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Welcome
to the fourth issue of 3DCreative Magazine 

A digital publication for CG creatives around 

the globe. 3DCreative Magazine focuses on 

techniques, tutorials, interviews,  articles, 

project overviews and galleries. We do have 

news and reviews too but we find that these 

topics are best covered by the online news 

and CG sites that thrive on daily updates. 

Our magazine will focus on becoming more 

of a timeless resource for artists to turn to 

again and again whether you view it from your 

screen or choose to print it off.

 

This Month
Things have been very busy in the studio, 

collecting all the content for this issue and 

plannig future issues of 3DCreative, also 

planning the iminent release of our brand new 

2DArtist Magazine! look out for details coming 

soon. 20,000 have now read the 3DCreative 

September Lite and Full versions and we are 

really grateful to all of you for supporting our 

efforts to make 3dcreative so successful for 

resources, CG learning and inspiration. 

Tutorials
For those of you following the Joan of Arc 

series, this month we have the Bust Armour, 

Glove and Hair sections, which means that 

we are half way through! Our resident artist, 

Richard Tilbury, finishes his corridor series 

by instructing on adding wear and tear to the 

previous scenes. Akbar Gharabigli takes us 

through his Creature Poly Modeling and the 

final part of ‘Porsche 356’ by Karabo Legwaila 

can be found on page 37.

Interviews
We talk to  Julian J Mortimer, Student Teleki 

Raul Joshua and the two guys who make up 

Alligatoon Studios of Atomic Monsters fame, 

Franck Demollière and Laurent Davené. 

Also Riccard Linde, the Art Director behind 

the highly succesfull and genre influencing 

Battlefield series of computer game titles, talks 

to us about his work and his new book;- ‘Game 

Art : Creation, Direction & Careers’.

Recruitment
New this month is our recruitment section. 

After trying our best to think how we can help 

the community further we decided that surely if 

we just got everyone their dream job then that 

would make us the nicest people on the planet 

;-). Well, not quite everyone, but check out the 

vacancies from companies looking for talented 

artists. 

All in all, we are happy with the way 

3DCreative is growing, and we will always 

welcome comments and suggestions from our 

readers. Please contact ben@zoopublishing.

com to give your ‘two pennyworth’ (an old 

english phrase for ideas ;-) to help us continue 

to give you the magazine you want.

Thanks again to all involved with the creation 

of 3DCreative and to all of you for your 

continued support.

Ed.

Zoran Cvetkovic
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Senior Art Director of Digital Illusions CE (DICE) and  Author of the new book 

“Game Art: Creation, Direction, 
and Careers”
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travels, parties, army duty, and further art 

and media studies. Returning to reality, I 

overlooked my future job possibilities and 

concluded that games still was an expanding 

industry, part of our future. Went back to the 

roots and decided that I should dedicate life 

to what I once fell so deeply in love with, 

technical digital art. 

Riccard Linde
Senior Art Director / Author

Digital Illusions CE (DICE)

Canada Studio Size - 50 employees (approx)

Hi, could you tell us a bit about yourself? 

My first experience with CG was in 1991, 

self-taught and born in Sweden. Wrote my 

first web based 3D tutorial 1995 and won the 

3dluvr.com competition ‘enter the dragon’ 

year 2000. My game credits include the full 

series of PC’s Battlefield: BF1942, Road to 

Rome, Special Weapons, Battlefield Vietnam, 

Battlefield 2, and the newly released Battlefield 

2: Special Forces. I’m the author of the book, 

Game art: Creation, Direction and Careers 

published by Charles River Media. The last 2 

years I have given lectures at GDC and helped 

out Alias with a road. Please check out www.

riccardlinde.com for further information.

What got you to enter the Gaming industry?

I was nine, dreaming of owning a NES 

system when our family instead invested in 

a C=64. My youth was spent with the Amiga 

Demoscene, games, and digital art. The first 

real attempt to create a full game was made 

at 16 years of age. Together with four friends, 

we wrote a fantasy story and I pixilated art for 

a 2D ‘Zelda’ type game with expanded game 

play for the Amiga500. Sadly the support for 

the Amiga had started to vanish so the project 

never finished. “Computers gave me a reason 

to live, but they stole life from me”. One day 

I realized how much I had missed of life by 

eyeballing the computer screen so I swapped 

the geeky computer I lived for extensive 

Looking back five years, has the gaming 

industry changed?

