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Editorial
This month sees 

the return of our 

exclusive ‘Elements’ 

series. After volume 

1 & 2 of the series 

covered everything 

from eyes to fabrics, 

we have now turned 

our attention to 

the Weather. The 

weather is something 

we are quite used 

to keeping and eye 

on in Britain as we 

are never quite sure 

what it will do next. In honour of our miserable climate (and somewhat 

non-existent summer) we have created a 5 part series covering the 

more extreme weather conditions, Sandstorms, Twisters, Rainstorms, 

Snowstorms & Heat Waves, giving you all you need to paint in that 

atmospheric ambience your paintings have been aching for! If you missed 

our previous Elements series, you can still purchase the back issues from 

www.2dartistmag.com. Also included is all the usual fantastic interviews, 

making of’s galleries, challenges, articles & tutorials. Check out Thomas 

Pringle’s concept art for dark sector, as well as the heaps of amazing 

images in this months 3 featured interviews with Kev Chu, Cyril Van Der 

Haegen & Daryl Mandryk. And, don’t forget that if you would like to be a 

part of 2DArtist magazine with tutorials, interviews or anything else then 

please get in touch with us. Contact details at the back of the mag. Once 

again, enjoy! Ed.
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Contributing Artists
Every month, many creatives and artists around the world contribut 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 ben@zoopublishing

Jeff 
Jenney 
Freelance Concept Artist,  

Southern California.  After 

graduating from The Art Center 

College of Design, he began 

freelancing doing concept artwork mainly for the 

video game industry.  He continues freelance work 

but he is always looking for new opportunities that 

may lead him in exciting new directions.

jeff@jeffjenney.com

www.jeffjenney.com 

Daniela
Uhlig

Lives in Berlin, Germany. She 

“suffered” school for 13 years 

until she finally graduated, and 

has now been working as a 

Graphic Designer & Illustrator for 2 years. She might 

eventually study art sooner or later, and she has 

loved painting ever since she could hold a paintbrush 

- so it can be described as her ‘passion’.

http://www.du-artwork.de

libita@hotmail.de

Daryl
Mandryk
Is a 2D artist for Propaganda 

Games, Vancouver, in Canada. 

He’s been working in CG for 8 

years now; first as a Modeller 

and Texture Artist, and now as a full-time Concept 

Artist. He’s currently heading up the Concept Art 

team at Propaganda Games, where they’ve just 

finished work on Turok for the XBOX 360 and PS3. 

blackarts@shaw.ca

www.mandrykart.com 

David
Neale

Started using Photoshop whilst 

doing his Illustration degree in 

Hull, UK, and has taught himself 

from there onwards. After 

graduating in 2005, he has worked as a freelance 

consultant for EA games, sold prints in galleries, 

and has completed various freelance projects in 

the illustration field. Now represented by Advocate 

Illustratration Agency, he hopes to get more work 

on children’s books and would also like to move into 

concept design for animation at some point in future.

davejneale@hotmail.com

János 
Kiss
Designs identities, brochures, 

flyers and so on, and 

sometimes also illustrations, for 

a small company in Budapest, 

Hungary. Apart from graphic design, he works to 

improve his digital painting - it is a pleasure for 

him. He usually works with Painter and ArtRage. 

Nowadays, his main goal is to develop his portfolio 

- demonstrating several styles and techniques.

janos.kiss@28thwing.com

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

Is a Freelance Illustrator & 

Sculptor, in the USA. He’s been 

working professionally as an 

Illustrator since 2003. Most of 

his work had been hand-drawn and vector based, 

up until about a year ago. He’s just recently started 

using Photoshop as his primary painting tool and is 

addicted to its versatility and convenience. Digital 

illustration has helped speed up his entire process! 

kramzinum@yahoo.com

Patri
Balanovsky
Is a Production/Concept Artist 

at PitchiPoy Animation Studios, 

Tel-Aviv, in Israel. He’s been 

drawing and painting since he 

can remember; creating characters, creatures and 

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 and versatile, he explores all sorts of 

genres, styles and attitudes. 

