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Welcome to Issue 031! What’s in this month?

Well, we're officially ]]RAZENKA KIMFEL

halfway through 2008 lllustrator & Graphic Designer

i":"-'.-ﬂ _!-."I now, and seriously
aud questioning where the EE“ HA“B MﬂSZl
?.I time goes these days Concept Artist & Matte Painter

as we get stuck into the KIRSI EALDNEN

serious work on your . .
Freelance Concept Artist, Writer & lllustrator
August issue already!

So before we wake RIEH ANDERSHN

up to Christmas bells ArenaNet Environment/Character Concept Artist

ringing in the morning,

let me quickly mention EKETEHEDEK
Sketchbook of Jeff Haynie

some of this month’s

highlights so you can EALLERIES

get stuck in! 10 of the Best 2D Artworks

First of all, | can’t help
but excitedly tell you about our brand new Space Painting Tutorial Series ETYLIEEB [:HALLENEE
) ) ) ) This Month’s Finalists/Last Month’s Making Ofs
by the we-can’t-believe-he-has-time-to-write-tutorials-for-us busy Dr. Chee
Ming Wong [PAGE 101]. Chee actually called me up not too long ago to FAINTINE EURLS
ask me if he had any limitations as to what he could write for this tutorial, How to Paint Curls by Bente Schlick
as he loves to get into the theory and talk about the details in depth, and SFEEB FAINTINE
as soon as we heard this we got really excited and simply couldn’t wait to
- . s . . With Robin Olausson & Serg S.
see the finished draft... which we proudly feature in this magazine — just for
you! Chee certainly impresses us all with this first tutorial instalment, and EFAEE FAINTINE

| am proud to announce that this tutorial series will in fact be running for NEW Painting Series By Dr Chee Ming Wong

this and the next 11 months! Yep, that’s right: a 12-month tutorial series all EREAT”RE EDNEEFT

about space art creation — so get your space hats on, pick up your Wacom
Part Five of Mike Corriero’s Tutorial Series

and get painting! We all expect to see some wonderful space creations

this time next year, so no excuses — get stuck in and learn from the Master, EEAEDN Tu "Eﬂ

exclusively in 2DArtist mag! Project Overview By Andrew Berends

Our must-see interview this month is with ArenaNet Concept Artist, Rich

Anderson, aka “FlapTraps” [PAGE 041]. We find out where the nickname JAMUKHA' EuT M""K?

“FlapTraps” originated from, all about his work environment and his Project Overview By Rodny Mella

inspirations... and how he has developed the trick of using the eraser in HELLEEY

Photoshop to enhance his awe-inspiring artworks! This interview is pretty Project Overview By Kerem Beyit

much packed with all the kind of stuff that great interviews are made of, and

because we love his work so much we’ve given plenty of his images full- Nu EUNTRDL

page spreads to really get the creative juices flowing in all of you. So enjoy Digital Art Masters Free Chapter Promotion

Rich’s offerings and don’t say | didn’t warn you about that inspiration thing ABD”T I.IS

— you'll be diving on that Wacom in no time, trust me! Zoo Publishing Information & Contacts

We've actually taken a ‘politically correct’ stance on our interviews this E—

month, with equal measures of interview goodness from the guys and gals. L EDITOR LAYOUT ’ CONTENT PRODFING
ynette Clee Layla Khani Lynette Clee  Jo Hargreaves

There’s plenty in this issue for all and everyone, so get reading before the LEAD DESIGNER Bobby Brown T(.’m Gree.nway Lynette Clee

August issue comes out and you run out of time! *winks* Chris Perrins MARKETING Réchr}?sfillrlrti):sry

We've heard that a lot actually: that we put so much content in our mags Lynette Clee

that it's actually hard to get through the whole issue — cover to cover — in 50U,

just a month! Well, we take that as a compliment as we’re not likely to stop FREE STUFFI &‘M:x‘y;‘?o#% K

providing the packed content anytime soon, so enjoy the latest instalment Wherever you see this symbol, click it to ( V PL‘;;’ ¢ /

from the 2DArtist team and feel free to let us know what you think! ED. download resources, extras and even movies! '\, 0% o, 0n o/
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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!

SETTING LUF YOUR FDF
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, Fiovd L . —
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 FAEE I"SFLAY
3. Select TWI]-I.IF EI]NTIN”[".IS, making sure that EHD“
[”]VER FAEE is also selected.



http://www.adobe.com/products/acrobat/readstep2.html

Honsi
dalonen

is a concept artist, writer and

illustrator from Finland, who'’s

based her passion for art

strongly around the fantasy

genre. She uses only 2D software to create visually

CONTRIBUTING
ARTISTS

Every month, many creatives and artists around the world contribute to

strong atmospheres, to tell stories through various

sets of emotive characters.

