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Well, April. We
couldn’t even think
of a worthwhile April
Fool’s joke for you all:
how sad is that? My
favourite April Fool’s
of this year goes to
‘Google’, who have
masterfully set up a
Conpeny 3Bl service where they
R o o offer free broadband...
i e wait for it... which
works by using the

water in your toilet!

Genius! Check out
www.google.com/tisp for the full story! Thinking of it, we should really
start planning next years hoax as it seems to take us so long, so email in
with your ideas and we’ll get cracking! Back to this month’s issue though,
Concept Art is the theme this month with 5 major artists, from differing
fields of digital art, but all with a special talent for the conceptual image.
Loads of great artwork to go with these, and throughout the whole mag,
as ever. The ‘Challenge’ is growing rapidly and we had more entries this
month than ever before. You can show off your digital art skills by entering
the challenges to win fantastic prizes every month. See the ‘Stylised
Animal Challenge’ section for further information. Anyway, thanks again
for continuing to support us, and remember, you can purchase all of the
back issues of both 2DArtist and 3DCreative magazines, as well as sign
up for subscriptions, which include great discounts, via www.2dartistmag.
com and www.3dcreativemag.com. Enjoy this month’s monster issue and

I'll see you again in May... Ed.
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What'’s in this month:

John Wa

Games Concept Artist at Sony Europe

Philip. Straub
Art Director for NCSoft Santa Monica
Bjonn Binkan Einiksson
Eve Online’s Lead lllustrator

John Roc” Upchunch

Concept Artists, Atlanta USA

The Concept Art of Mark Goerner

300

Company 3 Pushes DI to New Limits
10 of the Best 2D Artworks

This Month’s 10 Winners

luslom Brushes

‘Chamber’, by Richard Tilbury

dpeed Painling FonestIne”

by Levente Peterffy & Mikko Kinnunen

Mlale Porntrail

by Daarken

Fiobyn

Project Overview by Tuna Ferit Hidayetoglu

Dby Fnell

Project Overview by David Munoz Velazquez

Unden the nool, my kingdom

Project Overview by Olivier Heban
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Every month, many creatives and artists around the world contribute to
3DCreative & 2DArtist Magazine. Here you can read all about them. If you
would like to be a part of 3DCreative or 2DArtist Magazines,

please contact ben@zoopublishing

Is a 2D lllustrator/
Concept Atrtist, in
the USA. He began

working in the

gaming industry
after graduating from
the Academy of Art
University, in San Francisco, 2004. He has
worked for Wizards of the Coast, Fantasy Flight
Games, Widescreen Games, Digital Extremes,
& BreakAway Games.

http://www.daarken.com

daarkenart@daarken.com

Bubanl

Isa
Production/Concept
Artist at PitchiPoy Studio,

in Israel. He has drawn

and painted since he can
remember, and creating
characters, creatures & fantastic scenes have
always been a passion. Telling a story through
a single image can be a challenge, but he’s
always up for it. Keeping his work fresh &
versatile, he explores all genres and styles.
Pat2005b@hotmail.com

http://chuckmate.blogspot.com

7

Is an llustrator
& Freelancer, in
Vancouver. She

has been focused

on illustration using
traditional mediums
until recently, when she found an intuous under
her Christmas tree & immediately took to CG
art. She aspires to pursue lllustration and hopes
to one day illustrate children’s novels, as well as
creating concept art for horror films.
foetus_fetus@hotmail.com

www.honeymurder.com

Is an Artist for Team17

Software, in the UK.
He is 24 years old

and started out as
an lllustrator and

2D Artist for mobile

games. He has also worked as a Freelance
Concept Artist for

companies such as Kingslsle Entertainment,
and Sucker Punch Productions. He is currently
working at Team 17 Software as a 2D/3D Artist.

mikko_kinnunen@yahoo.com

www.2dartistmag.com

Won

Is an Art Director,
Concept Artist &
lllustrator, at Beijing
Pantheon Technology

Co. Ltd., in China.

