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Editorial
Welcome to Issue 033! Well, 
the summer – what summer? – has 
officially left us now in the UK, and 
we’re back to our well-known grey 
skies, cold winds and rainy days. 
But, how long will the grey skies last, 
we ask? For are we about to get 
sucked into oblivion when scientists 
in Geneva, Switzerland, this week fire 
up the biggest physics experiment of 
all time, in their attempts to recreate 
the ‘Big Bang’? Who knows what will 
happen … a black hole, perhaps? 
In keeping with this science theme 

the latest 2DArtist Stylised Challenge for September has kicked off on 
ConceptArt.org with a ‘Frankenstein / Science Mishap’ theme, so drop in 
on the challenge, check out the latest WIPs and perhaps join in yourself if 
you have an interesting concept to share, and you may even see your work 
featured in the next issue of 2DArtist!
OK, so back to the September issue – which we better read quickly before 
Geneva implodes – the cover image this month is a fantastic artwork by Kai 
Spannuth, whose work graces the pages of the interview section of this 
month’s issue on PAGE 007. Kai is a freelance 2D digital artist based in 
Berlin, Germany, whose been using the digital medium as a means of artistic 
expression since ’98. So with 10 years under his belt, we felt it was a perfect 
time to get to know a little more about this talented self-taught artist, whose 
work fittingly ties in nicely with the theme of ‘when science goes wrong’. Our 
second interview this month, in the interest of variety, we chat to Eduardo 
Peña, who is a true inspiration for any would-like-to-be concept artist out 
there! Eduardo works for the only videogame developer in Colombia, where 
we was brought up, but he does not see the limitations of the country’s 
involvement with his chosen career as a brick wall, he simply finds ways to 
climb that wall and push the boundaries as much as he can with the truly 
stunning works that you’ll find on PAGE 023. It is artwork such as this that 
really illustrates the creative workings of an artist’s mind, and I can honestly 
say that this artist has one hell of a fantastic mind! 
Tutorials this month feature Joel Carlo using traditional media as a starting 
point for the creation of a digital artwork (PAGE 063), the 3rd chapter of 
Chee Ming Wong’s space painting tutorial series – Barren Planets – on 
PAGE 077, and of course we have our regular Speed Painting slot where 
this month in-house artist, Richard Tilbury, and our interview featured artist, 
Eduardo Peña, tackle the brief: ‘Overloading core in futuristic power plant’. 
And our Making Ofs feature the talents of Ron Crabb, with an overview 
article of the creation of his awesome image, “Keep a Sharp Eye” (PAGE 
094), and Yu Cheng Hong also talks us through the creation of his image, 
“RUO” on PAGE 101.
Also, don’t miss out on the fantastic Sketchbook article by sketching addict 
Hethe Srodawa (PAGE 033). I first fell in love with Hethe’s sketches after 
seeing the Making Of his image, “Fagin’s Lot”, and I’m sure that when you 
take a look at this article you’ll, too, see the raw talents of this sketching 
genius!
Next month we’ll bring you an interview with Brom, the first of a 3-part tutorial 
series by Nykolai Aleksander on ‘The Human Face’, and Nick Miles will 
take us through the creation of this month’s gallery image, Mantis Queen, 
plus so much more! So enjoy this month’s offerings and we’ll see you next 
month – providing we haven’t been sucked into a black hole [*winks*]. Ed.
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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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Contributing 
Artists

Every month, many artists from around the world contribute to 3DCreative 

& 2DArtist magazines. Here you can find out all about them! If you would 

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

lynette@zoopublishing.com

Hethe 
Srodawa

Is an artist born from 80’s 

cartoons who has been creating 

characters and worlds since he 

could first hold a pencil! He has 

a petulant passion for all things mystery, adventure 

and, above all, pirates! He’s fortunate enough 

to work as a Concept Artist in the entertainment 

industry and currently designs for Rockstar Games in 

sunny San Diego, California.

http://www.hethe.com

hs@hethe.com

Eduardo 
Peña
Was educated as a graphic 

designer at the Jorge Tadeo 

Lozano University in Bogota, 

Colombia. Inspired by films 

like Blade Runner, he discovered the discipline of 

conceptual art for the entertainment industry and has 

been developing this artistic interest ever since. He 

currently works as a Conceptual Artist at Immersion 

Games in Colombia, and also as a professor at the 

Andes University, leading workshops. 

http://leco3ur.carbonmade.com/ 

caareka20@hotmail.com

Kai 
Spannuth
Is a 2D Digital Artist and 

Colourist – freelance – born and 

raised in Berlin, the capital of 

Germany. He started with digital 

painting and colouring circa 1998, inspired by the old 

image comic books of that era!

