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WELCOME

to January’s issue of
3DCreative and from
the Zoo Publishing

team here we would

like to wish everyone

a Happy and prosperous 2006!

This fifth issue is packed out as usual with
regular articles and tutorials plus some new

features as detailed below, read on and enjoy

TECHNIQUES AND
TUTORIALS

Ranging from image over views such as
Rebeca Puebla’s cover feature to latest
instalments of ultra detailed series tutorials
(yes Joan Of Arc reaches stage 5 of 8 in
another whopping 58 page extra download!)
we have a lot covered. The Porsche series by
Karabo Legwaila concludes with the Interior
and Wheels and we start a new texturing
masterclass series by Richard Tilbury, this is
non software specific, cover many texturing
aspects, such as unwrapping, high & low poly

texturing, custom painting and much more.
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Written by industry experts such as Richard

especially for 3DCreative Magazine.

INSPIRATION

Two stunning portfolios are presented in

the form of interviews with J.Defontaine and
Raphael Lacoste. Read how they found their
paths in this industry whilst taking in their
fantastic imagery. Our regular gallery feature
10 of the Best’ is here showcasing the very
best of what's landed in our inboxes over the
past month. We are hoping to introduce anther
new feature next month, where the artists from
the previous months gallery give an overview

of how they made their images.

INDUSTRY

Digital Tutors give us a run down of how their
‘CG Training Company’ started, progressed
and where they are headed. Find out about
their products and how they could enhance
your skills. A52 are inspired by the winter and
detail how they created post artistic snow
effects in Francois Vogel's Lexus “Any Road”

Spot.

We have our monthly competition to win one of

several copies of 3DTotal’'s new ‘Shorts Drawer

issue005 January 2006

DVDs’ and a new recruitment section appears
near the end of the magazine with a selection

of vacancies from top studios!

Phew! After writing this is seems the magazine
is growing more and more each month, our
aim is to give you excellent value for money
and to keep your creative minds engaged with
top quality viewing or a few hours (or maybe

days!).

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. This issue

is supported by 3DKingdom, 3DLinks,
3DPalace, 3DTotal, 3DValley, 3DM3, the123D,
CGChannel, CGFocus, CGUnderground,
ChildPlayStudios, DAZ 3D, Deathfall, Kurv, 3D
Monkeys, 3DNuts, 3DExcelence, SpinQuad,
the3DStudio, Vocanson, CGDirectory, Digital
Tutors, M<ax-Realms and Mediaworks and
we look forward to lasting and successful

partnership with these CG community sites.

editorial
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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 Lid,

General Textures
A Collection of hi-res
seamless textures
covering a wide variety
of subjects including
many bonus features.
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Clean Textures
Textures which are
‘clean’ textures that
have little or no

‘aged/stressed'
elements.

Alien Organic
From the wierd and
slimey, to more subtle
toned skins, these
textures are like
nothing you have ever
seen before.

Applicatiions and software.

Sony Pictures Imageworks, Nike plus hundreds more.

Aged & Stressed
Meets the demand for
stressed, aged,
damaged and dirty
textures. Again
covering many
subjects, being hi-res,
seamless and having
many bonus features.

Sci-fi Textures

The texures range from
Exterior Spaceship
textures to decals and
Damage maps

vl2

Around the
World Vol 1

Mostly architectural
textures, derived from
original photography,

taken all over the
world.

Bases & Layers
Base textures that are
suitable for building up
layers or applying
straight to surfaces
such as stone, plaster,
concrete etc. This CD
has many bonus
features.
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Vehicle Textures
The texures range from
Tyre bump maps to cool
flame decals. Included
are .dxf meshes of some
of the more 'common’
car objects. These
include Alloy Wheels,
brake calipers, dials etc.
——
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Around the

World Vol 2

Mostly architectural
textures, derived from
original photography,

taken all over the
world.

Humans &

Creatures
Suitable for texturing
human and creatures.

The textures range
from natural, realistic
eye, skin and hair
textures to bizarre
creature skins and
eyes.
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Ancient Tribes &
Civilisations

The texures range from
Aztec, Japanese,
Medieval, Greek &
Roman, Celtic & Viking,
Egyptian, Neanderthal,
Indian & Islamic,and
African.

g
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Fantasy Textures
Mostly fantasy textures
some created from
100% original
photography and
othes hand painted by
our own texture artists.

v5

Dirt & Graffiti

Dirt masks/ maps and
graffiti. These have many
uses, the main ones being
as a mask to mix two
textures together or being
placed as a layer over an
existing texture to add in
detail and 'dirty it up'.

