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Welcome

WELCOME

to the 12th (yes! that’s
a whole year!) of 3D
Creative magazine.
We have celebrated
this in the office this
month by purchasing

an X-UFO, which can

only be described as the best way to spend a
working day without alcohol! It flies and dives
and spins in the air, powered by 4 propellers,
and as we eagerly sit here staring at the battery
charge light to go out | cant help but think

that the magazine maybe falling behind as a
result...But no! Once again we have outdone
our selves with content and we really are having
trouble seeing why anyone would buy an

other magazines...;-) Seriously, we cant thank
you enough for supporting 3DCreative and
appreciating exactly what we are trying to do.
Remember that whilst other magazines are full
of adverts and ‘press release’ articles, we are

striving to provide you with original, exclusive

content every month. And not just any old
content, we are providing you with exactly what
you have asked for in all your wonderful emails
to us here in the office. We DO read them all

| promise, and we also reply to every single
one of you to show how much we appreciate
you coming back every month to purchase

our mag. We will be seeing a slight change in
the way things work in a few months as you

will no longer have to pay to download the
magazines, just pay for an access code which
is automatically stored on your computer for
even easier purchasing! We are experiencing
a slightly overwhelming number of copies of the
mag being stored on central drives for all to see
for free etc but hopefully with your help we can
combat this to secure the future production of

our magazines.

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.

page3
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Luciano lurino
| started back in 1994
with 3DStudio on
MS-Dos as modeler/
texture artist. In

2001 | co-founded

PM Studios & I still

work for it as Lead 3D Artist. Recently we have
developed the videogame “ETROM — The Astral
Essence”. | also work as freelancer for different
magazines, web-portals, gfx and videogame
companies. Recently | left the 3dsmax

environment to move on XSI.

J/ojislav Milanovic

3D modeler, animator,

& vfx compositor,
Anigraph studio, Self
taught all-round 3D
guy, started to doodle
around in 3D about

8 years ago. In the last 5 years | have done a
lot of various things from print and TV ads to
gaming & movie graphics.Currently involved in
multimedia study & character developing for an
animated feature movie. One of my goals is to

make my own animated movie

Niki Bartucci
Freelance 3d modeler,
Italy. | started

working in the field of
Computer Graphics in

2000 as an illustrator

& web designer. In
2003 | started using 3d software such as C4D
& later 3dSMax. That year | worked on ETROM
- The Astral Essence, RPG video-game for

PC, developed by PMstudios. Currently I'm

a freelancer & specialise in commercials. |

especially like RPG & RTS video-games.

Bogdan I. Sumai

3D VFX artist lasi,
Romania. | started
back in 1999 with

3D Studio Max but in
2000 trained in Maya.

I've been a modeller
and texturer for few 3D animated movies

& two games. Also a modeller, dynamics &
particles, lights & render supervisor for many
commercials, musical video clips and industrial

presentations.

Giuseppe Guglielmucci

Freelance 3d

modeler / Animator.

| began to use
computers with the
epoch of the vic20 &
Cinema4d was my
1st 3d software. | started working in the field

of CG in 1999 in commercial design. In 2003 |
worked on ETROM - The Astral Essence, RPG
video-game for PC, developed by PMstudios.
Currently I'm hoping to work in the video-games

industry and develop my own game.
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This Months

Ali Ismail
Freelance3D modeler
& Animator. 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 & will continue to develop

his 3D skills. Examples of his customers

include "Microsoft”, “Schadler Kramer Group
Advertising” & many more. He also fully
designed the first 3D games that were released

in Jordan.

3D Artist, Forli, ITALY
| studied architecture
at the University

of Florence. One

day | was given a

computer “and love
has bloomed “, attracted by the possibility of
giving life to everything was in my mind. As a

consequence there was the passage to the

three-dimensional world.

Dave Davidson
freelance designer

/ 3d visualiser,
Derbyshre> UK |

have been a fulltime

freelancer for

Byears, before that
i was senior designer for a couple of design
companies. I've been using 3D since 3D studio
Dos v3. My main application of choice is C4d

which | have used since V5.

Richard Minh Le

3d artist, Australia.

Pencil and oil pastel
were my only tools
until | started my

Architecture degree

at RMIT, where | was

first introduced to 3dsMax and PS. My first

professional work that involved texture painting
and animation came to me in mid-2004 at SIAL
lab. I am now working full-time as a 3D artist.at

RushWright Associates.