 

http://www.dpi-graphics.com/

kai.spannuth@dpi-graphics.com

Dr CM.
Wong

Has over 8 years of creative 

visualisation and pre-production 

experience, having worked 

on various independent game 

projects, publications and CGI pre-production 

artwork. He is currently the CEO of his own digital art 

studio, Opus Artz, based in London. Previous work 

includes his role as Senior Concept Artist and Visual 

Lead for ‘Infinity: The Quest for Earth MMO 2009’, 

plus numerous commercial publications. 

http://www.opusartz.com

chee@opusartz.com        

Richard
Tilbury
Has had a passion for drawing 

since being a couple of feet 

tall. He studied Fine Art and 

eventually was led into the 

realm of computers several years ago. His brushes 

have slowly been dissolving in white spirit since 

the late 90s, and now, alas, his graphics tablet has 

become their successor. He still sketches regularly 

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

although drawing will always be closest to his heart!       

http://www.richardtilburyart.com

http://www.2dartistmag.com
http://www.2dartistmag.com
mailto:lynette@zoopublishing
http://www.hethe.com
mailto:hs@hethe.com
http://leco3ur.carbonmade.com
mailto:caareka20@hotmail.com
http://www.dpi-graphics.com
mailto:kai.spannuth@dpi-graphics.com
http://www.opusartz.com
mailto:chee@opusartz.com
 http://www.richardtilburyart.com
 http://www.richardtilburyart.com
 http://www.richardtilburyart.com
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Ron 
Crabb

Has been working in the 

entertainment industry for 

twenty-four years. His career 

has included a variety of 

disciplines including illustration, graphic design, 

motion graphics, visual effects and matte painting 

for film and television, as well as some fine art. He 

moved from LA to the Northwest in 2003, and now 

works globally via the Internet as a freelancer for 

both film and television clients.

http://www.crabbdigital.com/

ron@crabbdigital.com

Joel 
Carlo 
Is a Multimedia Developer 

residing out in Denver, 

Colorado. His career as an 

artist has spanned over the last 

14 years and includes work in both traditional and 

digital media, web design, print, and motion graphics 

for broadcasting. His client list is varied and ranges 

from commissioned work for small studio projects to 

larger clients such as Future Publishing, Burrows & 

Chapin, The Ayzenberg Group, NASCAR, Dodge, 

Toyota and Fox Television.     

http://www.joelcarlo.net   /   joelcarlo@gmail.com

Sean
Thurlow

Was born and raised in New 

Jersey, 1986, and has been 

drawing since he was a kid. He 

was inspired a lot by classic 

horror movies, like “Frankenstein”, and independent 

classics like “Crawling Eye”. When he moved out to 

Tucson, Arizona, he went for a career in illustration, 

and along the way was introduced to the digital 

medium. He’s currently working towards a degree in 

illustration and freelancing as he goes. 

http://trashyworks.blogspot.com/

deadite44@hotmail.com

YuCheng  
Hong
Is a Concept Artist, Graphic 

Designer & Illustrator. His 

background is in Graphic 

Design and 3D Animation, and, 

after graduating, his first job in the industry was as 

a 3D Modeller. He feels he has more passion for 

concept design and he was lucky, because he now 

work as a Concept Artist in a games company!

http://www.yuchenghong.com/          

beziermix@yahoo.com.tw

Raffy 
Dematawaran
Has been creating art and 

working in design professionally 

for over 15 years. His first 

freelance job started when he 

was still at college, at which time he was joining art 

competitions for the prizes and recognition, later 

realising that it was knowledge and experience that 

was far more rewarding! He rarely resists work offers 

now, whether major or minor projects, as long as he 

still has time to eat and sleep.  

