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ENVIRONMENTS

FROM BEGINNERS GUIDES TO ADVANCED CUSTOM BRUSHES
Abandoned Factory

Serg Souleiman transforms a simple Google SketchUp render into an abandoned factory
in our Using 3D as a Base for 2D Painting tutorial series

New!!! Painting the Undead

Richard Tilbury takes on the undead as he kicks off our new tutorial series; =80
with a steak in hand and a garlic necklace, his first battle is with ... a vampire! —
f
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Custom Brushes: Trees, Leaves & Branches r J .
Roberto F - Castro shows us how to create credible looking vegetation in '
the final installment of our Custom Brushes series. Free brushes ahoy! ’
Beginner’s Guide to Digital Painting -

: Nykolai Aleksander wraps up this extensive series and covers suchthingsas | |
. finishing touches, fitters, the Unsharpen Mask and saving out your PS work =



Editorial

Welcome to a superbly packed issue

of 2DArtist, and in marking the end of
another year we’ll be checking out the
final chapters of three of our current
tutorial series’, in preparation for three
brand new ones starting in January for a
fresh and sparkly 2010!

We’ve gone environment friendly this
month with three tutorials dedicated to
creating stunning environments! First

up, Serg Souleiman is here to teach

us his techniques when using a 3D base, created in Google SketchUp,
to concept an industrial scene. With this series we’ve been giving artists
free reign in terms of the genre of work they create, and it's been a great
experience to watch as they’ve all created and submitted such wildly
different scenes. | think we have certainly proved a point with this series:
that simple 3D can in fact improve your painting workflow and help you
face some of those tricky perspective, scale and depth issues! So be
afraid no more: 3D is your friend — embrace it!

Our second environment tutorial comes in the form of Roberto F. Castro’s
Custom Brushes lesson, in which he shows us how to master the art of
creating brushes to paint leaves and trees for environments (p.70). If
you've ever had problems painting trees for your scenes, then you'll want
to check this out: Roberto takes us from scratch through the entire brush
creation process, showing us how to create the trunk and add the different
layers of leaves using different custom-made brushes to get a wholly
believable-looking end result!

And to wrap up the environment painting craze we have happily stumbled
into this month, Nykolai Aleksander brings us the final installment of her
Beginner’s Guide to Digital Painting tutorial series for Photoshop, where
she’s making all those final adjustments and saving the image out for
various needs ([L88)s If you’ve been following this series then you’ll no
doubt be a Nykolai fan by now; she has brought us honest and light-
hearted tutorials filled with information that you can only get from an
artist who has been painting every day (sometimes without sleeping) in
Photoshop for the past 7 years! This is someone who has very kindly and
selflessly offered us her complete knowledge, and you’d be a fool not to
take her advice on board. So get studying and paint, paint, paint!

Bringing something new to the table this month is Richard Tilbury, with his
first chapter of our new Painting the Undead series. This month: painting
a vampire! Avoiding clichés and wanting to make his own mark on the
subject, Richard takes us right from the thumbnailing stage and through
the entire concepting and painting process, so get your oversized cape on
and fly over to .80 for your first fix of some ghoulish painting fun!

Our interviews this month feature the charismatic and openly honest artist,
David Smit, as well as the geniuses behind the immensely successful
— and downright fun — Flash game, Machinarium. David Smit was with
us last month to conclude our Dynamic Characters tutorial series, and
we had such fun working with him that we wanted to know more, and
thought you all should, too! David is not only well traveled in a global
sense, but has also worked for various game companies and
has an impressive educational CV to boot. To find out why he
seeks to do what those will not expect, and how Lego helped to
forge his creative career, check out s Jakub Dvorsky & Adolf
Lachman then talk to us on behalf of Amanita Design on about
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the adorable and hugely addictive, Machinarium. For a behind the scenes
look, turn to .30.

Our Sketchbook this month has shaped up to be a deep and curious

look into John U. Abrahamson’s sketches for his upcoming exhibition in
California, Flesh and Blood. Using an automatic drawing process, John
uncovers strong feelings and issues that come to light when he puts pencil
to paper, often associated with his abandonment by his mother as a child,
as well as past relationships and the inspirational beauty he sees when
he’s out and about in the world. Seeing the world through another’s eyes
can really open your own to what’s around you, so be sure to talk a walk
today, fill your lungs with some fresh air, and breathe in some inspiration!

We'll be seeing you in 2010. Have a very happy Christmas and a creative
New Year! Ed.
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Sefting up your PDF reader q | I

For optimum viewing of the magazine.it is‘igcommended that you have
the latest Acrobat Reader'linstalled F \_J__._
( You can download lt for free h -F'DOW AD!

To view thﬁ__many double-page spreads feIJZured in 2DArtist magazine,

A

you can set the reader to display ‘two-up’, which will show double-
page spreads as one large landscape image: .