Yes and no! Battlefield 1942 core team was 

very small. We were only nine artists, which 

three are still in the game industry from what 

I know. The difference is in-between large 

and small projects. Small projects gives each 

artist their own special responsibility, similar to 

larger projects, but each artist has to be more 

flexible and be able to pick up other tasks that 

needs to be done. Today, working on larger 

titles the larger projects require more structure 

and better workflows where the organizations 

are more streamlined to be able to achieve the 

very best in the industry. Game development 

can still be a fun, creative environment with 
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crazy ideas but as the projects gets larger, 

so does the risks of failure and untried ideas 

becomes fewer. The old way of sitting in a 

basement somewhere, having fun and working 

a bit when you want to is fading away. I believe 

the industry is maturing and although it is 

destroying a bit of its soul, it is becoming a 

reliable income source. After all, the people 

who grew up and work with games are no kids 

anymore; we all are or will become adults with 

responsibilities.

What is your favorite project to date? 

Battlefield Vietnam, no doubt! I have always 

had a great interest in the music and movies 

from the Vietnam era. The game was all about 

the Hollywood movie action feeling, where you 

could hear the music from the huey’s while 

fighting amongst the trees for your beliefs. 

Artistically we implemented a lot of graphic 

features new to the gaming industry at the 

time. Integrating everything together as one 

product the environment came alive and 

resulted in something more than a normal 

collection of art, code, and music put together 

into a FPS. The project did have some insane 

crunch times, yet the team spirit was high and 

I’m sure all people involved on the project will 

remember the days as good times.

Why game developing, what makes this CG 

industry so special?

There are still much to add and improve on 

in the gaming industry, both technically and 

artistically. That makes each day into an 

adventure. Let me take a real life example:

Our latest creation, BF: Special Forces: Adding 

night time to the BF series. We’ve done so 

in former BF products, but this time we had 

proper graphic support to integrate it as a 

complete visual feature, this time it is really 

dark around you. Artistically and technically 

the challenge was to get it to work together 

with the fast pace of Battlefield’s Action game 

style. Game play, performance and cheating 

had to been taken into consideration. Game 

play suffered from that it couldn’t be to dark 

as the player would get irritated when trying 

to play the game and visually it couldn’t be 

too bright as night would appear as day. We 

also had to be able to protect us from monitor 

brightness cheaters, as it’s a multiplayer 

online game. Taking all these things into 

consideration, making a game people can 

visually interact with makes each day very 

interesting. Artistically we solved this by 

implementing aperture adjustment, where the 

environment adapts your visibility dependant if 

you are in a dark or light area. Combining Nigh 

Vision, dynamic shadows, and the aperture 
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adjustment onto a large 

scale outdoor FPS battle I think we managed 

to push the boundaries for what had been 

done before. 

Working in the gaming industry, does location 

matter?

I think so, I know a few very skilled artists that 

lives in popular game cities in USA that have a 

hard time finding a job as they do not have any 

former experience, fresh from school. Starting 

in a smaller studio in a less competitive 

location, it is easier to grow and learn and 

get a portfolio. For example: Canada, On, 

London is a small town with a completely 

different competition than San Francisco. Yet 

the town has two large famous FPS studios, 

DICE Canada and Digital Extreme. Personally 

I also noticed a large change by moving from 

Europe to North America, CG communities, 

conferences and the way I can stay in contact 

with the industry people. Everything feels more 

accessible. As the CG industry is restricted 

in its job locations, it can greatly benefit the 

person looking for a job to move and try 

something at another location or country.

Your book; Game Art: What inspired you 

to write it?

The book is a gift to the artists of this 

industry. I’ve spent my whole life 

next to computers, art, and games. 

Struggled at times to learn all there 

is about game development, read so 

many overcomplicated instructions 

or verified stuff by testing myself. 

I thought, what better way to give 

something back to the industry than 

showing everyone what I know. 

The Book is the information used 

to take me where I am 

today. Project wise, writing a 

book, as the perfectionist I 

am it became more than I had 

accounted for. I planned, structured and 

executed upon the book myself. Never have I 

worked so hard and dedicated so much time 

on a single personal project, at the same 

time as having a project at work. I remember 

skimming through the first half part of the 

book as I continued writing on the second 

part, saying to myself - this will not do it at 

all! Resulting in that I sat down and rewrote 

large parts of it all a second time, rephrasing 

sentences that were unclear, removing 

unimportant sections and added more relevant 

artistic information. Being a perfectionist isn’t 

always for your own good, that’s for sure! The 

book has been received with great reviews 

and very good feedback which I’m happy for. 

