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Welcome
Welcome to all, from dedicated followers 

to first time readers.  April’s here and the 

magazine seems to be getting bigger!  Which 

is a result from you guys, as a new publishing 

company things are tough at first, but as we 

now are getting more an more subscribers we 

are starting to get the budget we need to boost 

the content, let me tell you some of what we 

have this month :-

We are featuring heavily on the more 

geometric side of 3D this month, we interview 

product visualization artist André Kutscherauer, 

vehicle visualization masters ‘Eden Lab’ and 

the making of the Nokia N90 by Ali Ismail. For 

all you organic lovers, Richard Rosenman 

shows us what he does best and two more 

‘making of s’ being ‘Deep Fish’ by Olga 

Antonenko and ‘Kameswaran Iyer’ by Prashant 

Sadaphule show us how they went about their 

natural creations.

 

Must not forget the Joan of Arc mega tutorial 

series which comes to close this month, well 

done to all who have followed it all the way 

through. Next month we start a new super 

tutorial series with versions for all the big 5 

software packages, just check out the model 

we are making on the next month preview 

page! More tutorials from our in house texturer 

Richard Tilbury, and continued compositing 

excellence from Hasraf Dulull to mention a 

couple of many you will find on this month’s 94 

pages....as you can see, there’s plenty to be 

reading, so get going!

 

About us
Zoo Publishing is a new company comprising 

of a small team here in the Midlands, UK. 

This magazine is our first project which we 

are hoping, with the support of the community, 

will build into a great resource and a highly 

anticipated monthly release. The ‘support of 

the community’ is an interesting point, where 

a ‘magazine for 3d artists’ is not an original 

idea, the marketing and distribution of this 

magazine, as far as we know, is a first. It 

follows the principle of traditional magazines 

that are sold on news stands and in many 

outlets, but being a digital downloadable 

mag the many established web communities 

on the net are our outlets and newsstands. 

3DCreative is supported by 3dexcellence, 

3dkingdom, 3dlinks, 3dm, 3dmonkeys, 3dnuts, 

3dpalace, 3dresources, 3dtotal, 3dvalley,123d, 

ambiguous arts, cgchannel, cgdirectory, 

cgfocus, cgunderground, childplaystudios, 

daz3d, deathfall, digitaltutors, kurv studio, 

max-realms, mediaworks, rendezvous3D, 

spinquad, subdivision, the3dstudio, thebest3d, 

vocanson & vanishingpoint.We look forward to 

lasting and successful partnerships with these 

CG community sites.
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Ali Ismail
3D modeler & Animator > 

Freelancer  > Amman, Jordan

 Ali is currently working on 

multiple freelance projects until 

he finishes university. He will 

then have the opportunity to work as a full-time 3D 

artist and will continue to develop his 3D skills.   His 

customers include ‘’Microsoft’’, ‘’Schadler Kramer 

Group Advertising’’ and many more.  He also fully 

designed the first 3D games that were released in 

Jordan.

ali@aliismail.com

www.aliismail.com

Every month, many artists from around 

the world contribute to 3DCreative 

Magazine. This month, we would like 

to thank the following for their time, 

experiences and inspiration.

Prashant 
Sadaphule
3D Artist. I started as a 

Visualize for prepress. For 

the last 6 years I have been 

working as a 3d Artist. I always 

loved to do 3D art, and in my spare time I really 

like to create high poly characters. I always loved 

to sculpt, and today I simply expanded this interest 

to 3D.

p_sadaphule@hotmail.com

www.sadaphule.com

André 
Kutscherauer

3D artist > Munich/ Germany > 

Started with a program called 

“Raytrace Pro 2” for DOS. 

Then I learned Cinema 4D for 

animation and 3D Studio Max for Visualisation. I’m 

working with 3dsMax for more than six years now. 

I’m currently employed as 3D Operator in a Photo 

studio. After work I try to use the photo knowledge 

to realize some ideas and illustrations.

info@ak3d.de

www.ak3d.de

Richard Rosenman
Has over 10 years in the 

Animation industry Producing 

over 50 commercials for film 

& broadcast, most of which he 

has directed. With extensive 

experience in all aspects of animation from short 

& long form, series, gaming, effects, web & film, 

In 2003, he co-directed “Plumber”, a 5 min fully 

CG short film which won various festivals, was 

nominated for a 2004 BAFTA and was eligible for a 

2005 American Academy award.

richard@richardrosenman.com

http://www.richardrosenman.

Olga Antonenko
Concept artist/mattepainter/

compositing artist/3D artist. 