3

1. Open the magazine in Reader;

2. Go to the View menu, then Pﬂgﬂ ﬂiSlllﬂY, —_—
3. Select TWO"“D Cﬂ“ﬂ““ﬂ“s, making sure that SllOW COVCI’
Page is also selected.
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http://www.adobe.com/products/acrobat/readstep2.html

Contributing Arfists

Every month many artists around the world contribute to 3DCreative and
2DArtist magazines. Here you can find out a bit more about them!
If you would like to be a part of 3DCreative or 2DArtist magazine,

please contact: lynette@?3dtotal.com

David

Smit

When not traveling or working
overseas, David resides in

Amsterdam, freelancing in

concept art, illustration and art
direction jobs. It's only when he sleeps that he’s not
busy! He is always on the search for great projects,
opportunities, stories, good music, and a nice cold

beer.

www.davidsmit.com

david@davidsmit.com

Nykolai
Aleksander

Born in Germany in 1978,
Nykolai moved to England in

1999, and currently lives in

South Africa with her husband.
She’s been painting digitally since 2002, and works
as a freelance illustrator for both private clients and

companies.

www.admemento.com

x@admemento.com

!\(lllll U.
brahamson

Born in a suburb of Chicago

in 1962, Abrahamson was

introduced to religion at a

very young age, acquiring the
religious visual vocabulary that would later play

so heavily in his work. He attended the School of
the Art Institute of Chicago. His artistic inspirations
include: his religious upbringing, his first wife’s
physical disability, and the urban decay of Chicago’s
neighborhoods.

www.JohnUA.com | fleshendblood.blogspot.com

jua@johnua.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
90s, and now his graphics tablet has become their
successor. He still sketches regularly, balancing his

time between 2D and 3D.

www.richardtilburyart.com

rich@3dtotal.com

Roberto
F-Castro

An architect and visual artist;
Roberto has won awards

in architecture and design

[ —

and is the author of several
architectural projects. As a visual artist he uses
both traditional and digital techniques alike, and
he develops works incorporating digital painting,
concept art and animation. A great part of his work
is focused on architectural environments, futuristic
design, and character/creature design.
http://robertofc.com/

contact@robertofc.com

www.2dartistmag.com Issue 048 December 2009
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Amanita

Design

“. g @ A small independent game
developing studio established

in 2003, located in the Czech

frmgnila Dhesagn

Ll

Republic. Amongst their

e

most popular projects are the games, Samorost1,

Samorost2, Questionaut and Machinarium.

.4

www.amanita-design.net

contact@amanitadesign.com
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Bistrovic

Color Supervisor in an

animation studio by day, and

a dark and handsome doodler

by night. He hopes to one day

achieve the coveted status of concept artist, but for
the moment is happy with bringing to life his own
imaginings for himself, as well as some contract work

on the side, of course.

http://branko.cgsociety.org/gallery/

bisvic@gmail.com

Amanita Design «Jai
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“[ till want everything, to do
everyihing, see every(hing, and
everything... my goal. now is fo
working at the plac |
not a job, but a passion.”

A v

working as an art director to

"lla“lll

d Smit, 12 months into his travels around the orld whilst freelancing and
Ie life in our latest 2DArtist interview. He tells us a bit

d also

Davi
fund his way, gives us a few moments from his ent
tion, his journey through and experience at various games companies, an

about his childhood inspira
hallenges. This is a frank and

shares with us some of his loves and hates when it comes to community ¢

honest interview with an artist who knows his mind and seeks to do what people won't expect of him. So

join us for some laughs, some serious bits, and above all a stunning portfolio. Enjoy!



Interview with David Smit

Hi David, and welcome back to 2DArtist for our
48th issue interview — that’s four years’ worth

of interviews, would you believe? Where do we
find you all, hey? [Winks]. So let's get down to
some of that Q&A good stuff! Can you kick us
off with a bit of background info about yourself?
Four years and this is the first time you interview
me? What took you so long! [Winks]. Hey,

the usual boring who am | and where do |

come from stuff? It's probably easier to read

my resume [Laughs]. No, but really, isn’t this
interview to get more background info about
me? It would make the whole thing quite short if

| just tell you everything here!

“It really got me ready ior
the big, bad Sgames world,
1 guess.”

[Laughs] Well, when you put it like that! OK| let
me be more specific then: You’ve been working
as a concept artist since 2006 for various
companies, as well as freelancing, so can you
tell us a little about your experience working in
the games industry over the last three years?
How have things changed since you first started
out? (For those who want to check out the
resume, go to: www.davidsmit.com/cv.html)
OK, well it all started a long, long time ago in

a place far, far from here ... at my internship at
W!Games, Amsterdam. That was the first time

| actually had a job in the games industry — at
least the first time in the serious, paying games
industry and not one of those everlasting never-
really-getting-anywhere-in-the-next-30-years-
but-you’ll-get-paid-when-the-money-comes-in
projects. | had an amazing time there; | learned
so much. When | think back about that time | get
that craving, nostalgic feeling where everything
in the past used to be better [Laughs]! No, but
really, | had great artists around me, an amazing
art director, fantastic projects, and the company
atmosphere was open and creative. It really got

me ready for the big, bad games world, | guess.

www.2dartistmag.com
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| walked in a very green wannabe artist and

walked out... well, still quite green, but at least
with the confidence that | had made it to the
paying-drawing-pictures group. | crossed the
barrier... which is a bit weird when | think back
to it; | always had this uncertain “am | ever
going to be good enough to get paid?” feeling,
and before | knew it there was no escaping the
industry. So that's where it started. Not a bad

place, in my opinion. It's for that reason that |

page 7

went back to work there on several occasions,

both during and after my studies.