It makes all the work that I put down more 

justified and me happy that artists have found 

use for the book and its content. And only in 

my wildest dreams can I imagine that someone 

one day might tell me I helped him reach his 

dream a bit quicker. 

What makes this book unique compared to 

others out there?

I wrote the book with the intention to support 

the former generation as well as the next 

generation consoles. It covers the most basic 

things to normal mapping and shaders for 

artists. The content is partly built from today’s 

PC graphic card technology, graphics that is 

being adapted into the upcoming consoles 

we’ll develop on for the next five years. But 

more so, the book was meant to work as an 

idea starter with technical content. Writing a 

book that can teach someone how express 

emotions and feelings like Dali, Picasso, and 

Pollock would be impossible, but helping the 

artists too connect one plus one should be 

possible. The Gaming industry is much more 

technical dominant and restricting than any 

other CG industry. There are always limitations 

to what the artists can do. By providing the 

artists with a visual bridge to the technical 

side the content can be understood faster 

and easier. Resulting in that the information 

becomes more available for everyone. I hope 

and believe there are a lot of traditional artists 

that if they play games could be interested in 

working in this industry if it wasn’t for all the 

technology ‘mumbo jumbo’. Hopefully the book 

can help them on the way. It is a collection 

of the knowledge gathered and used to help 

the people I work and created six AAA titles 

with. The techniques, workflows, and ideas 

are proven to work and will give structure 

to an artist work. Working with very artistic 

people I’ve noticed that they find the technical 

aspects boring or frustrating. The book shows 

the information from an artistic viewpoint and 

shows how we can maximize the quality of 

our game art. Creating art visually for games 

indeed requires an artistic touch. Making 

it work together with the game design and 

maximize the art with the technical limitations 

in mind is a completely different matter and the 

more you know of it the more integrated and 

polished will the final product become. 
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How do you the think the next five years will 

look with xbox360 and PS3?

There is no doubt that we will be able to 

create some very stunning visual content 

on the new consoles. It’s also about time, 

yesterdays consoles have become very 

restricted compared to the PC technology. 

As much as I’m looking forward to see the 

amazing particles, hair and smooth character 

and parallax displacement mapped objects 

with anti-aliasing in High definition in our 

living rooms I don’t think they will be a much 

different from the PC industry to start with. 

Some games were released for the Xbox360, 

and they look great. I think we’ll see very large 

improvements as we go along and get to know 

the systems better. Larger scenes, longer view 

distances, more effects, nicer objects and 

more details. The machines should close the 

gap between the consoles and the ongoing 

PC developments for a while. Sadly I do not 

think game play will change much. Sport 

games will most likely be the same, physics, 

particle, and more realistic clothes aside, the 

new consoles will not give us the changes we 

saw from the SNES to the Playstation. I think 

the biggest advantage is that we get a great art 

performance standard on a developer platform, 

something we can adapt our workflow and 

maximize our output towards. The PC has 

been capable of the new graphic techniques 

and high definition art for a long time but it’s 

hard to maximize the use on the techniques 

as the game always have to be backwards 

compatible with lower spec graphic cards. 

People owning the latest high-end graphic 

cards are a very small percentage of the 

gamers. 

Personal work, what do you find stimulating in 

art and CG?

I’ve been working a lot the last 5 years and 

looking back as I’ve done 3D since 15 years of 

age, I find it less stimulating to push polygons 

and move vertices for a few weeks just to get 

something that exists only when electricity 

is available. Grown to become more of an 

expressional artist I find art that doesn’t try to 

communicate anything valid to the viewer of 
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less interest. Sadly I find much of today’s 3D 

art being stiff and objective. This is not to say 

that I have abandoned 3D art, if I had more 

time I would most likely create own images in 

3D again. We cannot deny that workflows in 

ZBrush and more recent modeling tools have 

improved drastically since the beginning of 

the 3D era. At times, I wonder if 3D doesn’t 

needs to take a more expressional direction if 

we want to expand on the topic ‘art’. Agreed 

that maybe CG or 3D art never were meant to 

be used for more than just to replicate the real 

world, orches, fantasy, and un-proportional 

Characters or objective shapes? But as 

our classical painters, Raphael, Goya, and 

Rembrandt concentrating on objective motives, 

art became more expressional and less 

objective with time. I have hope in that CG will 

expand as a tool like a brush or pencil and be 

used in other ways, as the media is still young.