Trees & Plants

This DVD has trees based
on the four seasons, and
a variety of plants and
grasses and leaves with
each one with the very
own alpha map which
makes them ready to
pop into any scene.

v15-

Toon Textures
Toon and stylised
textures. The textures fall
into 'sets' hand crafted
by our artists, each set
has a continious style
throughout and contain
colour and bump maps
which range from leaves
to tiles and from wood
to windows.

Pemanent Deal from
3DTotal.com:

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

US-$641(nomally $855)
EUR-€473 (normally €630)
UK-£326 (nomally £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 3items - save 7%

Buy 4 items - save 9%

Buy 5items - save 11%

Buy 6 items - save 13%

Buy 7 items - save 15%

Buy 8items - save 17%

Buy 9items - 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%
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DOSCH DESIGN

Dosch Textures: Dosch 3D: Dosch HDRI: Chrome Dosch Textures: Dosch HDRI:
Industrial Design V3 Interior Scenes & Studio Effects V2 Construction Materials V2 Radiant Skies

J0-Objas

ol V17

Dosch HDRI: Dosch 3D: Dosch Viz-Images: Dosch 3D: Dosch 3D:
Industrial Reflections Job Poses Trees 400 Objects for VUE Cars 2005

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

Dosch 3D: Dosch 3D: Dosch 3D: Dosch Textures: Dosch 3D:
Furniture V2.2 Utility Vehicles Surrounding Skies V2 Reflection Maps V2 Garden Designer V2

Now available:

3D-Design, Animation, Visualization All books from Ballistic Publishing!

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.

Graphic Design, Desktop-Publishing, Webdesign
»Dosch LayerFX products offer a comprehensive collection of design
‘templates’ which are provided as Photoshop™ (.psd) layer images.

DOSCH DESIGN
Gotthard-Schuell-Str. 14 - 97828 Marktheidenfeld - Germany

o Fe 0375 www.doschdesign.com
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AN INTERVIEW WITH
RAPHAEL LACOSTE

Hi could you tell us a bit about yourself?
Raphael Lacoste, | was born in Paris in 1974, |
grew up for 2 years and a half in south Algeria,
after, Bordeaux, south west of France. Now

I live in Canada and work as Art director. I'll

soon be the father of a baby boy!

What first got you started in CG?

| was always looking outside the windows
when | was at school... | was a boy in the
moon (I'm still ;) | drew a lot during the
courses... finally | went to the Fine art school
of Bordeaux where | studied photo and video
in the “art and Media” option ... Fine arts were
very “conceptual - Art” oriented and | didn’t find
my way in this very closed area, very hermetic
and like the new temple for sophism... During
my studies | worked for a theatre company, |
was photographer and did also a few sound
tracks for theirs shows. When they had the
opportunity to work on “The little Prince” of St
Exupéry, they offered me to do pictures that
would be projected on a giant screen behind
the stage! | was very exited to work on this
project and did my first 3D pictures for this
show. | used the Atari TT of my father with a
script 3D software called Renderay... This is

how | learned to be patient :)

Could you explain your role as Art Director,
what do you do?

During Preproduction, | have to define the look
of the cinematic, | like this period as it is very

creative and | have time to focus on concept-
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Art.l do color keys for each sequences, find

references for modeling, textures, | work with

the matte painters to push the backgrounds to
the best quality possible in the time we have J.
| also work a lot with the directors to find good

framings, nice environments to help action.

issue005 january 2005

During production, it is different and more
stressful, | spend my day doing approvals for
modeling, textures, lighting and compositing
and can’t sit more than 5 minutes! As we work
with all separated elements even for matte

painting, we have to work a lot with the leads

interview : Raphael Lacoste



to respect as much as possible the original

direction.

You work for Ubisoft probably one of the
biggest and well known computer games
companies around today, whats it like working
for them and how does it compare to Kalisto?
It is really different also because it is a French/
Canadian company. Here we get the best
from Europe and the best from north America,
| mean that we have a lot of talents, great
concept artists and quite good management
compared to my past experiences in Europe,
It is more “realistic”, we are creating a lot of
games that are released and sells a lot. It is
not perfect but | feel like | am not working for

nothing.
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We have also very interesting licenses to work

on like Prince of Persia, King Kong, Far Cry ...