Siku

Concept artist /
designer/comic book
author> Fresh from
Art College | worked

as an advertising

visualiser and

designer. | then moved on to comics where
my work was published for several years in
2000AD stripes under titles such as Judge

Dredd, Slaine and a strip | co-created called

Pan-African Judges.

Richard Tilbury [__lF

Have had a passion

for drawing since
being a couple of
feet tall. Studied Fine
Art and eventually
was led into the
realm of computers several years ago. My
brushes have slowly been dissolving in white
spirit since the late nineties and now alas my
graphics tablet has become their successor.
Still sketch regularly & now balance my time
between 2 & 3D although drawing will always

be closest to my heart.

lssue 012 August 2006


www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com
www.pikoandniki.com

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 at3DTotal 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
ofithe original texture collection

% B ow contains 138 individual
" Materials, comprising of over 550
individual, hand crafted texture
maps and are all fully tileable. Every
Texture now has its own unique
colour map, bump map,specular, &

-y normal map.

Whatls pew? : Total Texturesv2
original.collgction consisted of 101
materials comprising 202 individual
maps (Colour & Bump maps). This
new collgction consists of 150
materials, comprising of 600
individual maps!! (Colour, Bump,
Specular and Normal maps). Each
individual material now has a unigue
" L matching bump, specular and
normal map:

L. —Benus Maps Include dirt masks, |
shadow maps, skies/and
photos. This new imoroy on |
i of the OFigimt e
= gore versatile, broader ranging ant
larger then ever. There are53-Bonu
maps included on this DVD plus-44
- reference photos used in the
= creationof thig collection.

r— }é" ST

DVD Contents:

29 Brick Textures

23 Metal Textures
219 Miscellaneous Textures
5 Paint Textures

8 Plaster Textures
25 Stone Textures
18 Wall Textures

23 Wood Textures
15 Collections of amazing Textures 31 Dirt Masks
for fullinformation and pricing induding discounts of up to 25% visit www.3dtotal.com 7 Shadow Maps

Existing v1 owners can get the new upgrade for only $29 usd! thats for 3x more content than the original! 15 Skies



http://www.3dtotal.com




BeERTACCIN

Can you tell us a little about how Tredistudio
came about and the motivation behind its
creation?

The initial motivation was always the wish of
creating a high level project (it does not always
happen). Then there is the inspiration; for us

a good idea is a big part of a project. Another
motivation from a purely commercial point of
view is the money of course. The inspiration

is difficult to describe if you can’t explain it
yourself. Sometimes | look at an object and |
immediately have a spontaneous idea and other
times | am concentrating for hours, but | am not
able to realize anything. When | have an idea, |
try to focus it in my mind, then | sketch it with the
pencil, then | develop it adding the details. We
try to be very fond of everything we do, even the

most simple of things.

an interview with

lssue 012 August 2006
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What is your role within the company?

| founded the Tredistudio in 2000 with
Alessandro Lucchi and Cristiano Biserni

| especially work on all the 3D projects;
sometimes only at the final phase but many
times from the beginning through to the end; |

love to follow all the work phases.

‘A GOOD 3D ARTIST MUST
BE FIRST OF ALL A GOOD
DRAUGHTSMAN”

It sounds as if you are very involved in the
actual production of the work your company
produces. Is this important to you and does it
limit the number of projects you are able to take
on?

Yes to me it is important to follow all the parts
of the production, probably this means it limits
the number of projects but we prefer look at the

quality, not at the number of the works.

Where do you think Trestudio has been most
successful?

We put the same enthusiasm into all the work

we make, both large and small scale and for us it is the final quality of our

work that matters, and respecting the client’s wishes.

How many people does the studio employ and are there many dedicated
specialists amongst them such as character artists for example?

We are three partners, Andrea Bertaccini, Alessandro Lucchi and Cristiano
Biserni and a senior collaborator, Luca Berti. Each one of us has various
specializations, starting from architecture to graphics and programming.
For some projects we involve external collaborators, who often work with

us. Normally | work on the characters, texturing and lighting of a project.

What are the advantages and disadvantages of offering such a broad
spectrum of services in both 2 and 3D?