Moscow, Russia. Started as 

a concept/background artist 

for animated films in 2000. 

Now working in cinema production. This year 

worked as a mattepainter and compositing artist 

on feature film “Wolfhound”. Currently working 

at Kinopostproduction department Channel One 

Russia on cinema and commercials production.

info@cgpolis.com

www.cgpolis.com

mailto:ali@aliismail.com
http://www.aliismail.com
mailto:p_sadaphule@hotmail.com
http://www.sadaphule.com
mailto:info@ak3d.de 
http://www.ak3d.de 
mailto:richard@richardrosenman.com 
http://www.richardrosenman. 
mailto:info@cgpolis.com 
http://www.cgpolis.com
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Vojislav Milanovic
3D modeler & animator, vfx 

compositor, Anigraph studio, 

Banja Luka, Bosnia

Self though allround 3D guy, 

started to doodle around in 

3D about 8 years ago. In the last 5 years I have 

done a lot of various things from print and TV ads 

to gaming & movie graphics. Currently involved in 

multimedia study and character developing for an 

animated feature movie. One of my carrer goals 

is to work in a large studio and make my own 

animated movie. 

vojo@teol.net    http://users.teol.net/~vojo

Niki Bartucci
3d modeler > Freelancer

Bari, Italy > I started working in 

the field of Computer Graphics 

in 2000 as an illustrator & web 

designer. In 2003 I started 

using 3d graphic software such as Cinema4D & 

later 3d Studio Max. That year I worked on ETROM 

- The Astral Essence, RPG video-game for PC, 

developed by PMstudios. Currently I’m a freelancer 

& I specialise in commercials.  I Like 3d graphics 

and video-games, especially RPG & RTS video-

games.

niki@pikoandniki.com www.pikoandniki.com

Taylor Kingston
3D artist > Digital Illusions 

(DICE) > London Ontario, 

Canada > Started out with 3D 

on Studio Max 1. Self taught 

through high school, going 

to Sheridan College for tradition art, and Seneca 

College for Computer Animation where I switched 

over to Maya. Hoping to one day break into film, 

perhaps even getting into the directing side one 

day. Currently working at Digital Illusions as an 

object artist.

taylor.kingston@sympatico.ca  

puckducker.deviantart.com

Giuseppe 
Guglielmucci
3d modeler / 3d animator > 

Freelancer > Bari, Italy > I 

have began to use computers 

with the epoch of the vic20 

and Cinema4d was my first 3d software. I started 

working in the field of CG in 1999 in commercial 

design. In 2003 I worked on ETROM - The Astral 

Essence, RPG video-game for PC, developed by 

PMstudios. Currently I’m a freelancer specialising 

in commercials, hoping to work in the video-games 

industry and develop my own game. 

piko@pikoandniki.com www.pikoandniki.com

Luciano Iurino
I started back in 1994 with 

3D Studio on MS-Dos as 

modeler/texture artist. In 2001 

I co-founded PM Studios (an 

Italian videogame developer) 

with some friends and I still work for it as Lead 3D 

Artist. Recently we have developed the videogame 

“ETROM – The Astral Essence”. I also work as 

freelancer for different magazines, web-portals, 

gfx and videogame companies. Recently I left the 

3dsmax environment to move on XSI.

iuri@pmstudios.it

mailto:vojo@teol.net
 http://users.teol.net/~vojo 
mailto:niki@pikoandniki.com
http://www.pikoandniki.com
mailto:taylor.kingston@sympatico.ca   
http://puckducker.deviantart.com
mailto:piko@pikoandniki.com
http://www.pikoandniki.com
iuri@pmstudios.it


>> Currently employed in 

a photo studio in Munich, 

Germany, Andre works creating 

3D Visualisations of product  

design pieces. He is convinced 

that photographers make the 

best critiques to 3D artists >>
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For the last five and a half 

years, Richard has  been 

leading the 3D department at 

Redrover Animation Studios 

Ltd. in Toronto, CANADA, 

directing computer generated 

commercials, as well as 

co- directing the short film 

“Plumber” which won various 

festivals, was nominated for a 

2004 BAFTA and was eligible 

for a 2005 American Academy 

award.
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After graduating the 3 year program however, 

I had enjoyed classical animation to such an 

extent that I decided to work in the field for 

an indefinite period of time. During the next 

few years, I worked in various cities such as 

Toronto, Vancouver, San Francisco, etc, in the 

classical animation industry producing series 

animation, game animation, etc, but as time 

passed, I eventually became more and more 

involved in the computer animation business 

through projects that would inevitably come 

my way. As a result, it wasn’t long before I 

ended up working back in Toronto at a large 

computer animation and design studio using 

Softimage. I began animating on commercials 

and eventually ended up directing. From that 

point forth, I have worked primarily as an 

animation director locally and internationally, 

in the commercial and short film computer 

animation industry. For the last five and a half 

years, I have been leading the 3D department 

at Redrover Animation Studios Ltd. in Toronto, 

CANADA, directing computer generated 

commercials, as well as  Co- directing our 

short film “Plumber”. At this current time, we 

have started our second short film which is in 

early production stages.

