

Do you find Global lllumination and the general
use of lights in 3D software is helpful in solving
the lighting issues in your concept work?

_It helps in the beginning stages. Playing with
“lights:in 3D helps me decide on the direction of
my main light source, while Global lllumination

creates mc;_re're'glistic bounce lights. In the
end I:uowever, mo:st of my lighting is done

in Photoshop. This is because I'm more
comfortable with this application; it's simpler,

faster and there are no technical limitations to it.



PR Pl

What do you feel are the best aspects of
working in the games industry?

The gaming industry is full of talented and
passionate people. The medium is constantly
evolving, which pushes artists to learn new tools
that help bridge art and technology. With the
improvements made in games, it has become
very rewarding to see a finished product that

looks so close to the concept created for it.

4






What particular subjects do you favour as an

artist, and why?
There isn’t one specific subject... | am inspired ‘I
by all kinds of themes and topics and | switch
around quite often. If | had to choose, |
would say | enjoy creating fantasy and sci-fi
environments, but even these are based more
on reality, and include at least a few elements

the viewer can relate to.




ment concept for next gen game John Woo Presents Stranglehold
| 1 copyright / property of Midway Amusement Games









FW Wmnecﬁ Interview

‘Nightingale Garden’
= 2005, illustration, personal work, based on chinese
! folk tale ‘nightingale’

Bruno WWerneck

For more work by this artist plea
www.brunowerneck.com

Or contact them at:
contact@brunowerneck.com

Interviewed by: Richard Tilbury

‘Area 51 Blacksite - Iraq Overview’
2006, environment concept for next gen game Area 51:Blacksite
! copyright / property of Midway Amusement Games

2005, environment concept for next gen game John Woo Presents S'tfanglehold
I copyright / property of Midway Amusement Games
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SynthEyes 2007 ®

3-D Camera Tracking Software

Now with

IMACEASTABIZATION

Maybe you are shooting hand-held, and need a more professional look. Maybe you are using other stabili-
zation software, but are tired of limited functionality, poor tracking, or strange geometric distortions in the
results. We’ve got the cure!

SynthEyes now includes an awesome image stabilizing system, based on SynthEyes’s famously fast and
accurate tracking. Integrating auto-tracking and stabilization makes for a terrifically fast workflow, and
means we can do all the sophisticated things to produce the highest-quality images possible. We added
the flexibility to nail shots in place, but also to stabilize traveling shots. Then, piled on a full set of controls
so you can direct the stabilization: to change shot framing, add life, or minimize the impact of big bumps
in the footage. Since you’ve got other things to do, we multi-threaded it for outstanding performance on
modern multi-core processors.

We didn’t forget about pure camera tracking either. SynthEyes 200774 adds single-frame alignment for
nodal tripod and lock-off shots; a way to add many accurate trackers after an initial solve, for mesh build-
ing; a way to coalesce co-located trackers, perfect for green-screen tracking; and about 50 other things.

One thing we didn’t change—our incredible price:

"l used SynthEyes exclusively while working on Pan's
Labyrinth, and the CG Supervisor was continually amazed
at how | was blowing their deadlines clean out of the water.

| used the zero-weight points to model many surfaces
which needed to be very accurate, so that a 3-D stick bug
could walk across them.”— Scott Krehbiel

“2D at FUEL used SynthEyes for a few especially gnarly
shots during Charlotte's Web. For $399 and a couple of
hours invested in the docs, our compositors can solve a

camera for almost any shot. SynthEyes is smoking fast,
easy to understand and the support is phenomenal.”
— Sam Cole, FUEL

Other recent credits: Apocalypto, Bridge to
Terabithia, Casino Royale, Deja Vu, Next,
Pirates of the Caribbean: Dead Man’s Chest,
Pursuit of Happyness, Spiderman 3, Zodiac

See the website for more details on ANDERSSON TECHNOLOGIES LLC

SynthEyes'’s amazing feature list. For more information and free demo:

25+ Exporters included standard. http://www.ssontech.com

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


http://www.ssontech.com
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Jim Murray is a concept/comic artist who once collaborated

on the famous comic known as “2000AD”. He has now settled
in Montreal, working for the game developer, A2M. His role
involves promotional art and concept work, but he also takes

on fantasy illustration commissions for Wizards of the Coast...
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Ice Plane image supplied by Saddington & Baynes CGI. Photography by Darran Rees.