http://www.raffydematawaran.com

shatteredfx@hotmail.com

Nadia 
Mogilev

Is an Illustrator and Graphic 

Artist, and a student of the 

Academy of Art University, San 

Francisco. She says that her life 

is 3D: drawing-drawing-drawing! She can’t remember 

a time when she hasn’t been sketching; she has 

been drawing on napkins, her dad’s paperwork 

and on wallpapers in her room since a child, trying 

to leave a mark everywhere. Growing up, she has 

continued to do the same thing: drawing everywhere 

with any medium around. http://www.nadiamoon.com 

nady.design@gmail.com

http://www.2dartistmag.com
http://www.2dartistmag.com
http://www.crabbdigital.com
mailto:ron@crabbdigital.com
http://www.joelcarlo.net
mailto:joelcarlo@gmail.com
http://trashyworks.blogspot.com
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http://www.raffydematawaran.com
mailto:shatteredfx@hotmail.com
http://www.nadiamoon.com
mailto:nady.design@gmail.com


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

: volume 3

 Alon Chou

Damien Canderlé

Gerhard Mozsi

John Wu

Laurent Pierlot

Levente Peterffy

Marek Denco

Neil Blevins

Nathaniel West

Matt Dixon 

Buy the book to see just  
how they create their 

incredible imagery!
Hardback 21.6cm x 27.9cm in size

288 Full Colour premium paper pages

Features 60 of the finest digital
2d and 3d artists working in 
the indusrty today, from the 

likes of:

Available Now Only!
UK - £32 USD - $64 EUR - €49

http://www.3dtotal.com/damv3


From cruising around town on his long-board to creating his next 

abomination to enter the arena of the “Roughneck Rabbit’s Fight 

Club” (RRFC), Kai Spannuth chats to us about how he started 

out in the art word and his collaborations with one of our 

favourite artists, Marko Djurdjevic.

“Rats are a classic and 
can’t be missing in a host 
of laboratory creatures. 

Bill and Bob are brothers, 
in which the head of the 

smart brother Bill got 
transplanted away from his 
weak body, onto the body of 

his brother Bob.”
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http://www.thegnomonworkshop.com


Eduardo Pena is a Concept Artist working at 

Immersion Games, based in Bogota, Columbia. 

He trained as a graphic designer, but now uses 

his talents to visualise environments and explore 

“new worlds where fantasy and fiction meet”...

“For me, design and art are 
essential tools as a means of 
expression and communication. 
They open up more possibilities 
for interaction and, because 
of this expressive power, 
we are able to create a 
structured communicative 
tool which is well suited for 
the optimum understanding of 
a given message...”
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Interview   eduardo pena

Can you tell our readers a little about yourself 

and what you are currently doing?

I am Eduardo Peña. I was educated as a 

graphic designer at the Jorge Tadeo Lozano 

University in Bogota, Colombia. Even before 

entering into my professional education, I 

always felt a passion for the creation of worlds 

where fantasy and fiction meet. I had vague 

memories of masterpieces made by Ridley 

Scott, notably Blade Runner, and other such 

films, and these were my key inspirations until I 

found a great discipline in the form of conceptual 

art for the entertainment industry.

I have been developing this artistic interest 

under my own initiative, because in Colombia 

this discipline is almost nonexistent. The closest 

area was graphic design, which obviously 

provided me with great resources and tools that 

ultimately helped me to grow and mature as 

a designer, enabling me to evolve and better 

understand the aesthetics and functions of this 

discipline.

For me, design and art are essential tools as a 

means of expression and communication. They 

open up more possibilities for interaction and, 

because of this expressive power, we are able 

to create a structured communicative tool which 

is well suited for the optimum understanding of a 

given message.  

I currently work as a Conceptual Artist at the 

one and only company that develops video 

games in Colombia: Immersion Games. Most 

of my time is spent visualising environments, 

creating the general feel of the game, alongside 

other visual proposals. I also work as a 

professor, leading design workshops at the 

Andes University.

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


Working at the only games company in 

Colombia – quite an exclusive job then! Is there 

much competition to get in there and how do 

you find time to teach at the university?

In Colombia, the discipline of conceptual art is 

still very under-developed. Nevertheless, little 

by little, this branch has become more evident 

in the art and design environments and is 

gradually gaining more recognition.