Hi Richard. Thanks for talking to us. How did 

you begin your 3D Journey?

When I saw my very first computer generated 

visual effect in 1985 in “Young Sherlock 

Holmes” I was instantly fascinated by this 

new artistic medium. I immersed myself in the 

creative and technical aspects of computer 

graphics in the early nineties during my 

teenage years, and this is when I got my 

first taste of 2D graphics software, primitive 

3D software and even computer graphics 

programming (which I still do on my spare 

time). During this time, I also came into 

contact with one of the first consumer-based 

3D software packages, 3D Studio for DOS 

v1.0. I spent the next few years learning this 

software, as well as trying out various other 3D 

applications and, by my mid high school years, 

I was certain I wanted to follow a career in the 

(still budding) computer animation industry. By 

the time I graduated, I had experimented with 

most consumer-based 2D and 3D applications, 

I had written a primitive 3D sphere rendering 

program, and I had created a two player 

action game also heavily focused on graphics. 

I studied classical animation for three years 

at Sheridan College in order to take the post 

graduate 1 year computer animation course. 

inte
rvie

w
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interview
What was your first project?

Although my first “official” production 

was a commercial for “Mopar 

Vehicle Accessories”, I was 

producing CGI animation long 

before that. It was mainly 

for educational purposes, 

but it still paved the way 

to where I am today. My 

second commercial project 

was for “Bluewater Seafood” 

and it required making a live-

action shark smile. This was 

produced without CG software 

and rather through the use of 

digital warping. Although both of 

these projects were extremely 

simple in many ways, they 

introduced me to studio workflow 

and how a production can be 

efficiently divided among a set of 

individuals.

Looking back, how far have you 

come since then?

It’s certainly been an interesting ride. I 

believe it’s not really about how far I’ve come 

but rather in what way I’ve developed. For 

instance, when I began working at TOPIX, I 

was primarily interested in the art of animation 

and nothing else. I would focus heavily on this 

one aspect studying various fundamentals 

from books, films and tutorials. Eventually, 

however, I began to deviate from this and 

became more and more interested in 

the art direction involved in  commercial 

or short film production. I started 

to play with lighting more, and this 

led me to research photography 

and cinematography in an effort to 

learn the tricks of the trade. It soon 

became apparent that I was now 

more interested in producing beautiful 

computer generated imagery rather than 

focusing on the art of animation. I realized that 

no matter how good your animation is, if the final 

rendered image is lacking, the whole production 

has been in vain. And of course, the exact same 

thing applies the other way around. At this point, I 

am still heavily involved in art direction, 

lighting and rendering. .
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However, as a director, I also have to ensure 

that all aspects of a production are up to my 

standards, including storytelling, modeling, 

rigging, animation, lighting, rendering and 

compositing

Tell me, what is the history behind the 

formation of RedRover?

Redrover Animation Studios Ltd. is owned 

by Andy Knight. It is a small / medium sized 

service studio specializing in commercial 2D 

and 3D animation for national and international 

clients. Redrover has both a 2D, 3D and 

series department. The 3D division is handled 

and directed by myself, with a core team of 

approximately 6 other artists.

Your animated short ‘The Plumber’ has been 

greatly received around the world, how did it 

come about?

Plumber was our first fully computer generated 

short film produced over a six month period 

at Redrover Animation Studios Ltd. in 

association with Bravo!Fact. It was directed 

by myself and Andy Knight and produced by 

Randi Yaffa. The concept initially began as a 

pitch for a grant from Bravo!Fact and, after 

a storyboard and animatic was created and 

submitted by Andy Knight, we were chosen 

as one of approximately 12 final contestants. 

With the grant officially awarded to us, we 

began production only one week after that in 

late August, 2002. The purpose of producing 
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the film was to introduce Redrover into the 

short film production industry as well as to 

push the studios’ creative and technological 

experience to the limit. The film was completed 

in February 2003, making it a six-month project 

from start to finish.