At a certain point | got asked to work for
Guerrilla Games. They where looking for

a character artist, so | jumped in there and
worked on Killzone 2. That was quite a different
experience from W!Games; a big company,
owned by Sony, working on a project of an

incredible size and joining at a late stage of....

Issue 048 December 2009
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You can continue reading this interview
In the FULL ISSUE of the
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AVAILABLE NOW!

DIGITAL ART MASTERS

: VOLUME 4

288 PAGE PREVIEW ONLINE!

FEATURES 50 OF THE FINEST DIGITAL

v DIGITAL AR_T MASTERS 2D AND 3D ARTISTS WORKING IN THE

INDUSRTY TODAY, FROM THE LIKES OF:

LOIC E338 ZIMMERMANN | JAMES PAICK
CRAIG SELLARS | JELMER BOSKMA

MACIE] KUCIARA | DAARKEN | MAREK DENKO
KEKAI KOTAKI | ANDREW HICKINBOTTOM
ay MAREK OKON

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
[SBN: 978-0-240-52171-8

COHALSYIWY Y TVLONCY

‘DIGITAL ART MASTERS IS GETTING
BETTER AND BETTER AT SHOWCASING
SOME OF TODAY'S BEST DIGITAL
ARTISTS. THE WAY THE BOOK SHOWS
THE PROCESSES OF ACHIEVING

GREAT PICTURES PROVIDES A GOOD
OPPORTUNITY TO LEARN FROM THESE
ARTISTS, AND KEEPS YOU CHALLENGED
IN YOUR OWN ART.

Gy i+
i

RAPHAEL LACOSTE | WWW.RAPHAEL-LACOSTE.COM/

Mgdtgtg[_ cCom for'more products in our range visit http://www.3dtotal.com/shop
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THIS ARTICLE CONTENTS ADULT
CONTENT AND MAY BE UNSUITABLE
FOR YOUNGER READERS

“I FOUND IT
INTERESTING
HOW THINGS IN
THE BACK OF

. MY MIND WOULD
¥ BE PULLED
FORW ARD BY

, LOOKING DEEP
| JINTO SOMETHING
THAT | DREW
WITH MY EYES
CLOSED!”

—
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_ I
717 OF JOHN U. ABRAHAMSON

1’? : John U. Abrahamson’s sketches have been intriguing us for quite some ti
f v

*

1

~ along to share his sketchbook pages with a much wider audience, as he fast approaches an upcoming [
LY exhibition due at the Bert Green Fine Art in Los Angeles in March. John shares with us his innermost
:I\\ "'\_ ‘} thoughts, some of which may be disturbing for our younger readers, and gives us an insight into his
-..'H '3

automatic sketching techniques that unravel the issues and unconscious feelings that feed his works.

me now, so we've invited him !
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ROBOT DESIGN
CONCEPT, MODEL & PAINT WITH JOSH NIZZI

In this DVD Josh Mizzi reveals his techniques for designing robots.
He demaonstrates his entire robatic design process, from sketching
concepts in Photoshop® and creating a rough 30 model in 3ds
Max®, to rendering the model in HyperShot™ and finishing the
design in Photoshop®, Josh's approach is particularly valuable in
a production setting because it enables the artist to deliver high
quality concepts very quickly while simultaneously producing a
proxy 30 model that could be used in pre-vis or as a starting point
for a final model.

All Tutorials Are Now Available
As DVDs, Digital Downloads,
And Part of The Online Training Subscription.

www.thegnomonworkshop.com


http://www.thegnomonworkshop.com/store/product/540

Pearl, Emerald

pjow ayl bunryeauq

£75 'Pearl’ Membership for 6 Months Access
£100 "Emerald’ Membership for 1 Years Access

Why not join today?



http://www.ir-models.com/index.php
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~ “We had fo invent the art style quite precisely: the

~ pictures were Soing (o be hand-drawn by pencil to make
~ themeel really hand-made. Adoli is very precise, which
was a bit problem because we wanted more relaxed
drawings. I fold him many times that he shouldn’t draw
oo periectly so he started to draw with his clumsier left

hand!”

;ﬁah{t{D’é’sigﬂﬁre a small, independent game development studio
located somewhere in the Czech Republic. Since the coﬁpany first
formed in 2003, they’'ve managed- to stock-pile an impressive list of
accolades and awards, the latest being for their first full-length flash game,
ritim, which won the Excellence in Visual Art award at the 2009
* : Independent Games Festival. We recently got the chance to catch up with
* this up-and-coming company and find out more about what makes them

tick and why their website has been overrun by mushrooms...

L

Amanita Design sla=
AT



A --. : :
:-1-15 __mesrFree Lite Issue

www.2dartistmag.com Issue 048 December 2009


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



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

Available in both 32- and 64-bit versions for both PC & Mac starting at 5399

“Whatever happened to "get a cup of coffee “l just loaded a quick file into the demo
while the tracker is solving 7" | downloaded, | am blown away.”

e
Fixing Shaky Shots s
Virtual Set Extensions The software is amazing

_ Animated cmgmm
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ANDERSSON TECHMOLOGIES LLC

http://www.ssontech.com
Sixth year in the market, senving artists in ower 60 cowntries


http://www.ssontech.com

This Month we Feature Artowrk from:

i = % *} - Branko Bistrovig.-"'-
a ; * ¥ Vlad “Duke” Kuprienko
L L L
- ! L Hatice Bayramoglu
R T

i - Robert Oleotto

y - : = Jone L. Leung
v 3 Alex Broeckel

Soheil Danesh E.