Pat2005b@hotmail.com

http://chuckmate.blogspot.com

Paulo Ítalo 
Aka Arrhenius

Is a 3D Artist for Hoplon 

Infotainment, Florianópolis, 

in Brazil. He started studying 

CG when he was inspired by 

Jurassic Park, and the opening of the ‘Soul Edge’ 

game. He began working on traditionally animated 

short films, and later on publicity using both 3D and 

2D animation. Since 2006, he has been working 

in the field of games. In his spare time he tries to 

develop short films and freelance illustration work.

www.pauloitalo.blogspot.com

superpauloitalo@gmail.com

Richard 
Tilbury
Has had a passion for drawing 

since being a couple of feet 

tall. He studied Fine Art and 

was eventually led into the 

realm of computers several years ago. His brushes 

have slowly been dissolving in white spirit since the 

late nineties and now, alas, his graphics tablet has 

become their successor. He still sketches regularly 

and now balances his time between 2D and 3D, 

although drawing will always be closest to his heart.

 ibex80@hotmail.com

Thomas 
Pringle    

Studied an MA at the School of 

Design, Kolding, in Denmark. 

He has illustrated book 

covers and done work for 

movies, music videos and video games, and has 

spent the last year doing most of the environment 

concept art for the AAA video game, Dark Sector by 

Digital Extremes, in Canada. He’s just returned to 

Copenhagen where he’s currently doing freelance 

work for various projects.

thomas@pringleart.com

www.pringleart.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, & more...For more information, send a 

link to your work here: warin@zoopublishing.com

http://www.2dartistmag.com
http://www.2dartistmag.com
www.pauloitalo.blogspot.com
mailto:thomas@pringleart.com 
mailto:warin@zoopublishing.com


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

: volume 2

Philip Straub�

Jonny Duddle

Alessandro Baldasseroni

Benita Winckler

Fred Bastide

James Busb�y

Marek Denco

Patrick Beaulieu

Jonathan Simard

Buy the b�ook to see just 
how they create their 

incredib�le imagery!���
Hardb�ack 21.6cm x 27.9cm in size

288 Full Colour premium paper pages

Features 58 of the finest digital 
2d and 3d artists working in 
the indusrty today, from the 

likes of: 

Availab�le Now Only!���
UK - £32 USD - $64 EUR - €49

http://www.3dtotal.com/damv2


Interview Kev Chu

Kev Chu has 

been an industry 

artist for 6 years. In 

this interview, he shares 

some of his knowledge with 

us, gives you tips, and tells 

us all about some of the 

techniques and styles 

that he uses...

“It may be from my 
affinity to the graphic 

elements of comic books, 
or from my love of films, 
but I have always loved a 

moody, dark, brooding feel 
to things - adds a bit of 

mystery and boldness...”
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ATSEGAMI

ANDERSSON TECHNOLOGIES LLC
For more information and free demo:

http://www.ssontech.com
Fourth year in the market, 

serving VFX artists in over 40 countries

SynthEyes 2007
3-D Camera Tracking Software

Now with

BILIZ ATION

$399
“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   

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

See the website for more details on 
SynthEyes’s amazing feature list.

25+ Exporters included standard.

PC/PC 64-Bit/Intel Mac/PowerPC Mac

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

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 2007½ 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:

½

I A EM G ST A

http://www.ssontech.com


Cyril openly talks to 2DArtist about his 

experiences at Comic-Con, past and present 

and takes us through some of the traps and 

hindrances that he has been through in the 

journey to aspire to his dreams…

“The more general knowledge 
you have, the  better you 

are at understanding 
the ramifications of the 

messages in my paintings...”
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Introduction:
Michel Roger’s famous ‘Joan of Arc’ 
tutorial re-written for Maya by Taylor 
Kingston, Cinema 4D by Giuseppe 

Guglielmucci & Nikki Bartucci, 
Lightwave by Vojislav Milanovich and 

Softimage by Luciano Iurino and 
3DCreative Magazine.com.

If there has been one single tutorial 
that has educated and inspired more 

budding 3d artists than anything else, 
this complete step by step project by 

Michel’s must be it. The community 
is in debt to him.

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

These 120 plus page, Downloadable PDF’s are 
designed for ease of use to help beginners and 
intermediate level of artist alike in the creation 
of a female character. The tutorial takes you 
through the process of modelling, texturing and 
mapping to finally adding bones.
Chapter 1: Modeling of the Body
                 - Body
Chapter 2: Modeling of the Head 
                 - Head, Ear & Assembly
Chapter 3: Modeling of the Accessories 
                 - The Sword & Armour Legs
Chapter 4: Modeling of the Accessories 
                 - Armour Bust, Hair & Glove
Chapter 5: Modeling of the Accessories 
                 - Accessories & UVW Mapping
Chapter 6: UVW Mapping 
                 - Sword, Clothing, Armour & Body
Chapter 7: Texturing & Hair 
                 - Eyes, Skin & Hair 
Chapter 8: Bones & Skinning 
                 - Bases, Hierarchy & Skinning
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http://www.3dtotal.com/joan_of_arc


Daryl Mandryk has previously worked under the 

banner of EA on some of their most prominent 

titles, such as Need for Speed and SSX, but 

is currently employed as a Concept Artist at 

Propaganda, contributing to the upcoming, next-

gen chapter in the Turok series...