3DCreative & 2DArtist Magazines. Here you can read all about them! If
you would like to be a part of 3DCreative or 2DArtist Magazines, http://www.kirsisalonen.com/

please contact: lynette@zoopublishing.com salonen kirsi@gmail.com

is an Australian artist who has is a Florida-based lllustrator

worked both remotely and and Graphic Designer with over

on-site for studios in the USA, 9 years of experience in the

Austria, Germany, Australia, digital medium. She is currently

and the UK. He studied traditional art at university employed full-time with Magicgate Software Inc. and
before exchanging the paintbrush for a Wacom, and is open to commissions in many fields of illustration
now works primarily in the digital medium. He has and design.
been working as a concept artist and matte painter
for film and games development for the last 5 years,
and his work can be seen on his website and blog.

http://www.gerhardmozsi.com/ http://www.creativedust.com

contact@gerhardmozsi.com picky@creativedust.com

| e = - -

i E "L. !
Image by Rich Anderson ~ad £~: -
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Image by Gerhard Moszi

has worked as an Art Director

and Concept Artist for

companies like DreamWorks

Interactive, EA Games and
THQ on games such as Medal of Honor, Need for
Speed Hot Pursuit 2, Clive Barker’s Undying and Evil
Dead Regeneration. As an illustrator his client list
includes Disney, Pixar, Warner Brothers, American
Airlines, Texas Instruments, Pepsi-cola, and Frito-
lay. Jeff is currently an Art Director at Big Fish
Games. http://www.jeffhaynie.com

j-haynie@comcast.net

Y/ X/ //A
has over 8 years of creative
visualisation and pre-production

experience, having worked

on various independent game
projects, publications and CGl 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

is a 22 year old freelance
concept artist/illustrator from the

South of Sweden. He’s a highly

motivated, self-educated person
who always love new challanges. In the future he
hopes to get work in the games industry, publish his
own comics, and become one of the top designers
and illustrators!
http://www.robin.reign.se/gallery
http://www.ewkn.deviantart.com

tv1000@spray.se

was born in St. Petersburg,
Russia, and moved to the
United States when he was

about ten. He has studied

illustration, fine art and design
at various institutions and now works as a concept
artist for the video game/film industry. He’s currently
with Interplay working on Fallout Online. In his spare
time he has started a forum to educate and discover
new Visual Development artists in So.Cal.
http://deadlinestudios.com

sergdis@gmail.com
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is a German freelancer and art
student from Germany. She

is an illustrator for books who

would also like to work as a
concept artist for games and movies in the future.
Her main inspiration comes from legends, myths and

poems.

http://www.creativesoul.de

webmaster@creativesoul.de

currently produces assets as

a freelance Atrtist for various
companies, including everything
from creatures, environments
and structures, to illustrations
and icons. Some of his clients include Radical
Entertainment, ImagineFX and Liquid Development,
to which he has contributed work for projects
delivered to Flagship Studios and Ensemble Studios
through the art direction and outsourcing of LD.
http://www.mikecorriero.com

mikecorriero@gmail.com

is a Concept Artist/Multimedia

Designer living in Melbourne,

Australia, working freelance

on everything from web and
print design to creature design, character design
and matte painting. He also works in 3D and motion
graphics, but his passion is for pre-production and
post-production in the entertainment industry, and
he’s always on the lookout for any open position that
would lead to such work!
http://www.hawkfishmedia.com.au

aberends@hawkfishmedia.com.au

.

is from the Philippines and is
currently working as a Product

Designer and freelance Artist/

lllustrator in Hong Kong
and Shenzhen, China. His background is in art
advertising, but for the past 8 years he’s been doing
product designing professionally, and previously
worked as a game designer for 2 years at Micronet,
Japan. He enjoys digital painting and 3D modelling
and animation.
www.rodnymella.com

gigsmella@hotmail.com

was born in Ankara, Turkey,

and started drawing in his early

childhood after being inspired

by comic books. At Gazi
University, he studied graphic design for 4 years. He
doesn’t have any formal training for illustration; he
trained himself and his teachers have been the great
fantasy artists, like Frazetta and Brom. He’s worked
for various places doing graphic and illustration
works, book covers, local comics, magazines and
children’s books. http://kerembeyit.gfxartist.com/