As a director, what particular input did you 

make to the final short?

The task of a director is to ensure the film gets 

developed in the way you imagined it. This, 

however, can become very tricky when you 

co-direct, as I did for the short film. In these 

cases, you have to learn to compromise and 

strive to reach an agreement you are both 

content with. I was fortunate to co-direct this 

film with Andy Knight, who happens to be a 

fair and compromising director. As a result, we 

were both able to put our own visions together 

into this film. The co-direction was also divided 

into two sections – the pre-production, and the 

production. Andy Knight was more involved 

in the pre-production and developed the 

storyboards, character designs, and various 

other conceptual pieces. I then took over and 

executed it in 3D, along with my own ideas 

which resulted in an interesting fusion of 2D 

and 3D concepts. During the production, both 

Andy Knight and myself would review the 

film on a weekly basis and agree on what 

needed revising and what needed improving. 

The animatic was never fully locked. We  

continually made changes all the way to the 

very end which would improve the film in one 

way or another.

How important do you think it was for Red 

Rover to make a short like that?

The production of “Plumber” gave us insight 

into the enormous task of working on a 

medium length format project and how to 

tackle all the technical issues we were never 

faced with during commercial production. At 
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interview
first it was more of an experiment and none of 

us were really sure of how far it would go but 

as the project continued to develop, we 

began seeing some of our hard work 

pay off in finished scenes. For a first 

film, we certainly set our limits high. 

66% of the film involved computational 

fluid dynamics, all the clothing on the main 

character was dynamically simulated and all 

the rendering was produced using traditional 

lighting techniques combined with global illumination 

technology and image-based lighting features. 

Once completed, the film did surprisingly well in 

the festival circuit and to this day, I still receive 

emails from enthusiasts all over the world 

complementing our work on it. In 2004 it was 

nominated for “Best Animation” at the British 

Academy Awards, which we attended.

Which areas of your work do you 

enjoy the most?

Aside from directing, I am most 

interested in the art direction, 

lighting and rendering of 

computer graphics. I find it 

extremely challenging and 

creatively demanding to produce 

a beautifully lit and rendered 

image that can convey a 

particular mood or emotion. 

With today’s modern state-

of-the-art raytracers, features 

such as global illumination, 

sub-surface light scattering, 

spectral rendering and many 

more, allow the artist to produce 

even more visually stunning 

images that were never before 

possible, at a much higher level of 

realism.

I agree totally, some guys new to 3d may be 

taken aback by the level of technology and 

I know that some are scared off early. How 

would you go about explaining the importance 

of using the technology as a pure tool for 

conveying stories and emotions??

One common issue I see regularly, especially 

from 2D artists taking the plunge into 3D, 

is that they are often intimidated by the 

computer. I’ve worked with people who have 
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never touched a computer before, except 

for email, and they are simply overwhelmed 

when you first show them how the software 

operates. It is at this point that the artist either 

succeeds or fails. Those that succeed accept 

the computer as nothing more than a tool 

and choose not to be intimidated by it. Those 

that fail often do so because they cannot 

understand that they are the ones in control 

of this creative tool. I always encourage new 

artists that work with us to ask questions, 

no matter how silly they may seem. Some 

questions which may seem trivial can be 

crucial from studio to studio as everyone has 

their own established pipeline and workflow. 

And of course, the team I work with are 

engaging people who are always ready to lend 

a hand when needed.

Favourite Project to date?

I would have to say the Robin Hood campaigns 

are probably the commercials I am most proud 

of. They turned out just right – a perfect blend 

of personable characters, fantastic animation, 

gorgeous lighting and a wonderful story. The 

three spots were directed by myself but they 

could have never turned out as well as they did 

without the exceptional talent of my 3D team. 

Your work is only as good as the people you 

work with.

The 3 spots are wonderful, great character and 

style. Is this a style you enjoy working with?

My absolute favourite use of computer 

graphics is to create fascinating characters 

– specifically cartoony characters, so it is no 

surprise I really enjoyed this project. There 

is something magical about producing a 
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photo-realistically lit and textured character, 

with cartoon proportions. It’s visually intriguing 

to watch and it questions the mind as to why 

these characters look and behave so real but 

don’t actually exist.  It’s no wonder that many 

of my personal projects involve characters, all 

of which have quirky expressions that provoke 

the viewer into developing an imaginary past, 

present and future for them.

Another great part of the commercials is the 

essence of childish fun. Is this something we 

would discover if we came to the studio? 