I think that the two worlds are connected; a good 3d artist must be first of
all a good draughtsman. The advantage of working in both worlds is that

our clients get a large range of products and for us it is the possibility to
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expand the knowledge about techniques and
software. The disadvantage is obviously the
working time; normally we stay in office about

10-12 hours a day.

Why do you think it is important to be good at
drawing before getting involved with 3D ?

| don’t think it is necessary but it is better if you
are a good drawer because it can help you to
visualize the final project, the right light of an
ambient or character and gives you the ability
to better understand , the shape of complex
characters or vehicles for example. All the
projects are Ideas that have to be developed
and made readable for all of us. Times ago we
used the paper, today there’s the computer, but
the capacity to pass from the Idea to the draw

has not changed.

“.INSPIRATION IS DIFFICULT TO
DESCRIBE IF YOU CAN'T EXPLAIN
IT YOURSELE”

What have been the most enjoyable projects to
work on and why?
Three Years ago we worked on a historical

Cd-rom about some 2nd world war means of

transport. It involved some animation of vehicles

such as a battleship, tank and submarine. For

this particular project we had a lot of liberty

an interview with

about the storyboard and other things like

effects, the scene and the postproduction of the

animation. It was a project that involved us a lot.

Is animation something that you would like to
do more of in the future at all in the form of say
short films?

| made a little animation of an underwater great
white shark, it is as if the cameraman is in a

cage and looks at the shark.(you can find at:

page 10

http://www.tredistudio.com/Shark.asp) | made
that for a presentation of Combustion© and
the integration with 3DS MAX®. It is a little
animation not really evolved, but in the future |

would like to make something big.

Tell us about the shark project?
It's a passion stemming from my childhood. The
white shark is for me, something that scares me

very much, but at the same time I'm attracted

lssue 012 August 2006
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an interview with
to it. My first love came from the moment | ]
watched the Spielberg movie. After that | read a
lot of books, watched lots of documentaries (my
house is full of White Shark videos) and when
| started to work in this world | said to myself,
“One day | will build something concerning the
Carcarodon carcarias”. | love that predator; |

think it is one of the most beautiful animals on

the earth, both elegant and powerful.

The Idea came to me when | saw a news article
on the television. There was a big white shark
that took a bite out of a tuna fish on the side of a
fisherman’s boat and | remember that the colour
of the shark’s skin was dark and shiny.

The skin of white shark in the water reflects

the colours of the environment, but when it
emerges from the water (the only kind of shark
that comes out of water completely), the skin
becomes dark and shiny. | modelled everything
with Edit Poly; for the water | used the Paint
modifier to draw the wave around the shark and
| used the BLOBMESH to make the bubbles in
the water. The water material is a Brazil glass
material with a 1.333 IOR and a green colour.
All the underwater effects (Ray, DOF, plancton
particle, fog etc.) are made in Combustion using
the RPF file format from 3DS MAX. The caustic
effect is a Mask on the direct light that simulates
the sun. | created the rays with the DOLLY
BLUR operator and some GLOW,; concerning
the Plancton | used the PARTICLE system

of COMBUSTION. About the two different
situations; (under and above the water) | split
the model into two parts using the water plane
and then included the lower part in the caustic
light and excluded the upper part of the shark. It
is simply two parts of the model. The rendering

took 2 hours for a 3200 x 2000 pxl.

u lssue 012 August 2006
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There are opportunities to go diving with Great
Whites of the Californian coast and also in the
waters around South Africa. Thought about
doing that at all?

Some years ago | was scared by the Height
and | did a Bungee Jumping. | think we have
to face our fears, but going in a little cage and
swimming near one of the biggest predators
of the world is a more difficult thing to do; |
hope to find courage because it will be a great

experience

Thanks for taking the time to talk to us.
Thank you for giving me the opportunity to show

me and my company.

ANDREA BERTACCINI

For more work by this artist please visit
www.tredistudio.com

or contact them at
andrea.bertaccini@tredistudio.com

Interviewed By : Rich Tilbury

an interview with

Issue 012 August 2006
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We are delighted with the Digital-Tutors
RenderMan® for Maya® Training. Containing over 3
hours of lessons and examples, it is proven to be
an invaluable resource for many artists using Ren-
derMan far the first time. As the first educational
product for RenderMan for Maya, Digital-Tutors
has set an excellent standard and we look forward
to future training initiatives together.