After graduation, he

went into games companies and started in CG.
In the future he hopes to have his own studio,
publish his own comic & become a unique and
individualistic top designer and illustrator.
noah@zemotion.net

www.zemotion.net
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Has had a passion
for drawing since
being a couple of feet
tall. He studied Fine
Art & was eventually
led into the realm

of computers several years ago. His brushes
have slowly been dissolving in white spirit since
the late 90s, & now, alas, his graphics tablet
has become their successor. He still sketches
regularly, balancing his time between 2 & 3D,
although drawing will always be closest to his

heart. ibex80@hotmail.com

Lives in Berlin,
Germany. She
“suffered” school for

13 years, until she

finally graduated, and

has been working as

a Graphic Designer & illustrator for 2 years now.
She is thinking about eventually studying art,
sooner or later, and she has loved painting since
she could hold a paintbrush... and so it can only
be described as her “passion”.
http://www.du-artwork.de

libita@hotmail.de

Has created various
futuristic feature
illustrations for quite a
few film masterpieces.

Those literal, comical

figures were instantly

transformed into vivid images which also
followed the cinematographic rules, & from there
they were evolved into conceptual imaginations
that were overwhelmingly inspiring...
Www.grnr.com

contact@grnr.com

W

In 2001, John got
a position as a
Character Texture
Artist at Insomniac

Games, California. He

helped create the hit

franchise “Ratchet and Clank” for the Playstation
2, which sold close to 9 million units worldwide.
More recently, he has worked on “Resistance:
Fall of Man” for the Playstation 3 as a Senior
Concept Artist.

therealjohnwu@hotmail.com

www.therealjohnwu.com

UWould you blike lo Lonhribule lo sDDnealive on 2DINList lagazine?

We are always looking for tutorial artists, gallery submissions, potential interviewees, making of writers, and more. For more information, send a link to

your work here: warin@zoopublishing.com
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John Wu currently works as an artist at Sony

Computer Entertainment, America, and has

had several years of experience in the games

industry. Having covered all aspects of the
production pipeline, from modelling, rigging and
animation, to concept art and visual effects, he
is a veteran in numerous arenas - both 2D and

3D. And, he even does Kung Fu! ...
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totallextures

v4:r2

Humans & Creatures

The Original Total Texture
collection was created in
2001, utilising the best
methods and technology
of the time. Since then,
techniques and
technology have both
moved forward, and here

at 3DTotal we felt that
although the original
collection is still widely
used and highly
regarded among artists
and studios of all
calibers, it was time for

an update...

This enormously
improved version of
the original texture
collection now contains
272 individual Materials,
comprising of over 938
individual, hand crafted
texture maps. Every
Texture now has its own
unique colour map, bump
map. There is also over 50
new alpha and 100 new
specular maps.

EF"’_{‘*“

What's new?
This new collection
consists of 272 materials,
comprising of 938
individual maps!! (Colour,
Bump, Specular and
Alpha maps). We have
also included 36 psd files
for'some of the textures,
allowing you to
customize some new
textures of your own.

2 Creatur:

14 Cre
27 Crea Skin (Facial)
16 www.3d.sk images
16 Human Eyes

2 Human Hair

12 Human Misc (Body)
24 Human Misc (Facial)
7 Human Skin
(Abnormal)

2 Human Skin (Old)

13 . Human Skin (Tatoo)
34 Human Skin (Young)
15 Human Skin
(Reference)

i

L,

15 Collections of amazing Textures
r fullinformation and pricing induding discounts of up to 25% visit www.3dtotal.com
Existing v4 owners can get the new upgrade for only $29 usd!



http://www.3dtotal.com/textures
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Newly appointed

studio Art Director for
NCSoft Santa Monica,
Philip is a veteran of
the 2D Artist game
and talks exclusively
to 2DArtist magazine
about his love for life

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

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

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

AMD

Opteron-

BOXX® Technologies, Inc.