“Being aware of the 
current state of art in 
computer entertainment is 
really important. It helps 
you spot trends, and can 
give you a good idea of 
what is possible from a 
technical standpoint.”
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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.

EVEN BETTER THAN YOU IMAGINED.

Ice Plane image supplied by Saddington & Baynes CGI. Photography by Darran Rees.

3d Magazine Download  17/7/07  09:49  Page 1

http://www.artvps.com


Balance of Power

BOXX® Technologies, Inc.
1.877.877.BOXX

sales@boxxtech.com

We know VFX. And it shows.

Work on HD, 2k and 4k frames with ease
  Up to 15 hard drives - 1GB/s storage bandwidth

Streamline your DI pipeline
    with the 3DBOXX™ RTX Series.

The ideal combination of processing power
   and storage bandwidth for the Digital
      Intermediate process.

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.
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Sixteen cores.

http://www.boxxtech.com/products/3DBOXX/RTX_Overview.asp
http://www.boxxtech.com/products/3DBOXX/RTX_Overview.asp
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My concepts all begin with 

some thumbnail sketches 

to get multiple ideas down 

very quickly. I then pick 

the best thumbnail and 

develop that further. Once 

I have the idea nailed 

down, I do a drawing for 

the purpose of a painting. 

The paintings in this article 

cover that next step...

“I always have the 
navigator window open 
in a small size off to the 
side.  This always keeps a 
thumbnail within view that 
I can frequently look at; if 
a painting reads well when 
small, then it will look 
even better full-size...”

ofJeff Jenney
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Thomas Pringle is a freelance Concept Artist 

from Denmark who has recently contributed 

to Dark Sector, a high profile next-gen game 

from Digital Extremes. He concepted many 

of the environments, has a passion for the 

industrial landscape, and has created some 

beautifully evocotive imagery that evokes a 

grand sense of scale...

“By adding characters it’s also 
easier to get the spectators 
attention and get them to 
speculate on a story...”



page 20 Issue 021 September 2007

Thomas Pringle The Concept Art of Darksector

www.2dartistmag.com

Thomas Pringle The Concept Art of Darksector

You mention in your profile that you have recently returned from a stint 

at the Central Academy of Fine Arts in Beijing. How has the experience 

affected the way you approach your work?

Yes, I spent a semester at the Central Academy of Fine Arts in Beijing in 

2005. The school was full of incredibly talented people and I was amazed 

at the technical level many of the students reached. It’s always good to 

broaden one’s horizon and I’m glad I went there. What I learned the most 

from my stay was definitely wandering the streets of Beijing. It really 

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


Thomas Pringle The Concept Art of Darksector
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made me aware of the differences in architecture and design between 

western and eastern cultures. I don’t know if it has affected my approach 

to my work much, though. Maybe it has made me more aware of it. I try 

to be as free in the initial process as possible. This is something I’m a bit 

phobic about. I believe the secret to keeping work interesting is to change 

the process as often as possible. If I keep to old tricks I quickly run out of 

energy and then it’s no fun, which shows right away in the end result.

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


Can you give us an account of how you have altered your “process” with 

reference to some examples from your portfolio?

Well, for example in the picture called “Blue Castle” on my website, my 

approach was quite different from the one underneath it: “Dark Alley”. 

If  I recall correctly, Blue Castle was created without any use of texture 

overlays or tweaks of any kind. I was obviously going for a more painterly 

look. When aiming for that it helps greatly to start with the largest possible 

shapes and from there start defining specific areas. In Dark Alley, I  

started out with a tight under drawing from where I began to define the 

dark areas and apply textures to get the gritty feel down.



Many of the characters seem dwarfed by their environments throughout 

your portfolio. Is there an existential reason behind this or is it simply a 

device to convey a sense of scale?

I’ve always liked big structures and shapes. The best way to show those 

is by comparison to something we all can relate to. By adding characters 

it’s also easier to get the spectators attention and get them to speculate 

on a story. I like it when there is a sense of story or mood to a picture. In 

a way I strive for this in all my images, even if the primary focus is on the 

conceptual design. If there is an existential reason I’ll let that be up to the 

viewer’s interpretation.