- Chris Ford
Business Director, Pixar RenderMan

over 3 hoursi

Introduction to RenderMan for Maya

A comprehensive guide to getting started with RenderMan for Maya

order today at www.digital-tutors.com


http://www.digital-tutors.com
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FULL VERSION ONLY $

choice

currently works with a lot of POP

companies and is also doing

a lot of product Vis work. His
ambition is to break into TV work ]I

and only time will tell...



an interview with

DAVE
DA Y 1“@@1 y

[ HAVE ALWAYS BEEN INTO ART AND

DESIGN AND WHILE | WAS WORKING AS
A HEAD CHEF [ STARTED DOING SOME

ART WORK FOR THE COMPANY | WORKED

FOR, THEN AFTER 8 YEARS+ | REALISED |
DIDN'T LIKE COOKING AND DECIDED TO
GO TO UNIVERSITY. THE MAIN REASON |
DECIDED TO DO 3D PRODUCT DESIGN IS
BECAUSE IT INVOLVES BOTH GRAPHICS/2D

AND 3D WORK SO | GET THE BEST OF

BOTH WORLDS.

TO READ WHAT ELSE DAVE DAVIDSON HAD TO SAY, BUY THE FULL ISSUE OF 3DCREATIVE MAGAZINE. AVAILABLE NOW!

www.3dcreativemag.com [ | page 15 [ | Issue 012 August 2006
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STRATA 9.0

DESIGN AT A HIGHER POWER

h% gj Ef-f"_"!f"

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.CODMNM

SHADOWS

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.

hitpfwwwsrata comcSdemo/

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


IC ANIMATIN
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Founded in 2000 Axis are one of the UK’s
leading animation specialists producing stunning
work for commercials, video games, broadcast
promo’s and series. Their work has picked up

a number of awards and nominations including
Welsh and Scottish BAFTA's, PROMAX Gold
and Silver, Roses Silver, a LEAF award and
New York Festivals Gold. We talked to jon and

Dana about the past, present and future...

3DCREATI

LITE

FULL VERSIO




IT IS AN AREA THAT AXIS ARE EXTREMELY
INTERESTED IN, WE ARE CURRENTLY
LOOKING AT A NUMBER OF FILM SCRIPTS,
RANGING IN LENGTH FROM SHORT FILMS
AND 30 MINUTE ‘'HOLIDAY SPECIALS’
THROUGH TO FULL LENGTH FEATURES.
THE LEVEL OF POTENTIAL INPUT AND
INVOLVEMENT VARIES WITHIN THOSE
PARTICULAR PROJECTS - ON SOME, WE
WILL BE ‘GUNS FOR HIRE' ON OTHERS,
WE WILL BE TAKING A MUCH MORE
INVOLVED, ACTIVE AND CREATIVE CO-
PRODUCTION ROLE, BEING INVOLVED IN
SCRIPT DEVELOPMENT, ART DIRECTING
THE LOOK AND STYLE, RIGHT THROUGH
TO FINISHED ARTICLE. WHETHER THE
COMPANY MOVES TOWARDS EXCLUSIVELY
SPECIALISING IN FEATURE FILMS IS
SOMETHING THAT ONLY TIME WILL TELL.

an interview with

-4
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TO READ WHAT ELSE AXIS ANIMATION HAD TO SAY, BUY THE FULL ISSUE OF 3DCREATIVE MAGAZINE. AVAILABLE NOW!

www.3dcreativerag.com
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Are You 3 3D ar{,ls{ﬂ

LOOKING FOR 3D MODELS, TEXTURES, TUTORIALS?

WANT TO SELL YOUR 3D RESOURCES?

Get 10% off your
order with code:
3DC947
Expires 8/31/2006

THE 3D STUDIO

www.The3dStudio.com


http://www.the3dstudio.com

3DCREATIVE MAGAZINE

LITE VERSION

FULL VERSION ONLY $4
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TRANSFURITERS

‘WITH A TWIST
STUDIO TEAMS
WITH ‘IMAGINARY
FORCES TO

DO THE HEAVY
LIFTING TO
LAUNCH
DREAMWORKS
BLOCKBUSTER
TRANSFORMERS'
THE MOVIE
TEASER TRAILER.