kerembeyit@hotmail.com

Is a Production/Concept Artist
at PitchiPoy Animation Studios,

Tel-Aviv, in Israel. He's been

drawing & painting since he
can remember; creating characters, creatures &
fantastic scenes has always been a passion of his.
Telling a whole story through a single image can be
quite a challenge, but he’s always up for it! Keeping
his work fresh & versatile, he explores all sorts of
genres, styles & attitudes.
http://chuckmate.blogspot.com
Pat2005b@hotmail.com
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| AM VERY DIVERSE BY
NATLRE. FOR INSTANEE. |
LOVE TO EXPERIMENT WITH
DIFFERENT STYLES AND
MEDIA. | COULD CREATE AN
ARCHITECTURAL FLOOR FLAN.
LOGO DESIGN AND FAINT A
FAIRY ON A TREE ALL IN THE
SAME DAY. | LOVE THE ABILITY
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Drazenka Kimpel

has been a friend

of 3DTotal.com and
2DArtist magazine for
many years now, and
you will find her work
gracing the pages of
Digital Art Masters:

*-Ilur‘ﬂ and the %
forthcoming Digital.‘

s Masters: Volume
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BELIN AND 50 WITH THE FL
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- DHGITAL ART MASTERS

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

: VOLUME 2

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

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

2D AND 3D ARTISTS WORKING IN

/”. tl THE INDUSRTY TODAY, FROM THE

' LIKES OF:

\ ’ PHILIP STRAUB

. ‘:&v JONNY DUDDLE

ALESSANDRO BALDASSERONI
BENITA WINCKLER

FRED BASTIDE

JAMES BUSBY

' : MAREK DENCO
e PATRICK BEAULIEU

.,_":\‘ L = : JONATHAN SIMARD

TR LR SO AT A L [

BUY THE BOOK TO SEE JUST
HOW THEY CREATE THEIR
INCREDIBLE IMAGERY!

HARDBACK 21.6CM X 27.9CM IN SIZE

| .'_{{'rll» .

for more products.i in our, ra%ehttpe//www 3dt tal'c om/shop :

l.t U I"F\
¥ar - "
. [}

288 FULL COLOUR PREMIUM PAPER PAGES

.


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

mayiey 3dez Ag iom juapnis S4A

= ANIMATION
& VISUAL EFFECTS

The Programs

All Animation & Visual Effects programs at Vancouver
Film School focus on telling a great story through
movement. Choose your discipline: 3D Animation
& Visual Effects, Classical Animation or
Digital Character Animation.

The Leader

The Animation & Visual Effects programs at VFS
are led by industry veteran Larry Bafia, who was
Animation Supervisor at PDI/Dreamworks and
worked on hits like Antz and Mission Impossible il.

The Process

Under the guidance of industry pioneers, you will
work and learn in a studio setting, and create a
demo reel or film of your own. When you graduate,
you're ready to work in @ production team.

The Results

VFS animation is all around you. Every year

our graduates start careers at the world's best
production studios. You've seen their work in
Iron Man, Transformers, Cloverfield, The Golden
Compass, Horton Hears a Who, Lost, Family Guy
and Battlestar Galactica.

Visit vfs.com/animationvfx to learn more about our
programs, or vfs.com to speak to an advisor now.


http://www.vfs.com/animationvfx
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“THE THING THA TLMAK

N ES
WORKING DIGITALLY SO
SFECIAL AND DIFFERENT
FROM TRADITIONAL ART.
IS THAT IT
10 DO _i_l'

Gerhard Mozsi is a concept artist
and matte painter living in Germany,
who has worked in the entertainment
industry for four years now. Having
originally trained as a traditional
artist, he has worked principally as
an environment artist and also enjoys

exploring the digital medium.



GERHARD

Your blog states that you have worked in the
entertainment industry for the last four years.
How did you come to be a matte / concept artist
and what path did you follow to arrive at where
you are now?

The process really started in 2001. It was quite
simple; | was working as a waiter at the time,
doing a lunch shift, and | happened to recognise
one of the customers. She was the sister of a
good mate of mine, who | hadn’t seen in years.
We got talking and she told me that he was
working as a concept artist in the film industry, in
Australia. This was a revelation. | didn’t realise
that this was possible in Australia. So | got his
number, we met, and | decided that’s what |
wanted to do. From then on it was a series of
lessons in commitment. At the time | was in

my last year of my BA - and that had to go so
that | could commit myself fully to studying art
full-time. During the day | would be at school
studying traditional art disciplines (painting,
drawing etc), then at night | would play on the

computer, exploring digital art. This went on for

years, until | started to get paid art jobs. | didn’t
care what the jobs were, as long as | could draw
and get paid. | did some awful work; weird Santa
Christmas stuff and nasty chocolate promotional
art, but it eventually lead me to getting enough
experience and production work together that

| could create a decent website, with which |
could apply for full-time work. | finally got a full
time position as a concept artist at THQ Studio,

Australia and it has all progressed from there.

neven GERHARD MOZSI

You often hear people talk about the importance
of their first career job. What proved to be the
main benefits of the job at THQ and what key
lessons did you learn there?