There is a distinct industrial feel to many of 

your pieces. Can you describe your interest 

in this type of environment?

I like the cold, melancholic and impersonal 

setting of the industrial landscape. A lot of 

industrial machinery and structures have 

very interesting and distinct silhouettes. I 

think that’s what appeals to me the most. 

In my personal work I like to walk the line 

between the concrete and abstract. Industrial 

structures seem the perfect subject matter 

for this.



As well as your industrial scenes, you have 

a couple of battle paintings. What appealed 

to you about this topic and what challenges 

did they present compared to the images 

containing buildings?

I believe I did those after watching one of 

The Lord Of The Rings movies. I wanted 

to capture the chaotic setting of a battle 

and describe a big crowd without painting 

in too much detail. Compared to painting 

regular landscapes or environments there 

are different challenges involved. Layout and 

arrangement of shapes is, in my opinion, 

the biggest challenge when it comes to 

composing characters in a given scene. 
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There is a very textural and painterly quality to 

your digital work. Do you ever scan in hand-

painted textures or use photos at all, and how 

important are customising brushes to you?

I made a bunch of brushes a couple of years 

back which are basically the ones I’m using 

now. For me its always a balance to try and 

use custom brushes in a way that makes sense 

to me. On one hand they are great to make a 

general impression of things and give a sense 

of texture, but on the other hand they can easily 

become a pitfall or crutch if they are relied on 

to cover up or hide parts of an image that is 

weakly drawn. Sometimes I’ll use part of a photo 

but almost always for textural purposes. For my 

private work I prefer more of a painterly feel and 

therefore tend to use my scanned paintings in 

the cases where I want a textural quality.

From the point of view of a painter/illustrator, 

custom brushes are a vital aspect to programs 

such as Photoshop, but what do you feel are 

their main weaknesses when first moving into a 

“digital practice”? 

Painting digitally with a tablet is great. It saves 

a lot of time and gives you so much freedom. 

There are a couple of drawbacks, though. 

The biggest, in my opinion, being the lack 

of feel for the material. With the tablet it’s all 

plastic against plastic and it can be a bit hard 

to achieve the same control as with regular 

paint. Another pitfall which seems like a bit of 

a paradox are all the possibilities the artist is 

given in the digital realm. When I started out in 

Photoshop I had to spend a long time getting 

used to that. Playing around in the option menus 

quickly removes focus from the actual design 

process.

http://www.2dartistmag.com
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Which artists are amongst your favourites and 

why?

There are a lot, but to pick one: I really like the 

landscapes of Andrew Wyeth, especially his 

watercolours. The desaturated colours, strong 

compositions and eerie feeling makes for some 

very powerful images with a strong graphical 

language. Even though he is obviously a master 

of his craft, techniques seem not to be the main 

priority compared to the emotional nerve his 

images possess. This is very appealing to me.  

In the field of illustration and concept art; 





page 30 Issue 021 September 2007

Thomas Pringle The Concept Art of Darksector

www.2dartistmag.com

Thomas Pringle The Concept Art of Darksector

obviously Syd Mead, as every modern concept 

artist is standing on his shoulders. Craig Mullins 

as well for his mastery of colour, surfaces and 

layout. Recently I’ve worked closely together 

with Mike Sebalj and Craig Sellars at Digital 

Extremes in Canada. I admire these guys’ 

work, and I’ve learned a lot from seeing their 

approach to concept art. They both came from 

a background in industrial design, whereas I 

graduated from illustration. I tend to think more 

in aesthetics where they naturally are more 

focused on the functionality. This has led to a 

lot of interesting discussions from which I’ve 

learned a lot.

Can you tell us a little about your job at Digital 

Extremes and what it involved?

I worked for Digital Extremes for a year where 

I was hired to create environment concepts for 

their new AAA title, Dark Sector. Most of the 

time I would get briefed by Art Director, Michael 

Brennan and the Project Lead, Steve Sinclair 

http://www.2dartistmag.com
http://www.2dartistmag.com
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about what they had in mind for a specific area. 

Thereafter I would talk to the Level Designer 

and, if possible, take a look through the roughly 

blocked-out level to see what the layout was 

and what challenges it might pose. Typically, I 

will do a lot of rough sketches until I approach 

a general look for the specific area. From there 

it’s all about refining and tightening the concept. 