(ISFORMERS

WITH A TWIST RECENTLY COLLABORATED WITH IMAGINARY FORCES (IF) AND

DREAMWORKS PICTURES ON A TEASER TRAILER FOR TRANSFORMERS, THE UPCOMING
MICHAEL BAY BLOCKBUSTER ABOUT A RACE OF ALIEN ROBOTS THAT MENACES THE

EARTH. THE COMPUTER ANIMATION AND VISUAL EFFECTS STUDIO PERFORMED
CG WORK FOR A SPECTACULAR TITLE REVEAL FEATURED IN THE TRAILER WHERE :
“TRANSFORMERS” IS RENDERED AS GIANT, 3D METAL CHARACTERS FLOATING
THE CHARACTERS UNDERGO RAPID, DYNAMIC TRANSFORMATIONS, TURNI
INTO THE FILM'S RELEASE DATE, “7.4.7" AND THEN INTO THE ROBOT'S BRO
SHIELD. IMAGINARY FORCES DESIGNED, MODELED AND ANIMATED THE TITLE
WITH A TWIST HANDLED LIGHTING, TEXTURING AND RENDERING.

R
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SCiENGE
*GOLOUP

In the second part of the colour tutorial
series, | will continue to take you through
some other important concepts in the
science of colour. Due to the nature of
the subject and the relationship between
art and science, | only hope to cover the
most essential aspects of you as digital
artists. However, a further study is always

strongly recommended.



Part2

nbelGE
NGCOLOLR

TO BE ABLE TO UNDERSTAND COLOUR

TEMPERATURE, WE NEED TO LOOK THE
MOST IMPORTANT LIGHT SOURCES
KNOWN TO US - BLACKBODY RADIATORS
- A TERM WHICH WAS INTRODUCED
BY GUSTAV KERCHOFF IN 1862. ANY
OBJECT THAT FULLY ABSORBS THE
ELECTROMAGNETIC RADIATION THAT
FALLS ON IT, IS CALLED A ‘BLACKBODY'.
BLACKBODIES RADIATE EVERY POSSIBLE
WAVELENGTH OF ENERGY & ARE DIRECTLY
RELATED TO THEIR TEMPERATURE.
ANYTHING, INCLUDING THOSE NOT IN
RADIATIVE EQUILIBRIUM SUCH AS HUMAN
BODIES, BELOW 426.85 0C OR 700K ONLY
PRODUCES AN AMOUNT OF RADIATION
IN THE INFRARED REGION WHICH IS
INVISIBLE TO HUMANS.

TO READ MORE FROM THIS ARTICLE, BUY THE FULL ISSUE OF 3DCREATIVE MAGAZINE. AVAILABLE NOW!
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NEGATIVES

QUEST FOR VISUAL EFFECTS

Visual effects studio
Double Negative
turned to Autodesk
technology in order
to deliver stunning
computer-generated
imagery for the thriller
The Da Vinci Code.
From car crashes

to elaborate tombs,
Double Negative
used Autodesk
Maya 3D animation
software to realise
creative ideas for 80
of the film’s shots.
We interviewed
Steve Garrad, VFX
Producer about the

studios work...



double negatives vix

STEVE GARRAD, VISUAL EFFECTS
PRODUCER AT LONDON-BASED DOUBLE
NEGATIVE, SUMMARISED THE COMPANY'S
USE OF AUTODESK MAYA: “DOUBLE
NEGATIVE WORKED ON THE DA VINCI
CODE FOR 10 MONTHS WITH AUTODESK
MAYA SOFTWARE. THE MAYA SOFTWARE'S
3D ANIMATION, MODELLING AND
RENDERING CAPABILITIES ENABLED US TO
PRE-VISUALISE AND ENHANCE SCENES, AS
WELL AS CREATE ENTIRE SCENES IN THE
POST-PRODUCTION PROCESS. MANY OfF
THE SHOTS WE DELIVERED WOULD HAVE
BEEN IMPOSSIBLE TO CRAFT WITHOUT
MAYA.” DIRECTOR RON HOWARD'S FILM IS
BASED ON THE DA VINCI CODE NOVEL BY
DAN BROWN. THE STORY FOLLOWS THE
MAIN CHARACTERS — ROBERT LANGDON
(TOM HANKS) AND SOPHIE NEVEU
(AUDREY TAUTOU) — ON THEIR QUEST TO

DISCOVER A RELIGIOUS MYSTERY.