There is definitely a certain importance to your
first “full-time” industry job. | think the emphasis
has to be on “full-time”. Irrespective of the
company, | believe it was important to get

all those hours done. It was simply a case of

painting for hours and hours, under pressure.

www.2dartistmag.com page 12 Issue 031 July 2008
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That was the main benefit. It forced me to work very hard, with a specific

focus, and continually have my work reviewed.

My two years at THQ allowed me to develop as an artist. It gave me time
to explore, to experiment and expose my work to my peers. Unfortunately
| was the only concept artist there (the concept guy that was there when |
started, left after six weeks of me arriving), so | couldn’t learn off another
more experienced artist. | was forced to work a lot of stuff out myself. That
wasn’t ideal, as | am a big believer in mentoring new staff, especially when ] [I'
they were as green as me. But it meant | had to learn quickly and work I |;
|

hard. It enforced a discipline and a sound work ethic. | | H

Many of your pieces show the human element in an almost incidental
aspect - quite small and almost insignificant within the scene. What
reasoning can you attribute to this?

That’s a technique to show scale. The tiny specks (people) provide scale
for the viewer, as well as a subconscious link to the image, making it less
impersonal (or so | hope). | have an intense fascination with scale and
epic landscapes. When | first saw the work of John Harris, | was sold. |
suppose at the moment | am more interested in “place” than the “person”,
hence a lot of environmental work. Also, | have principally been employed

as an environmental artist, so painting environments is a bit of a habit.
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Which software do you use and what have been
the most useful aspects of working digitally, with
regards to the numerous tools on offer?
Photoshop. That’s all | use generally. At times |
use Maya or Modo to create basic architecture
for environments. | have tried a variety of other
applications, but | have found they are not

as robust or as versatile as PS. | especially

love Bridge; using PS with Bridge is a treat,
especially when working with a lot of photos.
The digital medium means | get to play around
a lot; | get to explore ideas quickly and try a
whole lot of stuff out. | basically get to explore
my options. PS is great as it’s a fast and stable
application and well suited to working with

photos (as its name suggests!)

There seems to be an apocalyptic theme
running through some of your production art.
What is the story behind these images?

The apocalyptic theme is a result of me getting
“known” for doing these types of images. Jobs
would come along, with clients stating they
liked an image of a bombed out city | did, and if
| could do another one for them. So its market
driven really, sort of being "typecast” | guess.
But | do enjoy the theme. The post apocalyptic
theme has, | believe, a resonance with all of
us. For years we have been bombarded with
imagery of “unspecified” countries bombing the
living crap out of other “unspecified” countries.

This is powerful stuff, and it seeps in. For me it

has a fascinating aesthetic - perhaps my own
fears of what’s happening in the world today.
That, or simply watching too many movies and

playing too many games.

What do you feel are the key lessons you could
teach newcomers to the digital medium?

A key lesson is understanding the versatility of
the digital medium; the production processes
are so multifaceted that you should not lock
yourself into any one way of doing things. There
are so many options and avenues to explore.
The thing that makes working digitally so special

and different from traditional art is that it allows
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Interview,, EERHARD MI]ZSI

you to do things that just can’t be done on

paper or canvas (or whatever surface). Such as
working effectively with photos and never really
being able to ruin a piece, as you can always
revert to an old file. However, | also believe it's
important to get a grounding in traditional art
practice. It teaches you the discipline of art.

It's easy to get lost in ‘tricks’ working digitally.

| believe all students of art need to learn, for
instance, the pain and joy of working with
gouache, or even simply learning how to mix
colours. This teaches patience and discipline.
After knowing how to work with a variety of
traditional mediums, learning digital painting

applications is comparatively simple.

On the subject of lessons, in which areas do you
feel you have developed and improved most as
an artist over the last few years - particularly in
respect to your digital work?

I would like to think there’s been a general

improvement in all aspects of my art. A deepening maturity, | would hope.
But that’s for others to decide really. | am certainly faster than when | first
started. My own pipeline for digital work is pretty tight. Over the years

| have amassed a huge digital image library and developed a sound
methodology for researching new projects and briefs. | also have a greater
technical understanding of a whole bunch of applications, and how to best

exploit them - but all that just comes with time.