EVEN BETTER THAN YOU IMAGINED.

Whether you need faster rendering with mental ray or picture perfect raytracing direct to the desktop, ARTVPS rendering
solutions are even better than you imagined.

Dedicated hardware solutions from the rendering experts.

Find out more about RenderServer and RayBox at www.artvps.com or call +44 (0)1223 424466 for more information.

\

\
ARTVPS



http://www.artvps.com
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"1 would pal something
Y down antit] biked il If it
bugged me 1 woulbd paint

Francis Vallejo, an illustrator, caricaturist and
animator from the USA, talks us through, step-

by-step, how he handles his sketchbook...
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room Textures

= v16: Architectural Sh

Our NEW Total Texture collection is full
of great Showroom Textures for really
finishing those Architectural renders to
the highest standards with as little effort
as possible. As with all Total Texture
Collections, the NEW DVD now contains
134 Texture Maps comprising of over
545 individual, hand crafted texture
maps which are all fully tileable. Each
texture has been hand crafted from '

ohotography, made

- nique bump & | i
! ded.Each texture is I I
. () y flexible and canbe

ts - architectural or

ontents:-

owing categories: TR —
._ i 5 = N e 1
36 Fabrics & Upholstrey Textures ‘e [ .I#' -
7 Marble Textures 5 ;
3 Rugs

15 Stone Textures
25 Tile Textures
23 Wall Textures
21 Wood Textures
| 4 Misc Textures

16Collections of amazing Textures

ionand pricing including discounts of up to 25% visit www.3dtotal.com
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Streamline your DI pipeline
with the 3DBOXX™ RTX Series.

Next-Generation AMD Opteron™ processors with DDR2 memory
extend the industry-leading performance trajectory established by
Dual-Core AMD Opteron™ processors, while offering a seamless
upgrade path to Quad-Core performance and leading-edge
solutions to help run your business applications.

Next-Generation AMD Opteron™ processors with Direct
Connect Architecture and high-bandwidth DDR2 memory
offer great performance for floating-point applications and
enhance our performance-per-watt capabilities for even
cooler, more silent operation.

Al
B
S e s te TR EY
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www.boxtech.com

AMD

Opteron-

BOXX® Technologies, Inc.

1.877.877.BOXX
sales@boxxtech.com


http://www.boxxtech.com/products/3DBOXX/RTX_Overview.asp
http://www.boxxtech.com/products/3DBOXX/RTX_Overview.asp
mailto:sales@boxxtech.com

“The bine belween a

SAIZEN MEDIA STUDIOS is an internationally
| |L:acclaimed and award-winning design firm
that specialises in highly cinematic and detail

oriented imagery...
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This month, we’ve asked 2D artists from a variety of

backgrounds and locations around the world:

UWhal inspined lo
éecmemafl’zl?

Here’s what they said...
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www.vueb.com

Solutions for
Natural 3D Environments


http://www.vue6.com

| Association with




to purchase them h&ae click here

www.2dartistmag.com Issue 022 October 2007


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

Introduction:

4 A Collection of the finest independent animated
movies and commercial trailers. The DVD includes
work from a whole number or different sources,
such as students, independents animators and
commercial studios. We want people to be able to
view this wealth of elite animation in one conve-
nient high resolution package whilst generating
much exposure for these talented artists at the
same time.

- Running Time: 3hrs 8 mins
- 27 Shorts movies
- 6 Clips & Trailers
- Region Free, NTSC & PAL versions
- Shorts & trailers from artist and studio like:
Blur Studios
Brian Taylor
Marco Spitoni
Patrick Beaulieu
& Alex Mateo

- Running Time: 3hrs 8 mins
- 27 Shorts movies
- 3 Trailiers
- Region Free, NTSC & PAL versions
- Shorts & trailers from studios such as: il
Blur Studios
Keytoon Animations Studios
Redrover Studios
& Platige Image

- Loads of extra including images and storyboards
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| 3dltotzl.com