I find that, if things get to complex visually, 

the initial idea can easily get lost. When I’ve 

narrowed down the look I often draw an aerial 

view of the environment, which makes it easier 

for me to explore new ideas - and sometimes 

it can also aid the Level Designer a bit in their 

work. When I eventually ran out of stuff to 

concept for Dark Sector, I joined forces with 

Mike Sebalj and Craig Sellars on the other DE 

team, with whom I worked on a couple of other 

projects. Unfortunately I can’t talk about those at 

this point.

 

http://www.2dartistmag.com
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And finally, what type of things do you like doing when you’re not working?      

I like to read, watch movies, play video games, swim and go out!

Thanks for taking the time to talk to 2DArtist.

No problem, the pleasure was mine.

Thomas Pringle
For more work by this artist please visit: www.pringleart.com 

Or contact them at: Thomas@pringleart.com

Interviewed By : Richard Tilbury

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

backgrounds and locations around the world:

If you could choose a 
‘dream’ project to work on, 
what would it be, and why? 

Here’s what they said...

“The definition of 
‘Dream Project’ 
is different for 

everyone, and also 
depends on the 

kind of field you 
are in.”
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http://www.thegnomonworkshop.com


In Association with

2DArtist Magazine introduces the 

‘Challenge’ Section of the mag. Every 

month we will run the challenges, available 

for anyone to enter, for prizes and goodies 

from the www.3dtotal.com shop and to 

also get featured in this very magazine! 

The 2D Challenge runs in the ConceptArt.

org forums, and the 3D challenge runs 

in the Threedy.com forums. Here we will 

display the winners from the previous 

month’s challenge, and the Making Of’s 

from the month before that...

Stylised Animal challenge
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http://www.luxology.com



This Month We Feature:

Daniel Rizea

Adrian Baluta

David Revoy

David Smit

Erich Schreiner

Joe Slucher

Waheed Nasir

Kieran Yanner

Lorin Wood

Tom Arthur Opasinski



page 42 Issue 021 September 2007

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

www.2dartistmag.com

11

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


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


HYATT REGENCY HOTEL // MONTREAL // SEPTEMBER 24 - 28, 2007

//OVER 40 DIGITAL ART MASTERS
// ADAPT THEATER //JOB FAIR & MUCH MORE

TIPPETT STUDIO
PHIL TIPPETT

RAINMAKER
ED JONES

DREAMWORKS ANIMATION SKG.
TIM JOHNSON

PIXAR ANIMATION STUDIOS
ANDY SCHMIDT &

MICHAEL FONG
ANIMATIONMENTOR.COM

SHAWN KELLY &
CARLOS BAENA

DOUBLE NEGATIVE
RYAN COOK

RHYTHM & HUES
BILL KROYER

WALT DISNEY ANIMATION STUDIOS
AARON HOLLY

REEL FX
BRAD BOOKER
HALON ENTERTAINMENT

DAN GREGOIRE
SONY PICTURES IMAGEWORKS
LYDIA BOTTEGONI

WALT DISNEY ANIMATION STUDIOS
CAROLYN SOPER

REEL FX
KYLE CLARK

RAINMAKER
MARK BREAKSPEAR

INDUSTRIAL LIGHT & MAGIC
TODD VAZIRI

SYD MEAD
IAIN MCCAIG

MARK GOERNER
DI-O-MATIC

LAURENT M. ABECASSIS
STEAMBOT STUDIOS

THIERRY DOIZON
JANIMATION

GREG PUNCHATZ
STAGE3MEDIA

RON MARTIN
REEL FX

DAVID A. PARRISH

//PRESENTING

MAIN SPONSORS & PARTNERS //

//ADAPT ART EXPO PRESENTED BY

CREATIVE MINDS UNITE

BUNGIE
CJ COWAN

BLIZZARD ENTERTAINMENT
FAUSTO DE MARTINI

INDUSTRIAL LIGHT & MAGIC
RYAN CHURCH

CONCEPTART.ORG
ANDREW JONES

www.adaptmontreal.com

http://www.adaptmontreal.com


Custom Brushes Icon

Cu
sto

m
 B

ru
sh

es

In this tutorial you will see how Icon’s brushes 

can help you to create your own masterpieces...

“Every artist knows that 
one of the most important 
aspects of your painting 
process is your knowledge 
of your brushes...”
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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 $4US

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

www.3dcreativemag.com


Welcome to the Speed Painting section 

of the magazine. We’ve asked two 

artists to produce a speed painting based 

on a simple, one-line brief. Here we will 

feature the final paintings and the 

overview of the creation processes. 