You integrate photographic elements in your work. Do you see this as a
kind of tether to reality?

| suppose | started to answer this in a previous question. To me, the digital
medium is a thing in its own right. While making sure that | maintain core
traditional art principles when painting digitally, | also want to explore the
digital medium as a separate entity. In my present understanding of digital
media, using photos reflects this. It represents a hybrid approach; an
integration of painting and photography. Something quite different from a
photo montage or a straight painting. It's something that just can’t be done

as effectively in the traditional art realm.

This is all new to the world, it really hasn’t been around for too long, so |
am just exploring what can and can’t be done. As for a tether to reality,

| suppose it be can seen that way. Photos certainly provide a realistic
feel to the work. They can infuse tremendous amounts of detail and light

information. | don’t want realism (unless it's for work and it's a matte) in
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my personal work, | want a blend. | guess | am
still trying to develop and define what all this

actually is.

With regard to using photographic elements,
how challenging has matte painting been in
comparison to the more painterly concept
projects?

Matte painting is bloody hard. To paint a realistic
picture is difficult. | look at the work of Dusso in
awe, especially those mattes for the last Star
Wars film. Those mattes that Dusso did are just
incredible. That's hard, seriously hard work. On
top of that it’s stressful, as it's easy to see when

a matte isn’t working - it just doesn’t look real.

You have to be a confident painter, and know
your stuff very well to do quality mattes.

| find mattes very hard and demanding. | would
like to think they are getting easier, but it’s just
not the case. Each one is a new challenge.
From that perspective, painterly concept

projects are not as demanding.

Painterly concepts are more relaxed. To begin
with, painterly concepts hardly ever go into
production - they are generally for internal use.
A matte will be seen on a screen or in game so
there is a greater performance pressure.
So they are quite different, and a matte is
certainly more challenging, from both a te hnic

and psychological level.

-



And finally, if you could travel back in time to
learn from one painter or artist who would it be
and why?

Well that's a tricky one as there are a whole
bunch. | think it would be great to simply be
apprenticed, as an artist was “back in the day”.
When it was seen almost as a trade, where you
learnt the skills of art-making over many years,
while under the tutelage of a great master. But
back to question. | would love to meet and learn
from Peder Severin Kroyer. He was a great

and accomplished artist but his work, to me,

i A‘\‘Imalntams such a warmth and intimacy. | guess

l..".

‘Or contact them at:

- = ‘that can’t be taught, as that was his “art”. | would

A 4
= simply love to learn and work with someone that

ontact@gerhardmozsi.com

nterviewed by: Richard Tilbury
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ELEMENTS

DIGITAL PAINTING DOWNLOADABLE TUTORIAL SERIES

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.

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

VOLUME 2:

Chapter 1: Painting Rock & Stone
Chapter 2: Painting Sky

Chapter 3: Painting Skin

Chapter 4: Painting Trees
Chapter 5: Painting Water

dtotal.com

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

Image by Richard Tilbury
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http://www.3dtotal.com/elements

ONE THING | ALNAYS TRY
TO FORTRAY IS EMOTION :
kl][IESN T ALNAYS Gl

S PLANNED THOUGH : e
AND THE GOLDEN RLL .
FOR ANYTHING IS GOOD
COMFOSITION REALLY

Rich Anderson, known as ‘Flaptp'r;ps’ to his
friends and ‘a damn good artist’.to everyone
else. Rich tells us a bit ab(')u’; his techniques,
working on the Guild Wars 1l project and an
imaginary giant picture of his friends and Blake

the Snake!
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) o tutorials
F you started with ZBrush.

?\ZBRUSH 31

THE NEXT STEP

PIXOLOGIC.COMDOCS

Jocurnentabion



http://www.pixologic.com/cheker/cheker.php?idmk=405
http://www.pixologic.com
http://www.pixologic.com/zbc
http://www.pixologic.com/docs
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"IT'S LIKE LOOKING INTO
YA NOOD GRAIN OR CLOUD
FATTERN AND SEEING

3 FACES (R CREATLRES.
THIS IS WHAT | CALL A
REACTIVE PROCESS. YOU

=W REACT T0 WHAT YOU SEE.
THEN PUSH THE DRANING
=y IN THAT DIRECTION.

Hefff Hoymie

In this article Jeff Haynie tells us how
he got used to the habit of drawing, and
about some of the thought processes

behind the artwork he has created...
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TEN YEARS

BO SY IT'S ABOUT YOUR CREATIVE BUSINESS

www.boxxtech.com

t's officially a HOT ROD!