1.877.877.BOXX
sales@boxxtech.com


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

. | Bjorn Borkur Eirikssonsis the
N 5

-
leader of the illustration team for |

]
I’f Eve-Online. In this interview, 'B,'lél"n

revealsifacts about his ways of | "

|| thinking and working...
|
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“When | started creating
characters and worlds

of my own, it was always
‘where | wanted to be’ or
‘what | wanted to do’ but in
an exaggerated, fantasy way.
It was like my escape from the

‘real’ world.” ...



" -,
This is the]';eem Z&m of to purchase them Z&&w click here

JOHN “ROC”
UPCHURCH oo e
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It appﬁltﬁat in

extremely talented artist in the fu
art production industry in Chicago - this blejéﬁ. -

land. This artist-to-be had been exploring

among;'*t the art-related areas in his early age,

and determinedhis goal: to be a Conceptual

Designer...




M 7. 4{ 0erner

Mark Goerner created various futuristic feature
illustrations for quite a few film masterpieces.
Those literal, comical figures were instantly
transformed into vivid images, which also
followed the cinematographic rules, and from
there they were evolved into conceptual
imaginations that were overwhelmingly inspiring.
Just like the unified and balanced colours of
Mark’s iconic work, they not only represent

his subjective interpretation of colours, but the
wonder of his creativity. He was raised by a
family closely involved in manufacturing, and
at an early age his industrial inspiration helped
fuel a passion for machinery, and a lifelong

interest in the fabrication process and a curiosity
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for materials. The
feelings towards his
design work urged

me to ask such a
question: “Mark,
which is your work
more focused on, the
representation of art
or the interpretation

of concepts?” His
answer was loud

and clear: “Currently
speaking, my design
overcomes art, but |
really hope | will be
good at both one day!”
Yes, he’s currently
one of L.A’s best
designers, but it's hard
to position him as the
best artist around.
Mark believes that
composition, balanced
colour and perspective
have always been

the crucial factors
supporting the key
ideas of an artwork.
Although he has been
working in plenty of
industries, most of
them are consistent of
a relatively common
theme, which is the
concentration on the
view of a future world
as well as the futuristic
transportation and
architecture. The
future is limit-free,
however, the design

of transportation

and architecture
is restricted by the

industrial capability.



-

His wild imagination of the future, as well as

his devotion to the manufacturing technology,
made him focus mainly on design, which is
covered throughout his various works. Mark’s
projects include “Minority Report”, “X-Men

2”, “Superman”, “Constantine”, as well as the
BMW, and Toyota companies. These familiar
names are not only his trophies, but also his
motivation for constant innovation and change.
Mark says, “I tried to work on projects that are
assigned by clients or companies with the same
quality and interests as | work on my personal
projects. Sometimes, ideas from films and video
games also give me inspirations on something
that | never thought about before.” Mark’s
attitude towards the relationship between both

assignments and freelance projects made him

very reliable for most corporations and clients. thinks that to arrange time for work is such a ridiculous issue. He says, “my solution is to look for

Even those automobile companies which are experiences from the past, and devote myself to the research as soon as possible. If necessary, I'll
punctilious about the data requirements and try to finish work one day before the due date”. In order to share his creations, Mark also actively
representation often invited him to join their participates in art-related teaching. By continuously striving for opportunities to express the visions
design projects. Mark always finishes the of spaces not yet known, and to seek every unique pathway for authentic representation, he can

assignments before the agreed deadlines. He now do an amazing job in scenario development and conceptual design projects.

www.2dartsmag.com Issue 016 April 2007
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The Chicago School of the Art Institute is a reputable arts institute. From

your art work, | can sense a kind of fastidious precision that is similar

to the academic style. How did you find your current style based on the
drawing skills that you obtained from the institute?

The motivation to learn new drawing styles from various schools in an

arts institute drove me to go there. My way of thinking constantly keeps
changing, which provides me more innovative ideas and assists me in
learning new methods of observation and spatial communication. What |
learned from the institute the most is the inspiration it gave me, which filled

plenty of my sleepless nights.