Regarding the level of competition at Immersion 

Games, well, let’s just say that all my concepts 

have to be solid and well structured. The level of 

my personal demand needs to be high in order 

to be able to interact in a better way with other 

professionals that work in the same field.

Besides this, it is very gratifying for me to be 

immersed in the teaching field. I don’t see it 

as an additional workload, but as an enriching 

challenge which is helping to shape my 

perspective and professional intentions within 

the field of art and design.
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Interview   eduardo pena

Your work appears to be a collage of different 

components. Can you describe your approach 

to concept painting and how you typically 

construct one of your images?

This collage is due to the different projects 

that must be developed. At Immersion Games, 

each project must have its own feel and 

descriptive force and there is a need to visualise 

parameters in terms of chromatic values 

and lines. We also have to make each game 

component relative; for example, in the case of 

Cell Factor, which is a shooter game, the nature 

of the game itself allows us to plan the aesthetic 

guidelines of the in-game universe and to 

generate visual propositions that better suit the 

story and essence of the game.

http://www.2dartistmag.com
http://www.2dartistmag.com
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eduardo pena Interview

In other cases, such as in children’s games, 

the line must have other specific aesthetic 

components. 

There are other compositional and technical 

elements that also describe my work in terms 

of the lighting, visual force and other technical 

factors – these are all a part of my visual 

language, or my “rough-edge temperament”! 

Some of the factors that I take into account in 

my profession as a designer are to enrich my 

discipline, both professionally and personally, 

and to always develop my knowledge and 

transfer my experiences to future generations 

that will be looking for a meaning in the design.

http://www.2dartistmag.com
http://www.2dartistmag.com
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Interview   eduardo pena
In terms of the visual language you have 

developed, what aspects of your education in 

graphic design have helped forge your style and 

help your current job as a concept artist?

All aspects; bearing in mind that within the 

academy of graphic design, the structuring 

permits an overlap of disciplines within the 

field of visual language. As a designer, I 

have learned to develop this method as 

instinctively as possible. Methods, like tools, are 

instruments that help facilitate the execution and 

development of any project and also enable one 

to observe, interpret and synthesise not only 

mechanically, but with an aesthetic criteria and 

personal appraisal. For me, this is something 

that a conceptual artist that works in this specific 

field should understand and exploit.

I try to follow through with this belief everyday, 

with a certain level of practicality; not as a 

continuous set of rules so to speak, but rather a 

biological need that helps me to live and better 

understand the environment that surrounds me.

Can you describe your role on Cell Factor and 

the challenges that you faced?

Cell Factor has been one of my favourite 

projects and was the first one where I faced the 

challenge of visualisation. I also experimented with many techniques to 

represent visuals that allowed me to enrich my artistic attitudes and be 

able to express optimum visual production for game development.  

For me it is a great challenge to produce images with an impact, that 

display a visual quality. Working as a conceptual artist carries a huge 

amount of responsibility and a need for a high level of professionalism, 

and it’s great to be able to hold my own and earn recognition in this field. 

Seeing so many talented artists and facing the limitations of being in 

Colombia only motivates me to grow even more.

Every day I research and explore new possibilities that enrich my ability 

and contribute to the growth of the company where I work, all of which 

I hope is helping to set high standards for the quality of video game 

production in Colombia. 

http://www.2dartistmag.com
http://www.2dartistmag.com
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eduardo pena Interview

Which artists have you drawn on for inspiration 

and which do you feel you have learnt from the 

most?

I particularly admire Syd Mead, Stephan 

Martiniere, Sparth and Craig Mullins. Other 

people whose work I’ve enjoyed include Frank 

Frazetta, Ashley Wood, Jean Giraud (Moebius), 

Enki Bilal and artists such as Gustav Klimt, 

Can you tell us a little about the new techniques 

you used for this project and the key lessons 

you learned?

More than structured techniques, I work by 

experimenting and I’ve learned to play a little 

with the errors that I make, to help enrich 

the composition and to generate new visual 

sensations. Nevertheless, once I have what 

I consider to be the general piece, I start the 

finishing process. And as in every piece that I 

work on, I always learn something new; I am 

always on a continuous personal exploration to 

create new pieces that have their own accent 

and own communicative visual force.