I firmly believe a creative mind requires a 

creative environment. At work, we have a 

pool table, a foosball table and “Bondi”, one 

of our modeller’s dog, who causes trouble at 

the studio on a daily basis. We occasionally 

have video game matches and of course, the 

frequent poker nights and wrap-up parties. 

This may sound like a lot of fun yet no one 

takes advantage of this creative freedom. 

When a job needs to get done, everyone 

works as hard as they can to get it done well 

and to a level we are all pleased with. Rarely 

do we ever complete a job the night before it’s 

due and go home. In most instances, we will 

complete the job the night before, and then 

stay the rest of the night adding our finishing 

touches until we are 100% happy with it. 

It’s not simply about pleasing the client and 

agency, it’s also about pleasing yourself and 

producing the best possible work you can 

create. When stressful periods come, you work 

together to get through it and make sure you 

can rely on each other.

And if we spent a whole day with you, what 

else would we learn?

I suppose that really depends on the day.

If it’s near a deadline, you would not hear 

me say much as I would be concentrating 

on getting the job done properly and to my 

liking. It’s interesting to see how efficiently 
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one can work while under pressure. On a 

less intensive day, I would most likely be in 

pre-production stages of a commercial which 

would involve a broader range of subjects such 

as storyboarding, texture creation, animatic 

development, and many other aspects of 

production.

Your personal projects, how much 

time do you get for them at the 

moment?

Unfortunately, not much time. I manage to 

start various projects but not long into them, 

I’m caught in another deadline at work that 

puts any personal project on hold for an 

indefinite period of time. Of course, once the 

deadline is over I can continue, but as most 

artists will agree, it is particularly difficult to 

pick up and continue a piece of work once 

it’s been put on hold as you lose some of the 

initial enthusiasm. Having said that, I still put 

in a good three or four hours in the evening 

working on my own projects, site maintenance, 

and additional freelance work. On top of that, 
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I exercise regularly at the gym which I believe 

is extremely important for anyone in our field, 

since we end up sitting in front of a computer 

screen for 8-12 hours a day.

Do you have a good piece of advice for 

anyone wanting to start their own

studio?

Make sure you have a strong trust in the 

people you work with as you will have to rely 

on them and they will have to rely on you. 

Know how to resolve conflicts and issues in a 

mature manner as these will always inevitably 

come up, especially in a creative environment. 

Plan ahead so that you’re prepared and 

capable of taking on the workload that may 

potentially come your way. And of course, the 

most important advice of all I could give to 

anyone in this line of work is that hardware 

and software are completely irrelevant in this 

field, unless you are a programmer. It doesn’t 

matter how well you know these tools or how 

many of them you know. What matters is how 

much creativity you posses and what you do 

with it. The computer is simply another artistic 

medium, but a fundamental knowledge of 

art concepts such as colour theory, design, 

composition, and anatomy are crucial in 

developing a successful career as a digital 

artist.

Thanks again Richard. It’s been good talking 

to you.

It’s my pleasure, and thanks for the opportunity 

to share my insight with 3DCreative Magazine.

Richard Rosenman
richard@richardrosenman.com

www.richardrosenman.com

Interviewed By 

Ben Barnes

mailto:richard@richardrosenman.com
http://www.richardrosenman.com


I n t e r m e d i a t e  t r a i n i n g  D V D s  f o r  3 d  a r t i s t s !

i n f o @ d u b e r . c z
w w w . d u b e r . c z

Organic modeling DVD - $27.80 USD
UV Mapping DVD - $27.80 USD

Texture Painting DVD - $27.80 USD

Postage & Handling included!
Shipping worldwide within 7 days!

10% off when purchasing all three!

Testimonials:

“A must buy for everyone.”
- Ashish, CGArena

“Portrait of a girl is an
excellent set for those who
are interested in seeing
how to create and texture
a human head from scratch.”
- Wes Burke, CG|Underground

“This is the best head modeling
dvd out to date!”
- Chris Maddos

“The DVDs should buy anyone who
wants to create organic models!”
- Leoš “Sniffer” Janek, Pixel magazine

http://www.duber.cz


in Turin, the Italian car 

city par excellence, 

thanks to its motor 

insustries technological 

innovation, prestige and 

racing results. This is 

the field where Eden 

Lab chose to compete, 

making the most of their 

knowledge in Computer 

Graphics.

lite version
3dcreative magazine

full version only $4
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How Combustion 

was used to turn 

basic Vray renders 

into a cinematic 

film looking 

sequence called



Reliab

BOXX® Technologies, Inc.
1.877.877.BOXX

www.boxxtech.com
sales@boxxtech.com

Powerful. Integrated. Reliable. Supported.