Andreas Rocha

# Alex Negrea

/. Jama Jurabaev
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OUR ALUMNI MADE AN IMPACT IN 2009,

VFS ANIMATION & VISUAL EFFECTS ALUMNI CREDITS IN 2009 INCLUDE 9 Mike Dharney, Animator 2012 Jaitiie GOW
Zeke Norton, Previsualization Supervisor | Anuj Patil, Senior Technical Director | Christine Peterson, Digital Compositor 50 Cent:
Blood on the Sand (VG) Giorgio Bertolone, Creature Technical Director Aliens in the Attic Rex Ahn, Pre-Visualization
Lead | Craig Calvert, CG Supervisor | Julianna Kolakis, Character Designer | Ben Sanders, Supervising Animator | Rommel Shamoun,
Compositor | Noel Wright, Digital Compositor | Adam Yaniv, Animation Supervisor Alvin & the Chipmunks: The Squeakuel
Nicholas Augello, Technical Animator | Christopher Downs, Technical Animator | Amy Lu, Animator | Adam Yaniv, Animation
Supervisor Amelia Armando Velazquez, Digital Compositor | Clement Yip, Animator America's Army 3 (VG) Matthew Turner,
Artist Angels & Demons Craig Calvert, Pre-Visualization Artist | Jessica Wan, Lead Rotoscope Artist | Noel Wright, Digital
Compositor Armored Riley Benard, Digital Compositor | Yuta Shimizu, Visual Effects Artist Astro Boy Andreas Hikel, Layout Artist
Kim Ooi, Animation Director Avatar Michael Cozens, Lead Animator | Tamir Diab, Technical Director | Aaron Gilman, Character
Animator | Alfredo Luzardo, Layout Technical Director | Ben Sanders, Animator The Beatles: Rock Band (VG) Mike Krentz, Ul Artist
Briital Legend (VG) Marke Pedersen, Senior Artist Case 39 Riley Benard, Digital Compositor | Craig Calvert, CG Supervisor | Matthias
Lowry, Visual Effects | Fion Mok, Matchmove Artist | Teh-wei Yeh, Matchmove Artist Cirque du Freak: The Vampire's Assistant
Nicholas Augello, Technical Animator | Julianna Kolakis, Character Designer | Ai Saimoto, Lighting Lead Cloudy with a Chance of
Meatballs Andrew Lawson, Animator | Arun Ram-Mohan, Senior Color and Lighting Technical Director Coraline Brian Demoskoff, Animator
1 A Christmas Carol Kirk Chantraine, Motion Capture Technical Director | Joel Pennington, Motion Capture Technical Director | Shraga
Weiss, Character Modeler | Brent Wong, Character Modeler District 9 Neill
Blomkamp, Director/Co-Writer | Jelmer Yo u r n a m e h e re - Boskma, Modeler | Robert Bourgeault,
Lighting Lead | Freddy Chavez, Visual Effects Compositor | Dominic Cheung,
Lighting Technical Director | Paul Copeland, Visual Effects Artist | Anthony Di Ninno, Animator | Brian Harder, Creature Rigger | Bernhard Huber,
Effects Animator | Brett Ineson, Motion Capture Supervisor | Steve Johnston, Render Wrangler | Patrick Kalyn, Animator | Bernhard Kimbacher,
Visual Effects Data Coordinator/Compositor | Julianna Kolakis, Creature Texture Painter | Adam Marisett, Visual Effects Artist | Nikolai
Michaleski, Compositor | Brendon Morfitt, Digital Artist | Fernando Pazos, Animator | Dan Prentice, Visual Effects Artist | Mike Rhone, Visual
Effects Artist | Cesar Rodriguez Bautista, Digital Paint & Roto Artist | Cynthia Rodriguez del Castillo, Digital Paint & Roto Artist | Marc Roth, Visual
Effects Artist | Derek Stevenson, Matchmove Lead | James Stewart, Creature Supervisor | Richard Sur, Lighting Technical Director | Anna Tonrungroj,
Digital Compositor | Shawn Walsh, Visual Effects Executive Producer | Joey Wilson, Modeler/Texturer | Samson Wong, Matchmove Artist Drag Me To
Hell Thomas Schelesny, Visual Effects Supervisor Dragon Age: Origins (VG) Bobby Bath, Character/Creature Artist | Ryan Lim, Lead Creature Character
Artist | Herbert Lowis, Artist | Brian Sum, Concept Artist | Nathan Zufelt, Cinematic Animator Escape from Planet Earth Giorgio Bertolone, Creature
Technical Director | Anthony Di Ninno, Layout Artist | Craig George, Head of Story | Gary Hendry, Layout Artist | Nicholas Smolyn, Layout Artist Eureka Anuj
Patil, Lead Compositor | Mike Rhone, Visual Effects Artist Fast & Furious Ben Dishart, Texture Artist | Armando Velazquez, Digital Compositor The Final
Destination David Yabu, Animator G-Force John Iskandar, Lighting and Compositing TD | Ken Kaiser, Animator | Hyun Chul Jung, Animator | Andrew Lawson,
Animator | Phan Wiantrakoon, Animator Ghostbusters: The Video Game (VG) Giorgio Bertolone, Creature Technical Director | Winston Fan, Compositor | Harry
Liu, Junior Motion Capture Editor | Jessica Mih, Modeler | Maya Zuckerman, Visual Effects Artist Gl Joe: The Rise of Cobra Jelmer Boskma, Modeler | Patrick Conaty,
* Digital Compositor | Ben Dishart, Texture Supervisor | Aruna Inversin, Digital Compositor | Julianna Kolakis, Concept Artist/Modeler | Sean Lewkiw, Visual Effects
L Artist | Tom Piedmont, Digital Artist | Jeremy Stewart, Senior Animator | Jeff Tetzlaff, Lead Modeler | Jessica Wan, Lead Rotoscope Artist Grey Gardens Armando
h' Velazquez, Digital Compositor Halo 3: ODST (VG) Bartek Kujbida, Cinematic Animator Harper's Island Steve ). McLeod, Digital Compositor Harry Potter and
the Half-Blood Prince Harry Mukhopadhyay, Lead Effects Technical Director | Pietro Ponti, TD Generalist | Gia Sadhwani, Digital Effects Artist | Kieran Tether,
. Digital Artist | Teh-wei Yeh, Lighting TD Ice Age: Dawn of the Dinosaurs Scott Lemmer, Animator | Thom Roberts, Animator | Brent Wong, Modeler Invictus
|:_ * Christopher Ahrens, Lighting Lead | Geoffrey Hancock, Visual Effects Supervisor | Sean Lewkiw, Digital Effects Supervisor | Jason McKeeman, Lead Technical
| L Anlmatorl Farhad Mohasseb, Compositor | Michelle Skrzyniarz, Matchmove Artist | Jose Yapor, Animator Killzone 2 (VG) Andrea Arghinenti, Technical Artist
| King of the Hill Michael Loya, Director Knowing Tim Rowlandson, Rigging Technical Director | Richard Sur, Lighting Technical Director Land of the Lost
ﬁ“ Nlcholas Augello, Massive Technical Director | Tony Etienne, Lighting Supervisor | Amy Lu, Character Animator Law Abiding Citizen Freddy Chavez,
1 Compositor | Veronica Marino, Compositor | James McPhail, Effects Animator | Jacob Curtis Miller, Matchmover | Jay Randall, Visual Effects Supervisor
 Derek Stevenson, Matchmover | Shawn Walsh, Visual Effects Executive Producer The League of Super Evil Daphne De Jesus, Compositor | Barry
‘Karnowski, Animation Supervisor The Lord of the Rings: Conquest (VG) Michelle Lam, Lead Character Artist The Lovely Bones Michael Cozens, Previs
Animator Monsters vs. Aliens Jiyoung Lee, Texture Artist Night at the Museum: Battle of the Smithsonian Rex Ahn, Previsualization Lead | Nicholas