ET SRR
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TO READ MORE FROM THIS ARTICLE, BUY THE FULL ISSUE OF 3DCREATIVE MAGAZINE. AVAILABLE NOW!
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3% 3d02.COM
The Finest 3d Model Store

3d02.com. Commonly known as a high quality 3d model store,

one of the premier stores of digital assels offering ready to use

CG 3d models, and an open platform allowing artists to publish
and sell their 3d models online



http://www.3d02.com
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Every month 10 of th
best 3D digital image

from around the world.



This month

Gallery

THIS MONTHS GALLERY BOOST AN ARRAY

OF OUTSTANDING IMAGES FROM THE
FUNNY TO THE TECHNICALLY REALISTIC.
WE HAVE IMAGES FROM FRAN FERRIZ,

JAN KURKA, Y.SONER YURTSEVEN, IGONIN
[LYA, JONATHAN SIMARD, NEIL MACCOR-
MACK, HANI TROUDY, CESAR ALEJANDRO

MONTERO OROZCO, MIKE INEL AND

DAVID MUNOZ VELAZQUEZ.

TO SEE THE FULL SIZE IMAGES, BUY THE FULL ISSUE OF 3DCREATIVE MAGAZINE. AVAILABLE NOW!
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THE FREEDOM TO CREATE,
MORE POWER TO RENDER.

INTRODUCING

APEX

= UPE&/FX WORKSTATION

SIXTEEN CORES.

WORK ON MASSIVE SCENES
AND COMPLEX EFFECTS WITH EASE.

RENDER FRAMES FASTER THAN EVER.

STORE WORK OF ANY SIZE
ON YOUR OWN WORKSTATION.

ROCK-SOLID PERFORMANCE
WITH VFX APPLICATIONS.

LEGENDARY BOXX SUPPORT
FOR DIGITAL ARTISTS. i

1.877.871.BOKKX
www.hoxxtech.com/apexx8

BOXX and APEXX istered trad ks of BOXX Technologies, Inc.
s a I e S@ Il 0)““ e G Il . G 0 m T All oth:rretrraedgelfnirris a:?e ::g?);:yoof their re:;e!ﬁ\?egfvtne?z.
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texturing masterclass

TEXTORINR A

BEFORE WE GO THROUGH A TUTORIAL ON RULES BREAKAGE, I THINK IT BEST TO
EXAMINE A PRACTICAL APPLICATION IN AN ACTUAL DEVELOPED GAME. OUR TEST CASE
IS THE PC STRATEGY GAME, EVIL GENIUS. IS A POSTER FROM FINAL CONCEPTS OF SOME

CHARACTERS FROM THE GAME. FOR OUR TEST CASE, WE CHOSE THE POLYNESIAN NATIVE
AS A SUBJECT AND TEXTURED HIM BOTH TRADITIONALLY AND STYLISTICALLY. CHRIS
DAWSON FROM ELIXIR STUDIOS TEXTURED HIM CONVENTIONALLY WHILE | BEGAN A

SEARCH TO FIND SHADING TECHNIQUES COMPATIBLE WITH THE HIGHLY SCULPTURED

ART DECO FORM OF THE CHARACTERS.

TO READ MORE OF THIS TUTORIAL, BUY THE FULL ISSUE OF 3DCREATIVE MAGAZINE. AVAILABLE NOW!

www.3dcreativermag.com
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info@Qduber.cz
www.duber.cz

with duber training, you will learn how to:

model organic meshes
with perfect topology! .,

v

map complex models
fast and effectively!

paint photorealistic
textures with ease!

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!



http://www.duber.cz/index.php?section=training&subsection=all&filter=dfr

Normal mapping is a great way
of showing more detail on a 3D
model by simulating the way
surface detail responds to light. It
is a 2D effect so it will not change
the shape of an object, but inside
the profile outlines it can simulate
a tremendous amount of extra

detail.

ATIVE MAGAZINE

VERSION

RSION ONLY $4




Tutorial

b Mi50d Bdda

NORMAL MAPPING IS NOT NEW BUT WITH THE LATEST GRAPH-
ICS CARDS IT'S BECOME MORE AND MORE AFFORDABLE. IT'S VERY
SIMILAR TO BUMP MAPPING IN THAT THEY BOTH ACHIEVE THE
SAME EFFECT. HOWEVER, BUMP MAPPING SIMULATES VERTICAL

OFFSETS RELATIVE TO THE FACE DIRECTION IT'S PROJECTED ON,
NEW DIRECTIONS ARE A RESULT OF THE HEIGHT DIFFERENCES

BETWEEN NEIGHBORING PIXELS. NORMAL MAPPING ON THE

OTHER HAND USES COLORS TO INDICATE DIRECTIONAL OFFSETS,

MAKING IT FAR MORE EFFICIENT.