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


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

Andreas Rocha
Christophe Tritz

o
0
c
Q
c
[]
8
(=
<
©
i)
o

Daniel Gies
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LEARN FROM A MASTER

OF DIGITAL ILLUSTRATION ™
The Techniques of Ryan Church

el L le 1\ 2 Ryan Church

VOL 1 VOL 2 VOL 3 VOL 4 VOL 5 INTRODUCTION TO
RENDERING RENDERING HI-TECH LOW-TECH ARCHITECTURAL COREL PAINTER
MATTE VEHICLES SHINY VEHICLES ~ ARCHITECHTURE ARCHITECTURE INTERIOR

The Gnomon Workshop is the leader in professional training
for artists in the entertainment and design industries.

Over the past six years, the Gnomon Workshop DVD library has expanded to offer training
by over sixty professional instructors on a diverse range of tools, software and media
including design, drawing, sculpture, painting, modeling, texturing, animation, effects and
compositing. Shipped to literally every corner of the globe, our DVDs can he found in
countless libraries, studios and universities... and on thousands of bookshelves.

OVER 180 TRAINING DVD TITLES - ORDER ONLINE!

WWW-THEGNOMONWORKSHOP-COM


http://www.thegnomonworkshop.com

B R «1"‘3"*?3 - = 7ae maledwdamdaaéﬁe&

Follow this step-by-step tutorial to find out how
Brian Recktenwald created his piece, “Old
Man” using custom brushes that he created in

Photshop...
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Model by: Phillip Obretenov

Image By: Zoltan Korcsok



http://www.luxology.com

Wekcome to the Speed Painting section
af the IT-HB-H.IHE'. Wa've asked two
artists {0 produce a speed palniing

based on a.s.rnple. ane-ine bried. Here
e Wil feature the nal FEHU["}E and

the owersiew of the creation HEHES 2

» This month, Augle Fred and Richard

THbury tackle:
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SUPER MODEL.

Diet and exercise?
At Vancouver Film School we believe that one intense year of
education and hard work is what it takes to create super models.

THE PROGRAMS

The focus of all our Animation & Visual Effects programs is
on telling a story through movement: knowing how to animate
life where there is none. Choose from 3D Animation & Visual
Effects, Classical Animation, Digital Character Animation, and_

Houdini™ Certification.

THE LEADER

VFS’s Animation & Visual Effects programs are led by
industry veteran Larry Bafia, who was Animation
Supervisor at PDI/Dreamworks and worked on hits %

like Antz and Mission Impossible II.

THE PROCESS

Under the guidance of instructors who are industry
pioneers, you will work and learn in a studio setting
and create a demo reel or film of your own, so when
you graduate, you're ready to hit the ground running

and immediately start working with a production team.

THE RESULTS

VFS animation is all around you. Every year our graduates
start careers at the world's best production studios.
You've seen our graduates work in Transformers, Lost,
Harry Potter: Order of the Phoenix, Battlestar Galactica,
Narnia, Ice Age: The Meltdown, and Family Guy.

Vancouver Film School is now accepting applications

for our January 2008 start date.

— ¥ r.-"'-
kS e el Feid 1
VFS Student work by Julianna Kolakis \ ey

= ANIMATION
T & VISUAI— EFFECTS vfs.com/animationvfx


http://www.vfs.com/animationvfx

DfGITAL PAINTING TUTORIAL SERIES : WEATHER

The ‘elements’ series is a guide to basic 2D

Digital painting and can be followed in most

software packages supporting paintbrushes

and layers. Each month, professional artists will

cover a specific theme or ‘element’, resulting in
different styles and techniques. This month we

will be creating Twisters!