BOXX is a registered trademark of BOXX Technologies, Inc. registered in the U.S. Patent and Trademark Office.
AMD, the AMD Arrow logo, and the Opteron, and combinations thereof, are trademarks of Advanced Micro Devices, Inc.

Re•li•abil•i•ty.
The ability of a system to perform its required functions

under stated conditions for a specified period of time.

With every BOXX workstation is an absolute 

commitment to product quality, dependability,

scalability and upgradeability that other vendors talk

about, but just never seem to deliver.

BOXX workstations are propelled by single and dual

multi-core AMD Opteron™ processors offering the flex-

ibility to run 32-bit and 64-bit applications simultaneously.

Opteron processors provide the assurance that solutions

are compatible, reliable and stable, delivering high-

performance computing with scalable solutions for the

most advanced applications. Now you can easily transition to

64-bit computing and get outstanding investment protection

without sacrificing existing hardware and software configura-

tions.Go ahead.Exploit the boundaries of your creative potential.

Add SLI™ ready NVIDIA Quadro by PNY Graphics boards—and

own the ultimate 3D 64-bit workstation.

http://www.boxxtech.com
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Game Art:  
Creation, Direction, and Careers
<< This book is a publication essentially aimed 

at artists who aspire to break into the games 

industry. It is a comprehensive overview of the 

many aspects relating to game development 

from commonly required skill sets through 

to working practices as well as providing an 

insight into the technology driving the industry. 

The book delves into the numerous jobs 

available to artists nowadays and even goes 

as far as advice about interviews and contracts 

together with tips on creating the right type 

of portfolio. It is composed in a logical and 

sensible format, starting with a brief account of 

how the industry evolved and follows on to an 

explanation on how development studios are 

structured, dealing with criteria necessary to 

carve out a career in this field >> 

lite version
3dcreative magazine

full version only $4

rev
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www.2dartistmag.com 
to download the free ‘lite’ issue, 
the full issue, subscription offers 
and to purchase back issues.

Zoo Publishing presents the new issue of 2dartist
magazine a downloadable monthly magazine for 
concept art, digital & matte painting for only $4US
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Interviews
Kuang Hong

Matt Dixon
Eduardo Schaal

Tutorials
Jade Fox, Approaches to 

Colouring Series Part 1 - Soft 
Colouring, Elements Digital 

Painting Series Part 3 - Fabrics 
& Fox Fire 

Articles
Dan Wheaton talks to us about 

his work on the Prince of Persia

Making ofs
 ‘Many are calling for help in the 

silence’ & ‘V-Rex’ 

competition
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Galleries
More amazing artwork such as this months cover image ‘Ghost & Mariner’ by Innokentil Shevchenko

concept art, digital & matte painting
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Every month 10 of the 

best 3D digital images 

from around the world

lite version
3dcreative magazine

full version only $4
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TEXTURING A

SCENE
PART 1

In this tutorial we shall texture an environment that has already been 

modelled and mapped (Fig 1) ready for a low poly character which we 

shall go on and texture and eventually place in the scene later on.  In 

this case it will be an underground armoury set in the desert where our 

nomad character will equip himself ready for battle.

lite version
3dcreative magazine

full version only $4



HAIR is the fi rst fully 
integrated CINEMA 4D module 
for the creation of hair, fur and 
feathers. Breathtakingly fast, 
this module also distinguishes 
itself with its intuitive 
interface.

Beneath the easy-to-use interface 
lies a complete hair studio – one 
that would make any stylist green 
with envy. Hair can be grown 
using textures or selections, and 
can be styled freely using any of 
the numerous tools such as brush, 
comb, cut or curl. Options like 
color, frizz, clump and specularity 
let you quickly create anything 
from a fashion model‘s hairstyle to 
fl uffy bird feathers.

HAIR dynamics even lets you 
create an animation worthy of 
any shampoo commercial. Use 
the collision, tension or stiffness 
settings to add even more life to 
your animations, while always 
maintaining complete real time 
control over the look and feel of  
HAIR dynamics in the editor view.

Not to mention the amazing 
rendering speed and the minimal 
usage of memory that allow 
you to render millions of hairs or 
feathers on an average computer 
in minutes.

Visit us at www.maxon.net
to download a demo or 
to discover more exciting 
details about HAIR and 
CINEMA 4D.