L= s
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Trivialities in life can easily weai‘h;ﬁ.
down people’s momentum to .
1 b B

pursue art. How do you maintain

1% -
the sensitivity towards new" |

concepts and things?
It was lucky for me to bec
an artist. As soon as you ! '
. make that choice, it will foIIow‘ .‘
. throughout the rest of your IifeJ
. It can reflect the talents and
emotions that you possess,
and it can also indicate some
kind of knowledge, new
industrial technological skills
and philosophical ideology.
Concept art is the perfect
carrier for artists’ personality
"I"I r in terms of science. | was
trying to bring' myself
some new experiences
and inspiration from my
personal interests, which
can also be very helpful
when | need to solve
some problems in a

creative way.




If you were to draw something for yourself, how
would you prepare for it? Where would you look
for the materials? How would you approach it?
If | haven’t got a mature idea, so | would
probably draw some sketches in my sketchbook,
then | would make some experimental models
with certain shape, size, quantity, or structure.
All of these can inspire me a lot, just like a
conversation between me and the sketches
that | drew in my sketchbook. | would also go
through pictures and books that | have collected

to fill the gaps in my ideas, using lots of material.

How do you usually accumulate ideas? Do you
have an “ideas and concepts database” in your
mind? Will you draw them into your sketchbook
when the ideas hit you, or you will expect the
inspirations to appear as soon as you’re holding
apen?

Most of my work is based on material from
Internet search engines. | have a very large
private library, and | take a lot of photographs.
Through these resources, | can grab my
inspiration and expressive materials to design

and to detail my illustrations. When | do

my literary sketches, | prefer to avoid those

boundaries and draw according to my own
ideas. My sketchbook is a kind of exploration
and entertainment towards new representation
forms, and it also contains some sort of

research of the places that | visited.

What do you think of the formalization and
commercialization of concept art? Some
consider this kind of artwork is not artistic
enough, and even a little bit crude. What is your

understanding of “Concept Art"?
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| think a lot of artwork is very closely related to
commerce; some is created for galleries, some
are for various groups of special audiences. |
think if your mindset is naturally leaning towards
commerce, or your job is to create commercial
art, you will come up with strongly expressive
artwork, which will gain very effective outcomes
and ensure your establishment in many art

fields.

When you’re working on a project, will you

deliberately picture what reactions people might

el | |
A

have when they see your artwork?

Most likely | would say no, but I’'m probably lying
to you. The greatest part of art production is

to observe and to listen to the responses from

friends, strangers and clients.

What are the different challenges between
designing cars or other transportations and
concept design for films?

The challenges are very different. There are
many restrictions and special requirements in

industrial design, which are all different from

film design. Industrial or fabrication designs
are more closely related to the side of the
brain which is in charge of the logical and
mathematical function, especially when the

design itself is a very mechanical process.

It seems that you have very few artworks that
are based on nature, but will you try to work on
these topics in the future?

| have done a few artworks that have been
based on nature. But my assignments are

mostly around themes like futuristic space and
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concept art. | hope | will have opportunities to

explore more topics in the future.

What do you think is the biggest challenge in
your career at the moment?

The challenge I'm facing is to keep up with my
drawing skills, and to improve the quality of

images under a project’s certain circumstances.

Of all the artwork you've created, which ones

are your favourites?

| think that, even though | like grand and
complex landscapes, | still hope to create my
personal artwork, rather than playing up to
others. These personal artworks would be more

abstract and filled with passion.

www.2dartistmag.com page 52 Issue 016 April 2007

Where do you think your artwork will lead you
to? Please share with us your personal goals in
art production.

| want to create a large painting of the polar
icecaps, because it will become a real, futuristic

concept art twenty years from now.

What areas of restriction do you think that the
film industry imposes on concept artists? Such
as CG technical skills or other areas?