And what was it like working on the two Prince
of Persia games?

| worked on three in fact! | was Art Director on
the Game for the first One, and for the High

Rez cinematics on the second and third.

| learned a lot on “Sands of Time”, this Game
is great and we had a lot of big challenges
artistically as we had full interactivity with the
environments! Walling, rebound... You have to
put details at the right place, keep a readable

and plausible, beautiful environment.

The production was difficult, we all learned

page 9 www.3dcreativemag.com
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from this experience but | keep very good
memories. The good thing is that we sold it
well and we had an IGDA nomination for best

graphics and Art direction!

On the second one It was another challenge,
keep the feeling of the Game and push the Art
to the Next level in the Cinematics. We didn’t
work with MattePainting at this time, It was a
full 3D environments, the rhythm is very good
thanks to Felix-Etienne Rocque (director) and

Hugues Martel (storyboard Artist).

| had to find interesting moods and color

keys and did most of the environments of the
cinematics! Even if | was not doing the Art
direction on the Game, | was quite free on the
cinematics and enjoyed a lot working on this

one.

We won a best Game Trailers award with

“Warrior Within” cinematic trailer.

Regarding “The two Thrones”, it was | think the
best Cinematics Ubisoft has done for now.

| worked with my friend Director Kun

Chang who did an amazing direction on the

cinematics.

| was Art director for the cinematic studio and
was very busy for the 4 months | spent on this
project. The good thing was that we were quite
free and as we took inspiration from the game,
we also influenced them graphically a bit, and

this a good point J

We did also a lot of matte paintings, we hired 4

matte painters for this 10 minutes production.

Which area of CG do enjoy most working in?
Light, mood, composition, It is less technical, |
love to work on the picture and the feeling that

can grow from the image...
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What would be your ideal job?

Matte Painter Freelance in a hot country!

Where do you see yourself in a 10 years time?
Matte painter freelance somewhere in

Europe...

Who inspires you artistically?
| think that the best way to learn and take
inspiration Is to learn from history of art, | love

the art of Vermeer and Jean-Léon Géréme

page 11
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for example, 17th, 19th century Painters, 20th

century painter Edward Hopper ...

In Matte painting, | love the work of Michael

Pangrazio, Craig Barron and Yanick Dussault.

In photography, Gilbert Fastenaekens and his

“nocturnes”, Bernard faucon, Lynne Cohen...

What is one piece of advice you would give to

any artist looking to get into 3D?

issue005 january 2005

First, what is a good 3D artist? In my opinion,
3D is just a tool, it is like a pencil, and if you
have good basis in traditional art, you’ll be a
better 3D artist. It's like a good keyboardist, if
he has a strong background in piano, jazz and
classic, he will be a better keyboardist, even if
he plays dance music...

| think that to have a good sense of composi-
tion, lighting, a 3d artist should spend more
time taking pictures with his camera, looking

around and drawing ...

For more of Raphael Lacoste works please

visit his site:

www.raphael-lacoste.com

INTERVIEW : CHRIS PERRINS

interview : Raphael Lacoste
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Reslisabilsi-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
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without sacrificing existing hardware and software configura-
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Add SLI™ ready NVIDIA Quadro by PNY Graphics boards—and
own the ultimate 3D 64-bit workstation.
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BOXX® Technologies, Inc.
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GOOD
HAIR DAY...

T

HAIR is the first 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 such as
color, frizz, clump and specularity
let you quickly create anything
from a fashion model's hairstyle to
a furry teddy bear.

HAIR dynamics even lets you
create an animation worthy of
any shampoo commercial. Use
the collisions, 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 enormous
rendering speed and the minimal
usage of memory that allow you
to render millions of hairs 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.
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ANY ROAD

A52 REMIXES FRANCOIS VOGEL'S LEXUS “ANY ROAD” SPOT TO ADD ARTISTIC SNOW EFFECTS

ANY ROAD
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I choose ZBrush because...

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

Caroline Delen
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Over the course of the next few months we will be dealing in depth with various texturing tech-
niques that will relate to numerous topics ranging from a low poly ‘character template and scene
to a high resolution skin texture aimed at replicating the human head. The tutorials are intended
to show how texturing principals can be modified and adapted to a variety|of different approaches

and different software packages and will detail specific methods particular to each.

01 MAPPING & UNWRAPPING A HEAD January 06

Covering the principals invoved in preparing a mesh for texturing. Here we will deal with how to

go about mapping the complex geometry of a human head using a guide template and the ways
in which we can check the integrity of the mapping co-ordinates. After this we will go on to tackle
the Unwrapping stage in which the fully mapped mesh is then flattened into a wireframe template

and exported into Photoshop ready for the painting phase.