i d

3D Modeler | Anna Tonrungroj, Digital Compositor Supernatural, Daphne De Jesus, Digital Compositor Surrogates Anthony Di Ninno,
imator | Joshua Herrig, Lighting Artist/Look Dev Artist | Matthias Lowry, Digital Compositor | Laurie Powers, Compositor | Teh-wei Yeh, Digital
Artist Tales of Monkey Island (VG) Jason Findley, Character Artist Terminator Salvation Geeta Basantani, Digital Matte Painter | Teh-wei Yeh,

Lighting Technical Director Transformers: Revenge of the Fallen Allen Holbrook, Animator | Aruna Inversin, Compositor | Stephen King,
‘lAnimator | Henri Tan, Creature Technical Director | Kieran Tether, Digital Artist | Teh-wei Yeh, Digital Artist The Twilight Saga: New Moon

G
=

of

: 30 ANIMATION & VISUAL EFFECTS | CLASSICAL AMNIMATION | DIGITAL CHARACTER AMIMATION

«~ Vancouver Film School. vfs.com/animationvfx

-I:Dominic Cheung, Lighting Technical Director Uncharted 2: Among Thieves (VG) Mike Yosh, Lead Animator Underworld: Rise of the Lycans

Pearl Hsu, 3D Artist | Lon Molnar, Visual Effects Production Executive Up Bill Watral, Visual Effects Artist Warhammer 40,000: Dawn of

~ War Il (VG) lan Cumming, Senior Artist | Allan Dilks, Artist | Nathan Hocken, Lead Animator | Christine Hubbard, Artist | Claire Roberts,

ﬂ'. Artist | Jefferson Takahashi, Artist Watchmen Ori Ben-Shabat, Compositor | Jelmer Boskma, Previs Modeler | Freddy Chavez, Compositor | Dominic
-L‘f' Cheung, 3D Artist | Ben Dishart, Texture Artist | Ty Duperron, Modeler | Pearl Hsu, 3D Artist | Bernhard Kimbacher, Digital Artist | Sean Lewkiw,
l'*j‘l- Technical Head of 3D | Matthias Lowry, Digital Compositor | James McPhail, Digital Effects Artist | Jacob Curtis Miller, Digital Artist | Lon Molnar,
L L] .~ Visual Effects Supervisor | Harry Mukhopadhyay, Lead Effects TD | Cynthia Rodriguez del Castillo, Digital Artist | Derek Stevenson, Matchmove