8
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'
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And, it’s a wo tation by BOXX.

Rec PERFORMANCE,

DESIGNED FO

Cut
: Ut 5 i
INTEL E oL

.___:.-

Rocx-soun\\‘gun \ﬁgﬁsuﬁ
INNOVATIVE LIQ
k'

CREATORS

D=CORE
IMIZED
LABS

UGH

CALL A BOXX SaALEs CONSULTANT TODAY
TO CONFIGURE A BOXX WORKSTATION
FOR YOUR STUDIO.

1.877.877.BOXX
OurTsipe THE US 1.512.835.0400

Intel, the Intel logo, Intel Core, and Core Inside are trademarks
of Intel Corporation in the U.S. and other countries.


http://www.boxxtech.com/Products/3DBOXX/SE_Overview.asp
http://www.boxxtech.com/Products/3DBOXX/SE_Overview.asp
mailto:sales@boxxtech.com
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The highest quality, most timely, multi-sensory educational experiences presented by
the most powerful and engaging leaders in computer graphics and interactive techniques.
SIGGRAPH brings together learners, legends, and luminaries, all in one pulsating place.

This August come to SIGGRAPH and brave the shock wave of technology and innovation.

Register Early and Save!

SIGGRAPH2008 | Evolve

‘ WWW.SIGGRAPH.ORG/S2008

The 35th International Conference and Exhibition on Computer Graphics and Interactive Techniques

LOS ANGELES CONVENTION CENTER LOS ANGELES, CALIFORNIA USA


http://www.siggraph.org/s2008
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2DArtist Magazine introduces the
“Challenge” section of the mag. Every
month we will run challenges, available
for anyone to enter for prizes and gool
from the www.3dtotal.com shop and also
to be featured in this very magazine! The
2D challenge runs in the Conc it.org
forums, and the 3D challenge runs
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!

i a0 Challenge

©iStockphoto.com/Jonathan Maddock

n Association with

(‘amwomus Plant!

o

CNCEPTAR
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Stylised Challenge

Camivorous Plant MM m
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HAIR IS NEVER JUST A
STANDARD BROWN. RED OR
BLONDE. THE COLOUR WE
SEE AS DARK OR LIGHT
BROWN. IN REALITY. IS
A MIXTLRE OF MANY
DIFFERENT TONES.
WHICH YOU CAN
ONLY SEE IF YOU
TAKE A CLOSER
LOOK.

In this tutorial, Bente Schlick talks about hair, or, to be
more precise, about curls and how to paint them in order

to make them look realistic.



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

“Brendan McCaffrey has been at the forefront of automative, architectural and
product wisualization. His ability to create photorealistic objects and
environments has led him to wark for high profile companies including Sony,
Peugeot, Sega, Namco, Capcom and others. He has won numerous awards for
hiz work and now he brings his knowledge and experfise to the Gnomon
audience in his latest automotive rendering and lighting DVD."
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Stephen McGlure, Producer Gnomon WorkshopTeacher Gnamon Schoo

WWW-THEGNOMONWORKSHOP:-COM


http://www.thegnomonworkshop.com

..........

= 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, Robin Olausson

and Serg S, tackle the topic:

ONCE A THRIVING CITY
. NOW DESERTED AND

L N TAKEN OVER
BY VEGETATION

= 1
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Power CAD Trarslators for Maya —

il Breakthry the Maya CAD barrier with higt

> Accelerated Translation
>» NURBS/Solids Engine
» Absolute Precision
> Dunamic Tessellation
> Advanced Memory Management

» Unified Surfaces

To find out mare about nPower CAD Translators for Maga Visi

tus at www. nPowerSaftware.com


http://npowersoftware.com/
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| - FLANETS AND STAR FIELDS | B
FART 1-'+TARS + NEBLILAS - JLLY 2008
PART 2: BARREN WORLDS - AUGLST 2008 ——
FART 3: BARREN FLANETS - SEFTEMBER 2008
PART 4: GAIAN FLANETS - OCTORER 2008 ,-‘h—_
FART G: COLONISED FLANETS - NOVEMBER 2008 ‘
Il - TRANSPORT |
PART 6: SPACESHIFS - DECEMBER 2008 R —
FART 7: CAPITAL SHIFS - JANLARY 2009
FART 8: SPAGE STATIONS - FERRLARY 2009 — ‘

Il - ENVIRONMENTS

FART 8: SCI-FI HANGAR - NARCH 2009
FART 10: SPAGE BATTLE - AFRIL 2009
FART 11: MINING THE ASTERDID FIELDS - NAY 2008
FART 12: SPAGE COLONIES - JUNE 2009




SPAGEFAINTING

PART 1 STARS AND NEBLLAS

SPACE =
FAINTING
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W@]@ D) [ENVIRONRMENT
I\ A_COMPETTION 7006

Create an image of a 3D environment using your
application of choice, in combination with any version
of Vue, including the free Personal Learning Edition and

Win Over $15,000 in Prizes!