HAIR‘S
LOOKIN‘ AT 

YOU…
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mental ray bump 
by florian wild

Welcome to the first section of this Maya 
MentalRay Exploited sessions by Florian Wild 

february:
DGS Exploited

 
march:

Physical Light Exploited

 
this issue:

MentalRay Bump Exploited

lite version
3dcreative magazine

full version only $4
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www.3dcreativemag.com/purchase

Subscribe & Save Money...

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

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

6 ISSUES 
FOR THE 
PRICE OF 5
Subscription $20 save $4 (16%)

Have your 3DCreative Magazine Download 
link delivered automatically to your inbox 
every month...
...and have it before anyone else!

“Created by Richard Rosenman for Michael Kocurek, Infosection e.K.”

http://www.3dcreativemag.com/purchase
http://www.3dcreativemag.com/purchase
http://www.3dcreativemag.com/purchase
http://www.3dcreativemag.com/purchase
http://www.3dcreativemag.com/purchase
http://www.3dcreativemag.com/purchase
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Joan of Arc
We bring you Michel Roger’s famous ‘Joan of 

Arc’ tutorial in Maya, Lightwave, C4D & XSI, 

if you are a Max user and this is new to you 

the original is free and can be found in French 

as Michel’s site http://mr2k.3dvf.net/ and in 

English at www.3dtotal.com.

 

INSPIRING 

If there has been one single tutorial that has 

educated and inspired more budding 3d artists 

than anything else, this complete step by step 

project by Michel’s must be it. 

20 page 
tutorial  

Bones & Skinning 
- Bases, Hierarchy & 
Skinning

10 page  
tutorial

8 page 
tutorial 

15 page
tutorial

stage 8

lite version
3dcreative magazine

full version only $4



by Ali Ismail

full version only $4

3dcreative magazine
lite version



In this article I’ll tr
y to show 

how the image “the deep” 

was created, and why I 

never make the effort to get 

the final render out of the 

3d program, and prefer to 

use compositing.

full version only $4

3dcreative magazine
lite version



by prashant  sadaphule

full version only $4
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Starting this month and for the next 6 months, 

we have exclusive chapters from 3DTotal.

com’s new book ‘Digital Art Masters’. The book 

is more than just an artwork book as not only 

does it feature full colour, full page images, 

each artist has described the  creation process 

in their own words, and exclusively for this 

book. This month we feature:

 

‘Hot and Dusty’ 
by Niels Sinke

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


These Shots of the book 

pages are full resolution and 

can be read by zooming in.

3DCreative readers can purchase Digital Art Masters
with a special 15% Discount. 

To claim your discount purchase the book using this link:

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

(If a security Dialogue box apears, tick ‘Remember’ then click ‘Allow’)

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

visit www.3dcreativemag.com for  full information and 
to purchase current and previous issues for only $4 US each!

Sword Master
Our new Monster tutorial series starts! 
Complete Low Poly character modeling and 
texturing in these packages:

Eve Online
We talk exclusively to Kari Gunnarsson, 
Art Director of  CCP about the huge
success of Eve Online

Interviews
Fred Bastide
Juan Siquier

Tutorials
Texturing Masterclass - Texturing a 
Scene Part 2 by Richard Tilbury
Alpine A443 Modeling Tutorial 
by Dettore Olliver Thomas

Gallery image 
‘making ofs’
Nintendo by Michael Knap
Roof Garden by Lukasz Szeflinski
Furniture Cluster by Mathias Koehler 
PLUS! - Exclusive Chapters from 3DTotal’s 
new ‘Digital Art Masters’ Artbook. 

Galleries
another 10 of the best Images from around the 
world

 
PLUS
More Articles, Industry news and Competitions. 

http://www.3dcreativemag.com/purchase
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 3DTotal would like to present their largest project to date; 

‘Digital Art Masters’. This 192 page full colour 

hardback edition book features some of the finest 3D and 2D 

artwork you can see today. However this is much more than just 

a ‘gallery’ book. Each artwork has a breakdown and overview 

of how it was created, written by the artist themselves and 

exclusively for this publication. These are not simple step by 

step tutorials, each page is full of descriptions of the thought 

procesess behind the artwork. We wanted you, the reader to 

be able to discover for yourselves how parts were created and 

in some cases recreated and improved. Maybe you can even 

discover new tips and tricks...

Email your entry to 

competitions@zoopublishing.com 

including the words ‘prize’ competition in the 

subject line. All entries received by 1st May 

2006 will be entered into a prize draw. The two 

winners will be notified by e-mail.