TO READ MORE OF THIS TUTORIAL, BUY THE FULL ISSUE OF 3DCREATIVE MAGAZINE. AVAILABLE NOW!

www.3dcreativemag.com B page 36 [ | Issue 012 August 2006
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Vue

Solutions for Natural
3D Environments
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Foser mode! Ampor fed anmg rencere in e 5

Toene realed andg rendered b Vo 5 Infinte

TR e i e Dok, e can push our wiork {2[,
fo the next level of organic environments! M
Sumurmi Th ke, Dvgina M Sopersarce A | BRAGTREAL
LIERI-BUEID

Viss 5 whitream for LighitWave and

Cirema 40 Pre-Aeloade Availabial VUE & FREE!

Wi Sultream i 8 utes] plug-ing

that prabies the srambess 5 For @ limited time, buy
e ranion of Ve a copyoof Vue 5 and
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this ey el L F—-"[ Ve & {'IHhEn
eading 30 it is released) for free!
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Far more information www.e-onsofftware.com/2dce
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http://www.e-onsoftware.com/3dct

Welcome to our ongoing tutorial which will
provide a step by step guide to building a low
poly character based upon a model by Seong-
Wha Jeong. Over eight months we will be
covering how to build, map/unwrap and texture

the character.

@ 3DSMax Version
14 Pages

3ds max
Cinema4D Version
14 Pages
v : :
@ Lightwave Version
'
. 14 Pages
lightwave
Maya Version
14 Pages
LOINEl Softimage XSi Version
l 12 Pages




Mercedes S-Cl lou

This is not exactly a step by step tutorial about polygon car

° °
modeling, its more of an overview of the process | use and some All |SI I IO I| i

tips that might help anyone having trouble modeling a car.

(\'.Ji
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Al ]smoil
Mercedes S-Class Millau

THIS IS NOT EXACTLY A STEP BY STEP TUTORIAL ABOUT POLYGON
CAR MODELING, ITS MORE OF AN OVERVIEW OF THE PROCESS
[ USE AND SOME TIPS THAT MIGHT HELP ANYONE HAVING
TROUBLE MODELING A CAR. ALTHOUGH | WORK ON 3DSMAX BUT
THE PROCESS AND TECHNIQUES CAN BE APPLIED TO ALL 3D APPS,
WILL IT MAY NOT APPLY FOR ONE PART ABOUT SPLINE MODELING
WHICH IS USED ONLY TO MAKE THE BASIC POLYGON MESH BUT
YOU CAN JUST CREATE THE POLYGONS, EXTRUDE THEM OR DO IT
ANY WAY YOU LIKE.

TO READ MORE OF THIS TUTORIAL, BUY THE FULL ISSUE OF 3DCREATIVE MAGAZINE. AVAILABLE NOW!
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MoGraph

MAXON's new MoGraph
module introduces motion
graphics artists to a new
dimension...

...beyond merely transitioning
from 2D to 3D. A new dimension
of unparalleled speed and
simplicity with which breathtaking
animations can be created.

MoGraph's easy to use toolset
makes it a snap to put your

ideas in motion. Objects can be
arranged and transitioned in a
myriad of ways, with astonishing
speed. They can be made to move
to the rhythm of a beat — with a
natural motion, thanks to such
automatic effects as overshoot
and inheritance, without having to
animate the objects manually!

MoGraph for CINEMA 4D is the
ideal 3D supplement for your
current MAXON software pallette.
Perfect connectivity to leading
compositing applications such as
Adobe After Effects, Apple Final
Cut Pro, Autodesk Combustion
and many more guarantees that
the look and coloration of your
project can be matched exactly.