Artist | Shawn Walsh, Visual Effects Supervisor | Samson Wong, Compositor Wheelman (VG) Laura Gorrie, Senior Animator Whiteout Armando

l Velazquez, Digital Compositor | Clement Yip, Animator Wolfenstein (VG) Jason Martin, Modeler X-Men Origins: Wolverine Geeta Basantani,

| 1 Digital Matte Painter | Rommel Shamoun, Compositor | Jeremy Stewart, Previs Artist Zombieland Mike Rhone, Visual Effects Artist
VFS student work by Thiago Martins


http://www.vfs.com/animationvfx

gEZBRUSH 3.5

VISIT PIXOLOGIC.COM
AND EXPLORE NEW
FEATURES OF ZBRUSH 3.5
www.Pixologic.com

“ZBrush isTHE
extension fora classic
artistseeking fo enfera
digitalworld. Itfeels real
and intuitive.”

CGl Artist
Maarten Verhoeven

Pixologic”

makers of ZBrusH” www. ZBrushCentral.com Available now for PC

Ta join our online cormmunity visit


http://www.pixologic.com/?utm_source=3DTotal&utm_medium=PDF&utm_campaign=3DTotal%3A%2BPDF%20centaur
http://www.pixologic.com
http://www.pixologic.com/zbc
http://www.pixologic.com/docs

2D PAINTING

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

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

a set of intuitive tools.

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

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

As a 3d package SketchUp is easy to learn and does not require hours of training and as an artist wishing
to draw complicated scenes, this approach can prove a valuable starting point for producing a template on

which to paint over.



ALHISt r!?chasethiel: ““ lSSllC click here

page 23 Issue 048 Decermber 2009



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

ANIMATION

& GAME
DESIGN

$3,000

I—I e | NEWMEDIA
CAMPUS

New Media Campus, over the past B years
of operation as a Post-Secondary School,
has been providing talent for production
companies worldwide. Electronic Arts and
Rockstar Games are just two examples of
companies that are employing New Media
Campus graduates.

Our online school is designed to make our
pregrams affordable for any budget without
sacrificing quality education.

ONLINE TRAINING

TUITION INCLUDES:

= Unlimited 12 Month Support
from Industry Professionals.
- Personalized Critiques Directly

from Instructors.
- Project Based Curriculum.

- Instructor Delivered
Assignments for Each Project.

www.newmediacampus.com


http://www.newmediacampus.com

------- Power TR0 Traﬁatattrrs ﬁ:lT‘ ”‘ialga

Hreakthry the Maga CAD barrier with

> Accelerated Translation.

> NURBS/Solids Engine.
> Absolute Precision.
>» Supports: IGES, STEP, SAT, and Rhino models.
> New Support for Maya on the Macintosh.

> Advanced Memory Management.

To find out more about nPower CAD Translators for Maya Visit us at www . nPowWerSoitware corm


http://www.npowersoftware.com/Maya/MayaPToverview.htm

“The creation of adequate
\mTHHrR JI‘II[HJKWHTT(DI 10
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ﬂm illlem willmake
,ﬂTF Work faster and more

efiective.”
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An artist's brushes have always been a vital part of any painter’s set of tools, and remain the
single asset that links paint with canvas. As such, they are crucial to how we view and interpret
an artwork, and they afford the artist with a means through which to convey an idea or feeling.
This has always been true throughout the history of art, and is no less important within a digital
context. Software such as Photoshop and Painter essentially combine and fuse paint, canvas
and brushes into a single tool. However, within this complex set of “tools”, brushes retain certain
autonomy with their own, distinct set of parameters and presets, offering artists the freedom to
affect and vary the way paint is applied. This principle of customizing brushes forms the focus of
this set of tutorials, and aims to show how individual artists exploit these techniques to achieve

some interesting results!



(1 ; _
(1S r&haseth!l:““ ISSUE cicher

www.2dartistmag.com Issue 048 December 2009


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

’i digital-tutors

Online Training Library

K
-——\(‘*

Discover the Largest CG Training Library Today!

Sign-up for a Trial Pass at www.digitaltutors.cpm
and get access to 12 all-new FREE courses.



http://www.digitaltutors.com

thelleaderinDigital Nature

Just Got Better!

WWWvue8:com

Image by Marcus Thim,
winner of the

Vue 3D ENVIRONMENT

/A A COMPETITION )()())

4

ET

——

Vue for

Vue for Digital Nature
3D Artists CG Professionals

Fully integrated in 3ds Max, Cinema 4D, Maya, Lightwave and Softimage:
« xStream (complete natural 3D environments) 4 P
(’-\ « Ozone (hyper realistic 3D atmospheres) ﬂ " I # H
e Q n @

Experience Vue and Ozone for free: visit ple.e-onsoftware.com



http://www.vue8.com

b “,..part of the fascination
In the first installment we look at the vampire, Wi“] any‘“ing crea“ve is “le
one of the most popular characters within the | fact that it can suggest its
undead category. This character has perhaps own ﬂil'e(:“on a“ﬂ surl]l'ise
varied more than any other in terms of the - you 0“ “‘le way!”

guises it has adopted over the years but this

tutorial will take the classic human form as its
foundation, inspired by the one and only Count.