Using the tools that we currently have has
almost made everything become possible.
However, to find the right inspiration and

to be an original, ingenious and articulate

communicator, is a difficult task.

s
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What film character design have you done
previously? “Constantine”, “X-Men” and
“Minority Report” all fall into different categories,
so how did you accommodate yourself to all
these different projects in a short time?

Besides a few projects that are currently
confidential, most of my design work is to create
outer space, rooms and cities for those films.
The key to this kind of work is the ability to shift
between styles and eras, which was guided

by the production planning team, and then the

settled production outcome was created.

You've worked with many movie production
teams, and have also worked for many big

companies. Do you think the role of a Concept
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Atrtist is basically the same in different fields?
For every artist and designer, they all have
different ways of solving problems, even though
they have the same background, and share the
same age or interest. The challenge during the
production process is to hire the right person

and assign the right work to them.

In regards to the film “Battle Angle Alita”, its
original production was Manga, from Japan.

It's not only an animation film; it also has a

significant cultural difference. How do you

prepare for projects like this?
It's just an animation film by Manga, so surely it
will have a significant cultural difference. Since

“Battle Angle Alita” is a comic that was released

p—
S Sy
"'-|r-|""-.

ages ago, | can’t really make any comments on
this project. My preparation for a project with this
sort of style at an early stage is to have a solid
and thorough understanding of the keynote of
the main creators of this comic and the film, and

bring it back to life.

In the conceptual art industry, do you think being
a freelancer or a contractual employee will have
different impacts on projects?

The advantage of being an independent artist

or designer is that you can choose projects

and arrange your time freely. The advantage of
being a contractual employee is that you can
witness the early process of the whole project

during its early stage of project planning.

What do you think is the hardest part in
conceptual design: collection of materials,
finding of the inspiration, the rationalization of
technology or image representation?

The hardest part will be to have a broad range
of knowledge in styles, framework and design.
The key in conceptual art is to become a
professional Concept Artist. On the other hand,

collecting materials is a relatively easy task.
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What your suggestions to people who want

to become a Concept Artist? -

What'| want to sugge;t is: doing such a
challenging work, to take it easy is the most
important thiné of all. If ydu’re lucky enough
to become an artist and tg be recognized,
those different interésts ld expressed soul
essences are the most important things. An art
connoisseur often sees through your artwork to
look for a deeper meaning, and not just what
ideas you have, and therefore a good plot is

crucial.



-

You are .also‘:;ery interested in interior design

L=

=, .
" and house renovations?

I’'m designing a house at the moment, and

| consider ét_s whole space as a sculptural
enviropment. I‘\:fé reconstructed a lot of houses
and | Enjo.yed this kind of space reconstruction

‘_ﬁ‘nd reBuild of the original design very much.

8 :
# 5 ~ #



If you had to pick the greatest human technology, what would you
choose?
Besides the computer, the most surprising things are those human

achievements which help us to live in this planet peacefully together.

For more information please visit:
www.grnr.com
Or contact:

contact@grnr.com

Article Author: Anavel Yu
Image copyright: Mark Goerner

Published with Permission, Fantasy Art Magazine.
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\ E-on software congratulates ILM on their VES Award for
"QOutstanding Created Environment in a Live Action Motion Picture”
and Oscar® for "Best Achievement in Visual Effects"
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©2006 Disney Enterprises, Inc. and Jerry Bruckheimer, Inc.
All rights reserved. Photo Credit: Industrial Light & Magic

©2006 Disney Enterprises, Inc. and Jerry Bruckheimer, Inc.
All rights reserved. Photo Credit: Industrial Light & Magic
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Vue was used for over 60 shots in
& "Pirates of the Carribean: Dead Man's Chest".
ﬁ Expect the best from your tools!
n WWW.vueb.com Solutions for Natural
E 3D Environments



http://www.vue6.com

Company 3 pushes new limits in DI for the
epic new feature, “300”. Company 3 Studio

conformed and coloured Zack Snyder’s Greek

epic...
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I m Powerful. Professional. Intuitive.
The new program for 3D character generation
which puts state of the art technology
Create Sumehndy into the hand of artists

New Version 1.2

With the diversity of the available
anatamical and clothing elements
far cach database, mix and match
at will to create millions of unique
characters.