There seems to be a theme running through 

some of your personal work, most notably the 

spherical shaped droid. What is the story behind 

these images?

In this series of images, as in many others, I 

established a process of visual exploration. In 

this case I used the graphical interpretation 

of William Gibson’s The Neuromancer as 

a starting point; a masterpiece, in which I 

envisioned the psychology and temperament 

of the environments in the book. Then, I 

sought the type of composition which suited an 

interpretation, as well responding to my visual 

preferences. Whilst picturing an environment 

removed from this book, I had as many 

successes during the initial phase as errors, 

but what I focused on more than the technical 

issues, was encapsulating the sensation that the 

image produced.

http://www.2dartistmag.com
http://www.2dartistmag.com
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Interview   eduardo pena

Rembrandt Harmenszoon van Rijn, William Turner, Claude Monet and 

Leonardo Da Vinci. I have learnt certain techniques from all of them, and 

also a great deal about artistic intention, which for me is – and always 

will be – the most important element in my everyday work. However, my 

priority at the moment is to mature in this discipline and to be able to 

explore new creative forms and designs within the language of art.

One last question: if you could own one painting or artwork in the world, 

what would it be and why?

Generally, I would not have any preference for an artwork in particular… 

because among the preferred ones, each one awakens a specific state of 

mind within me, and contributes to my daily education in some way.

http://www.2dartistmag.com
http://www.2dartistmag.com
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eduardo pena Interview

For me it would be selfish to have a piece of artwork from someone that 

I admire; I’d rather share words, brushes and talk about the creative 

process. I think that, in some ways, I would like to share this experience 

with the artists that I mentioned in the previous answer.

Eduardo Pena
For more work by this artist please visit:

http://leco3ur.carbonmade.com/

Or contact them at:

caareka20@hotmail.com

Interviewed by: Richard Tilbury

http://www.2dartistmag.com
http://www.2dartistmag.com
http://leco3ur.carbonmade.com
mailto:caareka20@hotmail.com
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In this article, Hethe Srodawa shows his 

versatility through a variety of different 

artistic mediums 

“I bounce between 
mediums a lot. 
Sometimes I’m drawing 
with pencil on paper, 
sometimes ink on paper 
and sometimes in 
Photoshop. I create 
painted sketches 
all in Photoshop, or 
I should say almost 
all; every now and 
then, when I’m away 
from the computer, 
I’ll ‘sketchpaint’ on my 
Nintendo DS.”

ofHethe Srodawa
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Introduction: 
The ‘elements’ series is a 70 page guide to 2D 

Digital painting and can be followed in most 
software packages supporting paintbrushes 

and layers. With in this downloadable PDF E-
Book we have choosen some of the most used 

aspects of digital painting and asked 2 or 3 
professional artists to cover a specific theme or 
‘element’, resulting in 2 or 3 different styles and 

techniques which can be viewed side by side.

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

Volume 1: 
Chapter 1:  Painting Eyes 
Chapter 2:  Painting Fabric   
Chapter 3:  Painting Fire & Smoke  
Chapter 4: Painting Flesh Wounds 
Chapter 5:  Painting Fur & Hair 

Digital Painting Downloadable Tutorial Series

Volume 2: 
Chapter 1: Painting Rock & Stone                  
Chapter 2: Painting Sky 
Chapter 3: Painting Skin  
Chapter 4: Painting Trees 
Chapter 5: Painting Water 
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This month we feature:

Phil McDarby

Nick Miles

Helena Rusovitch aka SLIDE 

Soheil Danesh Eshraghi

Dumitrescu Ioan aka Jonone

Morgan Yon

Win Arayaphong

Hoang Le

Alexandar Alexandrov

Andreas Rocha
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In Association with

2DArtist Magazine introduces the 

“Challenge” section of the mag. Every 

month we will run the challenge in the 

conceptart.org forums, available for 

anyone to enter, for prizes and goodies 

from www.3dtotal.com shop and to 

also get featured in this very magazine! 

Here we will display the winners from 

the previous month’s challenge and the 

“Making Of’s” from the month before that.

Supervillain
Stylised Challenge
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http://www.vue6.com


Joel Carlo explains how to create this image 

by using traditional media and Photoshop. 