Want to know more? Then
visit us online and download
your free Windows* or
Macintosh* demoversion at:
WWW.MAXON.NET

*MAXON Software is available for Windows
32-bit und 64-bit and for Macintosh. Macintosh
versions also available as Universal Binary for
PowerPC and Intel processors.


http://www.maxon.net
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7
We have e).(cl\#sive chapters from 3pTotal.
com’s new book «pigital A

e than justan
e full colour full

rt Masters’- The
pook is mor’ artwork book
as not only does it featur

ach artist has
r own words, and

page images, © described the
gy E
creation process in thei

exc\usively
feature:

'Other Warlds

by Rudolf Herczog


http://www.3dtotal.com/services/shop/discount_book.asp
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These Shots of the book
can be read by zodffing

3DCreative readers can purchase DIGITAL ART MAS
ith.a special 15% Discount.
To claim you 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’
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" ]
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I choose ZBrush because...

"ZBrush’s unique and
! intuitive tools allow me
o to create complex and
MNR detailed creature designs
g that couldn’t have been
achieved any other way,
as swiftly or precisely.”

Caroline Delen

ZBrushCentral.com
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ZBrush.com
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Hyper Realistic Creature Creation
b}

Creatively, facial rigging poses sever:aI chal

emoted from facial expressions and the e

is part of the appeal: “A character speaks

well as lip-synced dialogue), is an interesting ch

where a lot of times CG work falls short and we'vi en that happ

AuHoR

"""""""""""" All you have to do to be in with a chance of winning is ansm?e__itﬁ'é \
- —
N following question: \E. w

i

Rules: Zoo Publishing de here are no cash

alternatives. No other corres tered into. Any entry
that is late, illegible, incomplete s not comply with the
\

rules may be deemed invalid at the s n of Zoo Publishing.

i

Your details will be held on record by Zoo ishing but will not be

: - passed on to 3rd parties. Winners of the Rustboy Vinyl Figu&alast
T month were: Tom Snyder from USA, and Josef Oberckal fro ny.

Autg de S k - Congratulations!

Competition Sponsor www.autodesk.com

-



INTERVIEWS

Liam Kemp
Erick Miller
Tara Kuzma

TUTORIALS

Swordmaster Part 5
Modeling the Clothing and Hai

The Science of Colour
part 3 by Richard Minh Le

Texturing Master
Texturing a Cartoon & cter part 2 of 3

(GALLERIES

another 10 of the ages from around the world.

IMAGE : ERIC ER

VISIT WWW3DCREATIVEMAG.COM FOR FULL INFO N
AND TO PURCHASE CURRENT AND PREVIOUS ISSUES FOR
ONLY $4 US EACH!
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“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
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Calling Part-Time Modellers,
Teaxture Artists, UV Mappers,
h and Figure Riggers.

Want to join a dynamic
team, make some
money, and create
innovative products?

Visit us to find out more:

Top Games Jobs

Wa aia manogetg ol of Sy Compulel Enliriosnment Doiopas’s dawslopme
rmrydrmnd, Thaer UK vludea clfer urerienSed dessfiogormnd fodiltm ord a
erisrive enweonmenl. They cuiresdy Fowe o igke oeodoble o Lorsdon and

Limmrpecend o work o the e genemolion ol creatresly nodvonced gomes
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i Leod Arfisis)Ari Manogers

{ } Amimntion Direcies
B

Technicol Arvisns (MEL Scripring)

Sanler Enviranmand Artale

Congop! Enviranmaent Artis

Wiswold FX frtin (Moyo Poricley'Dynoemic)
Wideo Progessar/Editer [Tinal Cul Pra)

Camiocl Poul:
Afcro el ot G e Lo u bk

our expertise: your development

O N D - i e 0 il b o b B T N

[ —— Lendlen «&8 (0] 7 7380 6018 Imlef@daroscope.couk
2003 Chienga + | 312587 W0H  inlefdaiosepellSh com

LOOKING FOR & REWARDING CAREER AND RELANMED
AUSTRALIAK LIFESTYLE?

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 offernotonly:a rewarding and challenging career; butalsoa
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
iy

5 r(ItGII_ '

L

g

Human Resources
Krome Studios
PO Box 1639
Fortitude Valley 4006
Queensland, Australia
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Want to hit 2a home run in
the gameS industry? i
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Jdoin Mush

Games as a D

Arthat and slart

working on AAA Eitles

for the 2K Sports lneup.
Halp us it snother ane out
of the park!

PFlease send spplications ta:

ARiF: Art Directior
Kush Games

5155 Camine Raiz, Suite 200
Camaridls CA 93012

ar emall: arttalentitkushgames.com
wiwivy, Rukhgames.com

® Now hiring... you?
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