02 TEXTURING A HUMAN HEAD February & March 06

Beginning with the wireframe guide exported from the mapping section. Here we will-cover the
numerous stages concerned with painting human skin and the levels of detail required to texture
a face. The entire map will be hand painted from scratch showing you all the techniques you

need to know in order to go on and make your own version.

03 TEXTURING A SCENE 01 April & May 06

We will be using some of the techniques outlined in previous editions to texture a scene to house
our character. We shall keep the geometry simple so as to ensure its compatability with the
character and real time rendering and focus on adding the illusion of detail where none exists as

well as integrating lighting effects into the texture to add atmosphere to the scene.

04 LOW POLY CHARACTER TEXTURING June & yuly 06

Describing the ways in which a character suitable for real time rendering can-be textured using-a

single template. During the course of the tutorial we will outline approaches to.painting skin, cloth
and armour as well as details such as tattoos. We will also show how this form of texturing can be
used to describe a level of detail that is not apparent on the mesh and suggest geometry where

there is none which is certainly a valuable factor when rendering in a game environment.

issue005 January 2006 texturing masterclass
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PREPARING OUR MODEL FOR TEXTURING

MAPPING
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are a great addition to matenals | have expenenced, the

our Studio's Library Digital-Tutors products are better g PRICING
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our crew to improve the vagueness and blind instruction - ] for students
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JOAN OF ARC PART 5

We bring you Part 5 of Michel Roger’s famous
‘Joan of Arc’ tutorial in Maya, Lightwave, C4D
& X8I, 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. The community
is in debt to him and in our october issue we
interviewed the man himself! The Tutorials are

free to download for 3dcreative customers.

SOFTIMAGE | XSI

L/

!
CINEMA 4D

-y
Blightwave
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% Thie Finest 3d Model Stone
3d02.com. Commenly known
a& a high quality 2d model
store, ane of the premier stores
of digital assats offering ready
to use CG 3d models, and an

open platform allowing anists to
publish and sell their 3d models
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w = M : %

Biaas By FUUE. FaAder By Budddl Heed e



http://www.3d02.com

3DCREATIVE MAGAZINE

LITE VERSION

FULL VERSION ONLY $

A

SANGYENG

BY REBEC'A PUEBLA

This is a brief* makln QI "about my last
work “Sangyeng”.l will show some‘sam-

ples of modeled, as well as the param-

eters of render,lights and shaders
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PFORSCHE 356 .

e

25 PAGE CONCLUSION OF
THE

PORCHE 356

BY KARABO LEGWAILA
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The DVD is a collection of Independent, Student &
Commercial Studio-made Animations, As well as
- Trailers for upcoming projects.

You may have seen these
movies on the internet, but
now you can get full resolu-
tion DVD quality video and sound ver-
sions of all of them, in one sleek package.
Plus, all the stuff you haven'’t seen:, animatics, storyboards,
concept art & much more! Both DVD’s combined contain

over 50 animations and 6 hours of viewing.

5 SHORTS DRAWER 2 DISC SETS
2004 & 2005

All you have to do to be in with a chance of winning is answer the following question:

WHAT DO THE INITIALS ‘DVD’ STAND FOR?

Email your entry to We received over 170 entries to last
competitions@zoopublishing.com months competition Here are the winners,
including the words ‘Shorts Drawer’ congratulations to all!

competition in the subject line. All entries Deborah Riley, Florin Gaurilescu, C W Lewis

received by 1st November will be entered into and Sean Estes.

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
Fi_ E_ f correspondence will be entered into. Any entry that is late, illegible, incomplete or otherwise does
. ﬂ 3 = Eﬂm not comply with the rules may be deemed invalid at the sole discretion of Zoo Publishing. Your
ompetition Sponsor www.3dtotal.com details will be held on record by Zoo Publishing but will not be passed on to 3rd parties.
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NEXT MONTH £

INTERVIEWS

Rick Ramos,

Liam Kermp

Asylum3D

Disney’s Richard Thompson

TUTORIALS

Texturing Masterclass Continues with “Texturing a #
Human Head' by Richard Tilbury.

Joan of Arc - Continuing complete monthly tutorial for
Maya, Lighwave, C4D & XSI. This month part 6 : UVW
Mapping - Sword, Clothing, Armmour & Body

‘Sword Master’ by Sung-wha Jung

NEW SECTION: GALLERY
IMAGE ‘MAKING OFs

See how the Tweety & Sylvester’ and
Fumiture Cluster’ images from this months
gallleries were created.