Rules: Zoo Publishing decision is final and there are no cash alternatives. No other 

correspondence will be entered into. Any entry that is late, illegible, incomplete or otherwise does 

not comply with the rules may be deemed invalid at the sole discretion of Zoo Publishing. Your 

details will be held on record by Zoo Publishing but will not be passed on to 3rd parties. 

We received over 170 entries to last 

months competition Here are the winners, 

congratulations to all!

Harald Zieger

Andrea Gomez Zimmer

Eric Paris

one of 3 copies of

‘Digital Art Masters’
For your chance to win one of these amazing books, simply answer this question:

Name one of the artists who’s work features on the 
cover of ‘Digital Art Masters’



www.opmjobs.com
General Enquiries: OPM Response Ltd, 15 Peartree Business Centre, Stanway, Colchester CO3 0JN  

Tel: 01206 544044  Fax: 01206 547198
Artwork copyright of Stefano Tsai

High Flyers Needed
 Worldwide Vacancies
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3DCreative Magazine Recruitment Section.

“You’ve read the articles, you’ve 
learnt from the tutorials, now 

get the Job you’ve always wanted!”

Employers! If you have a position that could be potentially 

filled by one of 3DCreative Magazine’s 20,000+ talented readers 

and would like to advertsie here then please contact: 

lynette@zoopublishing.com 

rec
ruit

men
t

http://www.vanishingpoint.biz/developerbenefits.asp
http://www.opmjobs.com
mailto:lynette@zoopublishing.com


TY the Tasmanian Tiger and the Krome Studios logo are trademarks of Krome Studios Pty, Ltd.TY the Tasmanian Tiger and the Krome Studios logo are trademarks of Krome Studios Pty, Ltd.

Are you motivated, enthusiastic and share our passion for games? We are looking for you!

Based in sunny Brisbane, Australia. Krome Studios, Australia’s largest games 
development company, can offer not only a rewarding and challenging career, but also a 

great lifestyle in a beautiful city.

We are currently developing titles for next generation consoles as well as Playstation2, 
Xbox, Nintendo GameCube, Sony PSP, GameBoy Advance, Nintendo DS and PC, and 

need experienced staff to contribute to the development of AAA titles.

With a solid track record and a bright future ahead, there’s never been a better time to 
join Krome Studios.

We are looking to recruit for the following positions:
Programmers 

Environment Artists
Prop Artists 
Animators

Applications including a Cover Letter, CV and examples of work can be sent to 
humanresources@kromestudios.com or to 

Human Resources
Krome Studios
PO Box 1639

Fortitude Valley 4006
Queensland, Australia
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recruitment

http://www.aswift.com
http://www.datascope.com
http://www.plaync.com/jobs/jobs.html
http://www.kromestudios.com
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recruitment

http://www.glasgowanimation.com
http://www.kushgames.com
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Partners

If you have a CG Community website, and 

would be interested in reselling 3dcreative  

magazine please contact 

lynette@zoopublishing.com 

3dcreative
is supported by:

Zoo Publishing is a new 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, 

reviews, 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.

www.zoopublishing.com > www.3dcreativemag.com > www.2dartistmag.com

Editor > Ben Barnes > ben@zoopublishing.com

Assistant Editor > Chris Perrins > chris@zoopublishing.com

Marketing > Lynette Clee > lynette@zoopublishing.com

Content Manager > Warin Pismoke > warin@zoopublishing.com

http://www.3dlinks.com
http://www.3dkingdom.org
http://www.3dlinks.com
http://www.3dpalace.com
http://www.3dvalley.com
http://www.3dm3.com
http://www.the123d.com
http://www.cgchannel.com
http://www.cgfocus.com
http://www.cgunderground.com
http://www.childplaystudio.com
http://www.daz3d.com
http://www.deathfall.com
http://www.kurv.com
http://www.spinquad.com
http://www.the3dstudio.com
http://www.vocanson.fr
http://www.cgdirectory.com
http://www.digitaltutors.com
http://www.max-realms.com
http://www.mediaworks.com
http://www.3dexcellence.com
http://www.3dnuts.com
http://www.3dmonkeys.com
http://www.rdv3d.com
http://www.subdivisionmodeling.com
http://www.3dtotal.com
http://www.vanishingpoint.biz
www.3d-resources.com
www.ambiguousarts.com
mailto:lynette@zoopublishing.com
http://www.zoopublishing.com
http://www.zoopublishing.com
http://www.3dcreativemag.com
http://www.cgunderground.com
mailto:ben@zoopublishing.com
mailto:chris@zoopublishing.com 
mailto:lynette@zoopublishing.com 
mailto:warin@zoopublishing.com
http://www.zoopublishing.com