Where do you see yourself in a 10 years time?

As I love challenges, I hope that I can go for 

more adventurous travels and meet more 

interesting people. I have a motorcycle route 

planned out, starting through Scandinavia, 

Russia, East Europe, Middle East, through 

Africa, and then go up on the west coast of 

Europe to reach Scandinavia again. If for that 

matter I live on another continent than Europe 

at the time a similar trip through South America 

or Asia for some years would be desired. Other 

than that, ten year is a long time, starting a 

company would be interesting and possibility 

as long as I can find the right trustworthy, 

dedicated people to do so with.

Anything else you would like to tell the 

readers?

I would like to remind everyone to challenge 

themselves throughout life as it helps us 

grow as human beings and as you must have 

heard many times before: It’s all a matter of 

dedication and to put the available information 

to use. Everything in life is possible if you 

really want it to be.

/Riccard

Article By : Ben Barnes
Screenshots and art from the DICE / EA 

games with courtesy from Digital Illusions CE 

(DICE)
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Permanent Deal from 
3DTotal.com:

Buy all 15 CD's and save 
25% on individual prices -

US-$641(normally $855)
EUR-€473 (normally €630)
UK-£326 (normally £435)

Any 1 CD only $57 
(Approx. UK £29.00 / EUROPE €42.00)

Plus Savings on ANY 
3DTotal shop products

including the Shorts Drawer DVD’s, 
Training DVD’s and the Digital Art 
Masters Book:
Buy 2 items - save 5%
Buy 3 items - save 7%
Buy 4 items - save 9%
Buy 5 items - save 11%
Buy 6 items - save 13%
Buy 7 items - save 15%
Buy 8 items - save 17%
Buy 9 items - save 19%
Buy 10 items - save 20%
Buy 11 items - save 21%
Buy 12 items - save 22%
Buy 13 items - save 23%
Buy 14 items - save 24%
Buy 15 items - save 25%

15 Amazing Hi-res Texture Collections for all 2D and 3D 
Applicatiions and software. 

Covering a wide range of topics and compatible with both PC and Mac. Dont be fooleby the price, 
these are NOT lesser collections, just take a look at the large companies who use total textures:

Electronic Arts, Rockstar North, Namco co.ltd, Team 17, ESPN Star Sports, Acclaim Studios, Rare Ltd, 
Sony  Pictures Imageworks, Nike plus hundreds more.

15 Amazing Hi-res Texture Collections for all 2D and 3D 

Covering a wide range of topics and compatible with both PC and Mac. Dont be fooleby the price, 
these are NOT lesser collections, just take a look at the large companies who use total textures:

Electronic Arts, Rockstar North, Namco co.ltd, Team 17, ESPN Star Sports, Acclaim Studios, Rare Ltd, 
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DOSCH DESIGN

Dosch 3D:
Utility Vehicles

Dosch Textures:
Industrial Design V3

Dosch 3D:
Interior Scenes

Dosch HDRI: Chrome
& Studio Effects V2

Dosch Textures:
Construction Materials V2

Dosch HDRI:
Radiant Skies

Dosch HDRI:
Industrial Reflections

Dosch 3D:
Cars 2005

Dosch Viz-Images:
Trees

Dosch 3D:
400 Objects for VUE

Dosch 3D:
Job Poses

Dosch 3D:
Furniture V2.2

Dosch 3D:
Garden Designer V2

Dosch 3D:
Surrounding Skies V2

Dosch Textures:
Reflection Maps V2

3D-Design, Animation, Visualization

Graphic Design, Desktop-Publishing, Webdesign

Besides complete 3D-models and scenes Dosch 3D, Dosch Design 

products contain surface materials Dosch Textures, High Dynamic 

Range Images Dosch HDRI, as well as 2-dimensional objects for 

architectural visualizations Dosch Viz-Images.

Animated movie sequences Dosch Movie-Clips, plus quality music 

and sound effects Dosch Audio complement this product segment.

Dosch LayerFX products offer a comprehensive collection of design 
TM‘templates’ which are provided as Photoshop  (.psd) layer images.

Innovative time-savers easy to use CG products that are  and 

www.doschdesign.com

Now available:
All books from !Ballistic Publishing
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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. 