Submission period: july 1-31,2008.
www.e-onsoftware.com/competition

Sponsors
SOFTIMAGE Pixologic ﬁ!nmmf 7\
7 30C01 wacom' F) @ comuopiasr
Judges

{3 [HDUSTRIAL A BTG
-\_:a- i ' VAR DIl T AL DErs A I1I . II'hI:‘

WHISKYTREE. o m E'””""”"" /A

"Vue is an amazing piece of software'

Ty

- o
'r Ty
> Meet us at SIGGRAPH
i ,.-‘ Agust 12-14, 2008
= Los Angeles
SIGGRAPH:2D Convention Center
Booth #1129
"‘. -

Picture by Dragos Jieanu.

Dragos Jieanu - ww.e-onsoftware.com/showcase/projects/
Are you using the right tool for your 3D environments?

Vue is used by leading production facilities around the world
(ILM, Sony Pictures Imageworks, Weta Digital, Dreamworks,
Electronic Arts, Ubisoft...to name but a few).

Vue 6 xStream - the integrated solution. Create and edit
extremely rich and realistic natural environments directly
within 3DS Max, Maya, XS|, Lightwave & Cinema 4D, and
seamlessly blend them with native scenes and animations.

Vue 6 Infinite - the stand-alone solution - offers a high-end
3D scenery solution for all CG professionals. It is strongly
focused on advanced animation and integration tools,
productivity, flexibility and inter-operability with existing
toolkits.

Start using today the tools you'll need tomorrow
with the FREE Personal Learning Edition:

www.vue6.com/ple

Works with

©

Jali =i

K
@

Vue 6 xStream
SRP $935

Vue 6 Infinite
SRP $735

Beyond Inspiration! (;._._. JJI' ]

www.e-onsoftware.com s
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ANIMATION 8

The Online Animation Sch /.

)
e
| \
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“Gelting to spend my day creating peformances ing characters to life is
so incredibly awesome, and | can’t believe | get such a cool project

straight out of school. I'm so glad | the opportunity to character
animation in such a shallengingsand supportive environment:
- Aja Bnljgudannﬂ
Anirmation Mentor Graduale
Blue Sky Studios
“There is no better motivator than knowing that your work can be seen by more
than 600 people each week, including some of the best animators in the industry.
This, paired with the contagious enthusiasm of my classmates, the mentors and
the Animation Mentor staff pushed me to always do my best work!"
ﬁ - Mike Stern
¥ m Animation Mentor Graduate
u\ DreamWorks Feature Animation
m |
AnimationMentor.com is an 18-month online animation school for students who are serious about
an animation career. The program is designed and taught by professionals, working at the top
animation studios in the industry, focusing 100% on character animation. Our online campus
iz built with a production studic focus and provides a unique and special community of both
students and instructors from all over the world who have one passion in common -- animation!

1-877-E-ANIMATE (1-877-326-4628)
1-510-450-7200 (Outside U.S.)
admissions@animationmentor.com
www. AnimationMentor.com


http://www.AnimationMentor.com

"THE FOCAL POINT OF
THIS WORKSHOF NILL
BE ON THE VARIATION
BETWEEN BODY TYPES
ANDB-BODY STRUCTLRES.
EACH DESIGN.CAN BE
CATEGORIZED INTO ITS
OWN/SHUB-BATEGORY IN
WHICH THE CREATLRE
GAN GONTAIN A SINILAR
BODY TYRE BUT THE
STRUCTLURE MAY-DIFEER:
FROM ONE T, THE ‘NEXT-

. I‘i:"—J.
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FART 1: MARCH ISSLE 027 o “iae :f.;':"f?‘. R
Starting Base for Your Designs: Reference Library 'y P !.r',..' ; :'*'.."t_ L

FART 2: APRIL ISSLE 028 Bl "f_;_*ﬂ v Sh

The Next Step Into Imaginary Creature Anatomy e ;} _

FART 3: NAY ISSLE 029 vy

Design Process, Bone Structure & Skin Texture

FART 4: JUNE ISSLE 030

Head Design, Eyes and Construction of the Mouth
FART G: JLULY ISSUE 031
Body Structure, Body Variations, Hands & Feet

FART B: AUGLIST ISSLE 032

Colours, Patterns and Final Renderings
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PART 06 - BODY STRUCTURE
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Stabilization

"Holy cow! | really love the new UI stuff.”