Compose * '
g

WeE r

_zor sl
.
-
Maodel and rétouch your charscters
with thi help of powerful and
natural 1o use tools. 30 Modeling
as easy as drawing!
Sculpt -
TQUADAMS main podl of ciffarancs & thal offers
lhe dlirpct guepanting of fgures fo pour 30 app of
chddce, complale Wwith bDomas weiphl and UV
maps in place, mady fo be reposed or animaled
-
30 World Magazins, Fubure Publishing
Steve Jarratl, Decerbar 2006 - ;
"CLIDAM is o powerful and innovative tood, which
infegrates perfociiy i Lre procuchion warkfow ard
opans Charmclar Croabon lo evaryons, in a
profossional  and  plossard way. A mosl” Export wour characters following
(travesizdod from fronch) professional standards (vextures,
A= A T i LV mapping, bones and skinning)
z ¥ LICA ready to be animated in all 30
Nicolas Vierdun, Decamber 2006 applications of the market.
Export

QUIDAM axcovE & Duldivg profsssong cusiom
chwmclnrs sawing you fhe fme of budding wp from
soralch L. T & ey aady b0 ek op atd use, amd
i was bwiding mew charsclers and complietely
CrataTnEing T withi fhe Beal hoor

wwrw. garmidhy. et
Jou Woynillowicz, Febnuary 2007

Windows 98, 2000, XP or Vista
MacOs X 10.4

N-Sided www.n-sided.com


http://www.n-sided.com
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2DArtist Magazine introduces the new
‘Challenge’ Section of the mag. Every
month we will run the Challenges,
available for anyone to enter, for prizes
and goodies from www.3dtotal.com
shop and to also get featured in this
very magazine! The 2D Challenge runs
in the conceptart.org forums and the
3D challenge, runs in the threedy.com
Here we will display the winners from
the previous months challenges and the

‘Making Of’s from the month before that.
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SOFTIMAGE

SOFTIMAGE|XSI 6
3D Animation Software

Bring your characters to life.

Comes with a free copy of
Digital-Tutors’ The Artists
Guide to XSI Training DVD

Download the free trial at
www.softimage.com/try_xsi

©2007 Avid Technology, Inc. All rights reserved. Product features, specifications, system requirements and availability are subject to change without notice. Avid, SOFTIMAGE, XSI, Face Robot and CAT are either
registered trademarks or trademarks of Avid Technology, Inc. or its subsidaries in the United States and/or other countries. All other trademarks contained herein are the property of their respective owner.


http://www.softimage.com/try_xsi

e
Xiao bing

Sergey Musin
Kuané Hong

th we F
‘Thomas Pringle

~ Olivier Heban
John Wallin Liberto

B. Borkur Ei

”.’é“

This

e
| R
. 2 §E7d R s
7, JETEA. M B
.l-..-.-..ll---r—.- \”L
T —

N .
uﬂ%




i j ! !
Thsistednee Lile Issue (it o puchose re dnll IS sue Sckhere . —

Issue 000 Month 2007


http://www.3dcreativemag.com
http://www.2dartistmag.com
http://www.2dartistmag.com
http://www.2dartistmag.com

STRATA 9.0

DESIGN AT A HIGHER POWER

h% 6\) Gf"‘lf“

Digit Magazine (July 2006) says,
“Strata 3D™ CX feels like an Adobe®
application - graphic designers will feel
right at home... The traditional look {of
Strata 3D CX) makes the program
friendly to new users.” Version 5.0 of
CX... “makes the program even more
like Photoshop’s® 3D cousin.”

Digit named Strata 3D CX the number
one 3D app for designers, and awarded
it “Best Buy” in its 3D Design Software
Shootout.

Visit our website to learn about our entire
line of products for designers: Strata 3D CX,
Strata Live 3D, and Strata Foto 3D.