Dracula.

bie
2rewolf
|

.. ] |
This series of tutorials focuses on mythological and Ieg*da characterlé and in particular the theme of the

undead. It includes the two classic é"%(a ples, most notably the vampire épd"zombie but also incorporates a
werewolf which does occupy a very pop“ar and unique place in modern myth. All of the above characters have

featured heavily in both book and film contexts over the years as such have cemented themselves in history.

The tutorials cover the process of creating digital characters from the concept stage through to the final
refinements. The value of thumbnail sketches and exploring variations on a theme will be covered as well as
touching upon custom brushes and the power of Photoshop’s blending modes which offer flexibility and freedom
to edit the image throughout the design process. Each individual tutorial will take a slightly varied approach with
regards to blocking in and color schemes and aim to show how Layers and blending modes can be manipulated to

suit different attitudes.
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3DTotal presents the new issue of 3dcreative

magazine: a downloadable monthly magazine for
concept art, digital & matte painting for only £2-75 (approx $3.78 - €2.93)

ProjectOverview
“Pirate Hype”
by Pao (Thitipong Jitmakusol)

FREE - Inside Look!
Digital Art Masters: Volume 4
Project Overview by Bruno
Melo de Souza

TheGalk
Michal Kwolek, Rebeca Puebla,
Sven Juhlin & more!

L

o

-Free Low Poly Next Gen
Character Model & Textures

V-Ray: Global lllumination with Eric iEnn_l's_; que ing
& lighting a scene with Ricl_\ird Tilbury; and _setting up
lighting rigs in our Next Gen cha'racter series!

-

extnChai'aCreaﬁo e o

“Joseph Harford, Gavin Goulden, James Bsby &John Hayes show us how' A
t0 apply materials, set up our lighting, and render in this final tutorial chapter -

Photoshopfor3p

Fabio M. Ragonha shows us the importance of creating a good backdrop for
& character, which is both complimentary and serves to enhance them

—— o = —
EWIV-Rayfor3dsMax =

N the first chapter of our new tutorial series dedicated the V-Ray renderer, Eric

about Global lllumination ===
i - ———— - o
'f-;”

antasy Scene -
apWis._ tutor I series, Richard Tilbury gives us a general
foverview of modeling and lighting his 3D fafitasy environment

vist WWW.3dcreativemag.com
to download the free dite’ issue, the full issue, subscription
offers and to purchase back issues.
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ARE YOU SERIOUS ABOUT BECOMING

ANANIMATOR?

Whether you are just starting your journey, or want 7
to get to your dream job faster, Animation Mentorls

the online character animation school that can help
you get there in 18 months.

Check out our program online at www animationmentor.com
and read about our student success sh::nes. Many of them are now
working in their dream jobs in studio animation production. You

bk Q. "

Learn from professional working animators

Learn workflow and production techniques

Create a demo reel by program completion

* Join our community of students, alumni and mentors

Get help finding a job from our career placement center
Learn from the convenience of home

Learn more at www.AnimationMentor.com nHIMﬂTIﬂ Hﬂimﬂ

The Onting Animadion School ®


http://www.animationmentor.com/hearmentors?utm_source=3DTotal&utm_medium=Banner&utm_campaign=2DArtist

[WHAT MARKS THE END FOR MY WORK,
| PUTTING ALL THIS INFORMATION
TOGETHER IN ONE COLORFUL
PACKAGE, SHOULD ONLY EE THE
BEGINNING OF YOUR JOURNEY
MAKING USE OF IT.”

CHAPTER 1- JuLY
Introducing Photoshop’s Workspace, Graphics Tablets, Screen
Calibration, Color Profiles and the Brush Tool

CHAPTER 2 - AUGUST
Canvas Settings, Scanning Drawings, Swatches, Colour Pickers,
Colour Theory, Layers and Custom Brushes!

CHAPTER 3 - SEPTEMBER
Composition Rules, Sketching and Perspective, Understanding
Light and Blocking-In.

CHAPTER 4 - OCTOBER
Colouring from Greyscale, Colours beyond Blocking-In, Blending
Methods and Using Photos

CHAPTER 5 - NOVEMBER

Quick Masks, Using the Wand Tool, Liquify Filter uses, Layer

‘| s ; . Masks — and Painting!
|

CHAPTER 6 - DECEMBER

The Final Part: Finishing Touches, Filters, the Unsharpen Mask

and Saving your Work

- With the series coming to an end in this chapter, we will be looking

- at bringing our work to a close as well, by adding some finishing

:' ; touches with the help of some more filters such as the Blur filters

r and the Unsharpen Mask, changing colours if we’re not quite happy

] with them, and finally saving images in different formats, as well as

1 forf the internet.

This Workshop Series will look at, just as the title suggests, all the things that we need to know to get us started with
Photoshop — mainly for painting, but also for other things such as matte painting and photo manipulation, which often
r use the same tools. We will be covering all the technical aspects of the programme, as well as some technical sides

of painting that'll help us starting to swing the virtual brush!
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information and to m ET:T::J @_ITG]HE nd
previous issues for. only £2.75 each!