(GALLERIES

another 10 of the best Images from
around the world.

REVIEW

New 3DSMax Plug-in ‘Ground Wiz

PLUS

Articles, Industry news and more. Also,
Competiton: Win 4 downloadable copies of
‘shade’ from e-frontier.

7 . 1N

o~

o’

y

.-'"-Illq,..'

- ‘dq:h
VISIT WWW.3DCREATIVEMAG.COM FOR FULL INFORMATION AND
TO PURCHASE CURRENT AND PREVIOUS ISSUES FOR ONLY $4 US EACH!
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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! it 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

Top Games Jobs

Wi ore ranoging all of Sony Computer Erdariginment Ewropa’s develogerani
recrgimand. Their UK phadios offer unrivolled desslioprmant foclidies ond o
creatres snvirgnmend. They cusmently howe ot il ovoidoble in London ond
Lisvrpool o work cni th rest generation of creafivly adwonced gomaes

- I;1 ihis caciH SONY Thay cwrrently require:
lon Alles Leod Artista/iut Meonogers

! ‘} #nimation Directar

Technicol Artisty (MEL Soripting)

Sanior Environamant &rtivks

' R Eancept Environment frtly

¥ and | quale fefprence S0 : Viswal FX fatlst {Mayo Portlcles/ Dynamics)

Video Processor/Edlior [Finol Cut Pro)

Coniaci Paul;
Adervateldotoso pe oo, uk

our expertise: your development

dotaitops - eoudmen! igacnlnit lor nleoacfee arfacdonman

Lomthan =44 (0] 70 TS0 018  inleiderassope.co.ul
Chicsgs 1 313 587 3020 inle@dotoscopallEi.com



http://www.3dcreativemag.com/contact.htm
http://www.aswift.com
http://www.datascopeusa.com

Riggers, SFX Artists, Lighters,
Compositors, Texture Artists and Andmators.,..

Sir Sean Connery needs you!

i i i i hald gl e mnimationoc o

LODKING FOR A REWARDING CAREER AND RELAXED
__AUSTRALIAN LIFESTYLE?

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

Based in sunny. Brisbane, Australia. Krome. Studios, “Australials largest games
development'company,.can'offernotonly:a rewar_tiinﬁ and challenging'career, butalsoa

TN TN T T [ ——

Welare currently developing titles for:nextgeneration consoles as well as Playstation2,
Xbox, Nintendo GameCubg, 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
lﬁ humanresources@kromestudios.com or to

KO »

TGS

Human Resources
Krome Studios
PO Box 1639
Fortitude Valley 4006
Queensland, Australia
-

TY the Tasmanian Tiger and the Krome Stidios fogo are trademarks of Krome Studios Ply, 11d.
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¥ Now hiring... you?

Pl Seli= 1

CUREENT OFERINGS

Safbsf 30 ChaFbrtar Adiat
Sankyr IO Envirommant Ardict
Senior Conotpt Artisds
Canoapt ArtiatE

Sanior Animiabor

To apply, please send reswme and
peel fportiales link to o lise porthsis e:
Joka-la@ncsoft.com

e . Pl SBim

Crouching Artist: Hidden Talent? opM

i, b

I\
WWW.opmjobs.com
I'i;'cnse Ltd, 15 Peartree Business Centre,

Stanway, Colchesg‘e‘: O Tel: 01206 544044 Fax: 01206 547198
Artwork Sgpyright of Rebeca Puebla Sangyeng
L=

¢

General Enquiries: Ol

recruitment



http://www.glasgowanimation.com
http://www.plaync.com
http://www.kromestudios.com
http://www.opmjobs.com

Z00 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

P U B L I S H I N G 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
PARTNERS

Assistant Editor > Chris Perrins > chris@zoopublishing.com

If you have a CG Community website, and Marketing > Kelly Payne > kelly@zoopublishing

would be interested in reselling 3dcreative

magazine please contact

kelly@zoopublishing.com

Complately mad in
evary dimansion

3dcreative
is supported by:

LG Focus 'ﬂ

Focus an Computsés Graphics 10 STupIe

CGUNDERGROUND VOI@ VIAG

batotal.com @ﬂ dPlayStudio |elEl®
QOO gdigital-tutors

predeciions

eath Srall

KSRV

S ctudios

Max-Realms.Com

Jds Max Models & Resources

1]

m,dfﬂ
Wy

i i
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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.3dexcellence.com
http://www.3dexcellence.com
http://www.3dexcellence.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