New in July: Extreme optimization for 8-core processors!

“You've got a great product at an incredible price.”

"l just loaded a quick file into the demo

“Whatever happened to "get a cup of coffee | downloaded, | am blown away.

while the tracker is solving 7

[ypical Applications
Fixing Shaky Shots _ -
Virtual Set Extensions “The software is amazing

L 'ﬂ:..‘,.-»,.ﬁf-\.\,.\. .I"‘ '\-\_-_.- | |.-

PC/Mac. For more information and free dema: ANDERSSON TECHNOLOGIES LLC
http://www.ssontech.com Fifth year in the market, serving artists in over 50 countries


http://www.ssontech.com/

Andrew Berends
explains how he

created his image

“Beacon Tower” in

Photoshp.
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'. '.'VIEW YOUR ONSCREEN MODELS
N REAL3D


http://www.iz3d.com
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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
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visit WWW.3dcreativemag.com
to download the free dite’ issue, the full issue, subscription
offers and to purchase back issues.
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ARTICLES

Sketchbook of Stephen Cooper

e “Robot scrap yard!”

GALLERIE

10 of the Best images featuring J

FLUS LOADS #
MORE!

£
- -

g

ALL FOR ONLY
54.90!

go to www.2dartistmag.com for full

details and to purchase current, back

issues and 6 & 12 month subscriptions

T |

LI
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Concept Art, Digital & Matte Painting Magazine
Issue 031 July 2008 $4.50 / €3.24 / £2.25

SUBSCRIBE
NOWG&SAVE
UP TO 25%

on this already amazing value publication!

12 ISSUES
FOR THE
PRICE OF 9

Subscription $39.39 — Save $12 (25%)

6ISSUES
FOR THE
" PRICEOF5 «

Subscription $21.93 — Save $4 (16%)

=k
w0

o . <
1 Have your 2DArtist Magazine download ! o "
l link delivered automatically to your inbox T

every month... - -'

...and have it before anyone else! -

www.2dartistmag.com

image: Gerhard Moszi
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DIGITAL ART MASTERS
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VOLUME 2

With the release of 3DTotal’s book,
‘Digital Art Masters: Volume 2’, we have

some exclusive chapters for you!

The book is more than just an art 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:

‘No Contral

by Marcel Baumann



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

The following shots of the “No Control” book pages are featured here in‘full-resolution and can be read by zooming in!

3DCreative readers can purchase I
DIGITAL ART MASTERS: VOLUME 1 & 2 with a special 10% Discount

To claim your discount simply purchase here:
http://lwww.3dtotal.com/books/ - ?pf oy

(Note: if a security dialogue box appears, tick ‘Remember’, then click ‘Allow’) [
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THE FIRST BOOK IN THE “‘DIGITAL ART MASTERS” SERIES,

LA, D'ETTORRE OLIVIER-THOMAS, DONALD PHAN, DRAZENKA KIMPEL, EGIL PAULSEN, ERIC

HAURE SEBASTIEN, JESSE SANDIFER, JORGE ADORNI, JUAN J. GONZALEZ, JULIANO CASTRO,

KHALID ABDULLA AL-MUHARRAQI, LANDIS FIELDS, LAURENT GAUMER, LAURENT MENARBE,

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

DIGITAL ART MASTERS

L

DIGITAL ART MAS

:[1__E RS.W).!:ME 1

CONTAINS WORK BY THE FOLLOWING ARTISTS:

LIM, SIKU AND THIERRY CANON

‘3dtotal.com

ANDRE HOLZMEISTER, ANDREY YAMKOVOY, BALAZS KISS, CETIN TUKER, DANIELE MONTEL-

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

L1 SULI, LINDA TSO, MARCEL BAUMANN, MARCO SIEGEL, MARISKA VOS, MENY, HILSENRAD,

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

: 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.



http://www.3dtotal.com/damv1

PUBLISHING

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  — —
as full of great articles, images, interviews,
images and tutorials as possible. If you would
like more information on Zoo Publishing or its
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 > Lynette Clee

lynette@zoopublishing.com

Lead Designer > Chris Perrins
chris@zoopublishing.com
Content Manager > Lynette Clee
lynette@zoopublishing.com
Marketing > Lynette Clee

lynette@zoopublishing.com
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