“Being able to move 
between mediums gave me 
the ability to not only 
take on more work, but 
also to understand the 
kind of look and feel that 
could be achieved with 
each of those mediums.”
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modo is for artists

PMS COLORED

116 U

404 U

TM

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/


Intro Text

Welcome to the Speed Painting section of the 

magazine. This month we’ve asked two artists 

to produce a speed painting based on a simple, 

one-line brief. Here we feature the final paintings 

and the overview of the creation processes. 

This month our talented artists, Eduardo Peña 

and Richard Tilbury, tackle the topic: 
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http://npowersoftware.com/


“Space is a wondrous thing. 
Current cosmology models 
suggest that the Universe is 
approximately 13.7 billion years 
old. And the the constant 
search of how all Life all began 
and the Origin  of the species 
comes foremost to mind...”

I - Planets and Star fields
Part 1: Stars & Nebulas–- July 2008

Part 2: Barren Worlds - August 2008
Part 3: Barren Planets - September 2008

Part 4: Gaian Planets - October 2008
Part 5: Colonised Planets - November 2008

II - Transport
Part 6: Spaceships - December 2008

Part 7: Capital Ships - January 2009 
Part 8: Space Stations - February 2009

III - Environments
Part 9: Sci-fi Hangar - March 2009
Part 10: Space Battle - April 2009

Part 11: Mining the Asteroid Fields - May 2009
Part 12: Space Colonies - June 2009
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Visit vfs.com/animationvfx to learn more about our 
programs, or vfs.com to speak to an advisor now.
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http://www.iz3d.com


Ron Crabb presents 

a step by step guide 

to the making of his 

digital painting ‘Keep 

A Sharp Eye’.

“recently I’ve found 
myself longing to 
get back to some 
figurative work and 
do some storytelling 
with my illustration 
abilities.”
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Zoo Publishing presents the new issue of 3dcreative
magazine: a downloadable monthly magazine for 
concept art, digital & matte painting for only $4.50US

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

http://www.3dcreativemag.com


Yu Cheng Hong 

reveals how 

he created his 

character “Ruo”. 

“In this piece I didn’t 
start from a sketch. 
Instead I just started 
painting over the 3D 
shape. It was just like 
3D modelling, really: 
you model the body 
first and add the 
clothes second!”
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Interviews
Brom

Jesse van Dijk

Articles
Sketchbook of WanKok Leong

Sketch Theatre

 Tutorials
The Human Face: Part One

 by Nykolai Alexander
Speed Painting: 

 “The surgeons were shocked 
and repulsed when they saw the 

parasitic creature”
 

Galleries
10 of the Best images featuring 

 

Plus Loads 
More!

All for only 
$4.50!

go to  www.2dartistmag.com for full 

details and to purchase  current, back 

issues and 6 & 12 month subscriptions

Image by Brom

http://www.2dartistmag.com


With the release of 3DTotal’s new book, 

Digital Art Masters: Volume 3, we have 

some exclusive chapters for you...

 This book is more than just an artwork 

book. Not only does it feature 

full-colour, full-page images, but each 

artist has given a detailed description, in 

their own words, of the creation process 

behind each piece of published artwork. 

And they’ve done it especially for 

this book! 

This month we feature:

 

“Fearless”  
by Alon chou

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


3DCreative readers can purchase 
Digital Art Masters: Volume 2 & 3 with a special 10% Discount 

To claim your discount simply purchase here: 

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

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

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

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


image: Kai Spannuth

www.2dartistmag.com

SUBSCRIBE 
NOW&SAVE 
UP TO 25% 
on this already amazing value publication!

12 ISSUES 
FOR THE 
PRICE OF 9
Subscription $39.39 – Save $12 (25%)

6 ISSUES 
FOR THE 
PRICE OF 5
Subscription $21.93 – Save $4 (16%)

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

Concept Art, Digital & Matte Painting Magazine
Issue 033 September 2008 $4.50 / €3.24 / £2.25

Artist

http://www.2dartistmag.com
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 Is a company publishing downloadable PDF 

magazines. It is based in the West Midlands 

in the UK. Zoo currently produces two online 

downloadable magazines: 3DCreative and 

2DArtist. Zoo’s intention is to make each issue 
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please use the links below.
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