AGE BY RICHARD TILBURY:
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I Branko Bistrovic is with us this month to take us

behind the scenes and straight into the creation
process of his recent piece, “The Breath on Your
Neck”. Inspired by a blind man in the streets, and the
good old Maple Leaves Photoshop brush, Branko

set about this stunning image and took it through a

- whole range of flips and adjustments before happily
_.,(';talling it a day. As he says, “it was all cheddar cheese
: easy!”, so immerse yourself in another fantastic

making of in 2DArtist, and don’t forget to download
the complimentary custom brush on offer from Branko

himself. Enjoy!

- Free Custom Brushes
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DIGITAL ART MASTERS
VOLUME 4
¥ DIGITAL ARy MASTERS Bl =

- some exclusive chapters for you...

o VOLUME 4

o

- This book is more than just an artwork

:} i

r- ' ! book. Not only does it feature

-",_“F M 4 full-colour, full-page images, but each artist

=

= i has given a detailed description, in their

z M own words, of the creation process behind
1 2

L" each piece of published artwork. And

m they’ve done it especially for this book!

r

3 L |

- " This month we feature:

]

: 2

"The Beetle
i Lord"

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

INGITAL A Ly !]‘;-I"”a: A' Il!'.'. TAL Ay -"-'.'\.'\-'|i_-\.

¢ DIGITAL ART MASTERS:
R VOLUME 1, 2, 3 &4 £ )

: DIGITAL & o | Pl

Now avaliable from the 3DTotal shop: http://www.3dtotal.com/books/ A

- J‘x (Note: if a security dialogue box appears, tick ‘Remember’, then click ‘Allow’) y ; L :
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DIGITAL ART MASTERS

THE FIRST BOOK IN THE ‘DIGITAL ART MASTERS” SERIES,
CONTAINS WORK BY THE FOLLOWING ARTISTS:
ANDRE HOLZMEISTER, ANDREY YAMKOVOY, BALAZS KISS, CETIN TUKER, DANIELE MONTEL-
LA, D'ETTORRE OLIVIER-THOMAS, DONALD PHAN, DRAZENKA KIMPEL, EGIL PAULSEN, ERIC

WILKERSON, FABRICIO MICHELI, FRANCISCO FERRIZ, FRED BASTIDE, FREDRIK ALFREDSSON,

HAURE SEBASTIEN, JESSE SANDIFER, JORGE ADORNI, JUAN J. GONZALEZ, JULIANO CASTRO,
KHALID ABDULLA AL-MUHARRAQI, LANDIS FIELDS, LAURENT GAUMER, LAURENT MENABE,

LI SULI, LINDA TSO, MARCEL BAUMANN, MARCO SIEGEL, MARISKA VOS, MENY, HILSENRAD,

NATASCHA ROEOESLI, NICOLAS RICHELET, NIELS SINKE, NORBERT FUCHS, OLLI SORJONEN,

OMAR SARMIENTO, PATRICK BEAULIEU, PHILIP STRAUB, PISONG, RICHARD TILBURY, ROB

ADAMS, ROBERT CHANG, ROMAIN COTE, RONNIE OLSTHOORN, RUDOLF HERCZOG, RYAN
LIM, SIKU AND THIERRY CANON

Idtotal.com

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

: VOLUME 1
INTRODUCTION:

THE ‘DIGITAL ART MASTERS: VOLUME 1" BOOK, IS
A COLLECTION OF WORK FROM ARTISTS WHICH
HAVE FEATURED IN THE GALLERY OF 3DTOTAL.
SPREAD OVER 192 PAGES, THE BOOK FEATURES
SOME OF THE FINEST DIGITAL 2D AND 3D ART-
WORK THAT YOU CAN SEE TODAY, FROM ARTIST
AS NATASCHA ROEOESLI, PHILIP STRAUB, ROB
CHANG, JESSE SANDIFER, PISONG, MENY HILSEN-
RAD AND RYAN LIM AND MANY MORE. MORE
THAN JUST ANY OTHER GALLERY BOOK, EACH
ARTIST HAS WRITTEN A BREAKDOWN OVERVIEW,
EACH WITH SUPPORTING IMAGERY OF HOW THEY
MADE THERE PIECE OF WORK.

op
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Fdtotal.com

Is a resource website for the CG community;
amongst our growing number of products for CG
artists, we produce two monthly downloadable
PDF magazines — 2DArtist and 3DCreative.

We are based in the West Midlands, in the UK,
and our intention with our magazines is to make
each issue as full of great articles, images,
interviews and tutorials as possible. If you

would like more information on 3DTotal or our
magazines, or if you have a question for one our

team, please use the links below.

Contact Information

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

http://www.2dartistmag.com

Editor & Content Manager > Lynette Clee
lynette@3dtotal.com

Lead Designer > Chris Perrins
chrisp@?3dtotal.com

Marketing > Jo Hargreaves

jo@3dtotal.com

Partners

If you have a CG community website and would
like to support 3DCreative and/or 2DArtist
magazine by showing our banners, please

contact Lynette Clee at the email address above

TANTRA

g 35D

CGPADorg

....-I:r.pr.n.-u;w,.-

entalRay

CGD

CGOIRECTORY.COM

® FALLING

PIXEL

VEEGRAPH.COM
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