WWW.STRATA.CODWM

The 30-Day unlimited tryout
of Strata 3D CX 5.0 is now
available. Visit our website
to find out what users and
industry publications have
been raving about.

http://www.strata.com/cxSdemo/

74 STRATA

THE POWER OF 3D

Strata, Strata 3D CX, Strata Foto 3D, Strata Live 3D, and The Power Of 3D are trademarks of and/or licensed by Corastar Inc.

All other trademarks are the property of their respective holders.

Image by Thorbjgrn Haarup Laursen.


http://store.strata.com/redirect.asp?Click=409

ui e following tutorial | will discuss the

creation and use of some custom brushes in

helping to paint an industrial scene. Photoshop
CS now comes with a vast arra-y of different
brushes that utilise a number of settings to help
the process of painting and create effects that
essentially speed up the process. As a result you
will more than likely find a number of them suitable

for your needs but there are always instances when

you cannot find the right brush for the job.
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Welcome to our new Speed Painting section of

the Mag. We wil be asking 2 artists to produce a
speed painting based on a simple one-line brief.
Here we will feature the final paintings and the

overview of the creation processes. This month

Levente Peterffy and Mikko Kinnunen tackle:
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Full-featured stand-alone illustration package. Sculpting, Texturing and

Displacement/Mormal map generation features also make it perfect for

animation pipelines. More than a paint program, it's powerad by a real-

time 3D renderer and has intuitive organic modeling features that can

reach millions of polygons. Add incredible detail to your CG work with
ZBrush now!

ZRRUSH COM ZRRUSHCENTRAL. COM ZRRUSH INFO


http://www.zbrush.com

Daarken takes you, step-by-step, through this
tutorial for his creation, “Male Portrait”. He talks
you through the styles and techniques he uses
when producing his artwork... /
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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 S
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visit WWW.3dcreativemag.com
to download the free dite’ issue, the full issue, subscription
offers and to purchase back issues.



http://www.3dcreativemag.com/

Tuna Ferit Hidayetoglu, an instructor

from Erciyes University, Faculty

of Fine Arts, talks you through the
making of Robyn. He explains
step-by-step how he created this

illustration using traditonal medias.
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\'ﬁt

' SUBSCRIBE
NO.W&SAVE
TO 25%

3 W0 eady amazmg value publ|cat|on|

RICE OF 9\

Subscription $36 save $12 (25%)

6 ISSUES
FOR THE
PRICE OF 5

Subscription $20 save $4 (16%)

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

every month...
;q ha

e it before anyone else! |

image : Katarina Sokolova



http://www.2dartistmag.com/

Ply-Spell is a design of a Role-Playing character,
concretely a wizard warrior character. David Munoz
Velazquez takes you through the Making Of for his

Character Design.
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xadhoom
Evan Shipard
Carl Critchlow
Richard Bluff

Artist Advice

Manga Animation

creating your own set of custom

brushes

Finding Unknown

by Sergey‘!Musin
Hecate
by Xiao Bing
Another Rainy Day
by Daarken
Ballonies

10 of the Best images featuring

B. Borkur Eiriksson, John Wallin

Liberto , David Smit, Lauren K.

Cannon, Roy Stenin & more!!

Plus Loads Nlone?

0l for only $4 7

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

issues and 6 & 12 month subscriptions

Image by David Smit

o
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When Olivier found out that he was to

write a step-by-step about his
work “Under the root, my
kingdom”, he was a little
surprised. Follow the steps
to find out how this

piece of artwork was

created...
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PUBLISHING

Is a Company publishing downloadable online
magazines. It is based in the West Midlands
in the UK. Zoo currently produces two online

downloadable magazines, 3dcreative and
2dartist. Zoo’s intention is to make each issue
as full of great articles, images, interviews,
images and tutorials as possible. If you would
like more information on Zoo Publishing or It's
magazines, or you have a question for our staff,

please use the links below.

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

lynette@zoopublishing.com

Paninens

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

on the eMail address above.
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