N, , (¢ : Sa

SUBJECTS: e o

Issue 21, September - SANDSTORM .
Issue 22, October - | WISTER A
Issue 23, November - RAINSTORM 3

‘Issue 24, December - SINOWSTORM

Issue 25, January - HHEAT WAVES
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-nﬂlu.tmw.mswf mmum%‘nﬁm -
oosted Speed, Real-time Shodows, e | i
aterial Capiure and Render [MatCap), - 1_.-_;‘:;’-_‘%

Full 3D Sevlpting and Texturing with Alphas and Taxturas,

Advanced ‘Digital Clay" with up o One Billien Palygons with HD Gaomatry,
Real-time Posing, Perspective Camera, Retopalogizing,
One-click Turntable Rfl:u-rdlng with Chuicklima Ezgar,
Support for 32 and &4 kit systems,
Muti-threaded Suppart,
And Much Morea.
PIXOLOGIC.COM PI?&GLGGIC C'DM-‘EBC PIXOLOGIC.COMDOCS

Comparats fomnuns DG urmsniotices



http://www.zbrush.com
http://www.pixologic.com
http://www.pixologic.com/zbc
http://www.pixologic.com/docs
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on this already amazing value publication!

Subscrlptlo $20 s

Have your 2DArtist lagazine Download
link delivered automatically to your inbox

every month. w v
...and have it before anyone else!

www.2dartistmag.cpm
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Follow this Making Of b ristophe Vacher
to find out how he created “The Taming

Of Naas”. This painting was created for a
book about dragons, which is soon to be
released in Europe. He explains, step-by-
step, the processes he went through and the
techniques he used...
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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 D4us

s Cogpionr 007 54061
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visit WWW.3dcreativemag.com
to download the free dite’ issue, the full issue, subscription
offers and to purchase back issues.



www.3dcreativemag.com

creased the heat in theatresl
orld! | even went to see the film

atticularly for the artwork, in order to
§

ore vivid feel,of the scene as well as
e I|1|~ "

¥
searching for ideas...
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DIGITAL ART MASTERS

VOLUME 2

With the release of 3DTotal’s new book,

‘Digital Art Masters: Volume 2’, we have
D [ G ITAL A RT MAS TE RS some exclusive chapters for you...
VLAl

k
|

:‘:“' The book is more than just an artwork
'y book, as not only does it feature

; full-colour, full-page images, but each artist
: has described - in detail - the creation

:":-_ process behind each published artwork in
._' their own words, especially for this book.
;

f_ & This month we feature:

e

o’ Sky of Kaloulo'

by Jian Guo



http://www.3dtotal.com/services/shop/discount_book.asp

The following shots of ‘Sky of Kaloulo’ book pages are featured here in full-resolution and can be read by zooming in...

1 SWO 2DArtist rcaders can purchase DIGITAL ART MASTERS: VOLUME 2 3070

with a special 15% Discount

L or, get both DIGITAL ART MASTERS: VOLUME 1 & 2 : 8
-l with a special 30% Discount -- ﬁ“l ol
I ¥ To claim your discount simply purchase the book(s) through this link: L) "

http://www.3dtotal.com/services/shop/discount_book.asp

[ (Note: If a security dialogue box appears, tick ‘Remember’; then click ‘Allow’.) [ 1
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artist

Inlenviews

Elena Sedova
Dr CM Wong
Nathaniel West

Dwayne Vance

How do you take time out from

the world of CG / Art? _ -I ¥ 5

Custom Brushes
Speed Painting
Elements Weather Series
Part 2 : Rain Storm!
Yallenies
10 of the Best images featuring - -
Kerem Beyit - —
Kieran Yanner o
Tom Arthur Opasinski : ——
= Tiberius Viris
s Teng lin
Bruno Werneck
Benita Winckler
Lorin Woeod
Denis Zilber

David Munoz Velazquez F -

Plus Loads llonel
[ for. only $4 7

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

issues and 6 & 12 month subscriptions

ReNtimonily

Image by Brian Recktenwald




PUBLISHING

Is a Company publishing downloadable online

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 It's
magazines, or you have a question for our staff,

please use the links below.

Lontacl Infornmalion
www.zoopublishing.com
www.3dcreativemag.com
www.2dartistmag.com
Editor > Ben Barnes
ben@zoopublishing.com
Assistant Editor > Chris Perrins
chris@zoopublishing.com
Content Manager > Warin Pismoke
warin@zoopublishing.com
Marketing > Lynette Clee

lynette@zoopublishing.com

Paninens

If you have a CG Community website, and
would be interested in reselling 3DCreative or
2DArtist magazine please contact Lynette Clee

on the eMail address above.
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