This month, Mark Muniz and Rich 

Tilbury tackle: 
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Painting an environment using a 3D scene as a guide Part 3

Over three months (first part featured in July 

issue, second part featured in August Issue and 

this the final part), I shall be discussing some 

methods and techniques used to create a digital 

painting of an interior. More specifically, I will 

aim to show how 3D software can be used as a 

useful application in the process...

Part 1:
We will cover the reasons why 3D renders can 

prove invaluable tools in quickly and efficiently 

calculating perspective problems and supplying 

masks. We will take the idea from a concept 

sketch through to a simple 3D scene and finally 

to a digital painting where we will deal with 

establishing the tonal ranges. 

Part 2:
We will continue by refining the painting in more 

detail and referring back to the 3D scene to 

further polish the details and eventually begin 

the colouring phase.

Part 3: 
We will cover finishing the painting with 

additional lighting and adjustment layers to 

complete the overall mood.
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Introduction:
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.

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

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

- Loads of extra including images and storyboards  

- 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

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


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, 2 or 3 professional artists 

will cover a specific theme or ‘element’, resulting 

in 2 or 3 different styles and techniques which 

can be viewed side by side. This month we will 

be doing skin.

Subjects:
Issue 21, September - Sandstorm
Issue 22, October - Twister 
Issue 23, November - Rainstorm
Issue  24, December - Snowstorm
Issue 25, January - Heat Waves
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image : Christophe Tritz

www.2dartistmag.com

SUBSCRIBE 
NOW&SAVE 
UP TO 25% 

on this already amazing value publication!

12 ISSUES 
FOR THE 

PRICE OF 9
Subscription $36 save $12 (25%)

6 ISSUES 
FOR THE 

PRICE OF 5
Subscription $20 save $4 (16%)

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

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

Concept Art, Digital & Matte Painting Magazine
Issue019 July 2007 $4 / €3.25 / £2.25

Artist

http://www.2dartistmag.com


The truly amazing artist with a beautiful imagination, Daniela Uhlig describes 

the processes behind the creation of her comical piece: ‘Funfair’ ...

“A friend and I were eating 
ice-cream when a small 
insect landed on hers... 

Her face instantly turned 
into a funny grimace and 

I just had to hold on to 
that facial expression by 

drawing it.”
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With the release of 3DTotal’s new book, 

‘Digital Art Masters: Volume 2’, we have 

some exclusive chapters for you...

 The book is more than just an artwork 

book as, not only does it feature 

full-colour, full-page images, but each artist 

has described in detail the creation process 

behind each published artwork, in their 

own words, especially for this book. 

This month we feature:

 

‘I Just Needed 
a New Body’ 

by Daniela Uhlig

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


The following shots of ‘I Just Needed A New Body’ book pages are featured here in full-resolution and can be read by zooming in...

3DCreative readers can purchase Digital Art Masters: Volume 2
with a special 15% Discount 

 
Or, get both Digital Art Masters: Volume 1 & 2 

with a special 30% Discount
To claim your discount simply purchase the book(s) through this link:

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

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

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


next month

Interviews
John Wallin Liberto 

Kieran Yanner

Bruno Werneck

Jim Murray

Articles
What inspired you to 

become an artist?

 

Tutorials
Custom Brushes

Speed Painting 
Elements Weather Series

Part 2 : Twister!

 
Galleries

10 of the Best images featuring 

Kerem Beyit

Kieran Yanner

Lorin Wood

Shilin Huang

Tom Arthur Opasinski

Olga Antonenko

Tiberius Viris

Andreas Rocha 

Christophe Tritz

Teng lin

Plus Loads More!
All for only $4!

go to  www.2dartistmag.com for full 

details and to purchase  current, back 

issues and 6 & 12 month subscriptions

Image by Kieran Yanner

http://www.2dartistmag.com
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About us Zoo Publishing Zoo Publishing About us

 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.

Contact Information
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

Partners
If you have a CG Community website, and 

would be interested in reselling 3DCreative or 

2DArtist magazine please contact Lynette Clee 

on the eMail address above. 

http://www.2dartistmag.com
http://www.2dartistmag.com
www.zoopublishing.com
www.2dartistmag.com
mailto:ben@zoopublishing.com
mailto:chris@zoopublishing.com  
mailto:warin@zoopublishing.com
mailto:lynette@zoopublishing.com