24 page 
tutorial  

Modelling the Bust 
Armour Hair and 
Gloves 

21 page  
tutorial

21 page 
tutorial 

17 page
tutorial

stage 4

lite version
3dcreative magazine

full version only $4
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“More power, more speed, 
more grace.“ That was our 
goal. Here is the result.

New light sources and settings 
(e.g. Ambient Occlusion and Area 
Lights) make even more realistic 
images possible – at speeds of 
up to four times faster than with 
CINEMA 4D R9.1. So that you can 
take full advantage of this new 
level in image quality, CINEMA 4D 
can now output images in glorious 
32 bits per channel colour depth. 
And there‘s an additional multi-
pass link to the high-end 
compositing tool Shake.

CINEMA 4D is now even easier to 
use and more effi cient. The new 
full screen mode offers you more 
workspace, and the new Content 
Browser gives you a complete 
overview of all your 3D fi les.

A particular highlight of the 
Advanced Render module is 
SKY. With just a few clicks of the 
mouse, SKY lets you create and 
animate realistic high-end
atmospheric environments, includ-
ing customizable 3D clouds.

Visit us online for more 
exciting details and to see 
what else is new in 
CINEMA 4D R9.5.

www.maxon.net

Phelia © by Jacques Pena - www.digi9.com



page 20 www.3dcreativemag.com issue004 December 2005 the corridor

corridorthe
by richard tilbury

:conclusion

lite version
3dcreative magazine

full version only $4



Feed Your
Imagination.

Poser gives
you ultimate control over
the human form. Render

your creations as photorealistic
or cartoon images,

illustrations or modern art,
movies or Flash.

Get Bonus Content 
with Purchase!

OFFER EXPIRES DECEMBER 31, 2005

www.e-frontier.com/go/3Dcreative

The Premiere 3D Figure Design
& Animation Solution

Female Figure Miki 
Poser is a trademark of e frontier America, Inc. Miki Figure sold seperately  All rights reserved.Poser is a trademark of e frontier America, Inc. Miki Figure sold seperately  All rights reserved.

What’s New?
- Breathtakingly Realistic

High Res Figures & Content
- Image Based Lighting
and Ambient Occlusion

For real-world lighting 
and soft shadows

- OpenGL Preview
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CREATURE 
POLY MODELLING by Akbar Gharabigli

lite version
3dcreative magazine

full version only $4cre
atu

re
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Porche 356
the

by Karabo Legwaila 

lite version
3dcreative magazine

full version only $4

part 3 
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10 of the Best

lite version
3dcreative magazine

full version only $4

galleries
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www.e-frontier.com 
have generously offered 4 Downloadable copies of Poser 6! 

Whether you create for print, animation or the web, there’s always 

a need to integrate the human form. Poser 6 delivers the power of 

interactive 3D figure design, offering infinite opportunities to por-

tray human diversity, form and expression. Design with the human 

form for art, illustration, animation, comics, web, print, education, 

medical, games, storyboarding, and more

Email your entry to 

competitions@zoopublishing.com 

including the words ‘Poser Download’ 

competition in the subject line. All entries 

received by 1st January 2006 will be entered 

into a prize draw. The two winners will be 

notified by e-mail.

Competition Sponsor www.e-frontier.com

All you have to do to be in with a chance of winning your own copy of Poser 6 is answer the 

following question:

4 copies of Poser 6

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. 

Which famous Rembrandt Painting
depicts an Anatomy class of 7 Students?

We received over 170 entries to last months

 competition. congratulations to all! 

The winners were

Louis Genovese, Chris lubitz, Mario Kielblock, 

Rob Deacon & Michael Worcester.

ROSE HURST

BRIAN ROLFE
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3DCreative Magazine launches the new 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: 

kelly@zoopublishing.com 

http://www.3dcreativemag.com/contact.htm
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recruitment

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
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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 > Kelly Payne > kelly@zoopublishing

Partners

If you have a CG Community website, and 

would be interested in reselling 3dcreative  

magazine please contact 

kelly@zoopublishing.com 

3dcreative
is supported by:

http://www.3dkingdom.org
http://www.3dlinks.com
http://www.3dpalace.com
http://www.3dtotal.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.zoopublishing.com
http://www.zoopublishing.com
http://www.3dcreativemag.com
http://www.cgunderground.com
http://www.cgunderground.com
http://www.zoopublishing.com
http://www.3dcreativemag.com/contact.htm
http://www.3dcreativemag.com/contact.htm

