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SwordMaster
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Welcome
Once again 

to 3DCreative 

magazine. We have 

broken all records 

this month with the 

biggest issue ever! 

As well as the usual interviews, we have the 

amazing King Kong article. 

Techniques and 
Tutorials
As usual, the Swordmaster tutorial is this 

months ‘biggie’ with part 2 - modeling the 

torso. We are into part one of the Texturing 

a Low poly character tutorial, part of the 

‘Texturing Masterclass’ series by our resident 

artist Richard Tilbury. D’Ettorre Olivier-Thomas 

flies into part 2 of his car modeling tutorial and 

we take a look at some top-class rigging from 

Adam Scott.

Inspiration
Fin d’ete hold the cover this month and rightly 

so! Go to page 13 to read all about this 

spectacular short movie.

 

Industry
Pierfilippo Siena has written a huge article on 

the past, present and future of the technology 

that went into making on of last years biggest 

blockbusters - King Kong.  See what to expect 

from the new Disney Pixar movie ‘Cars’ on 

page 22, and take a brief look at Stardust’s 

work on the latest Nike basketball commercial.

Stick with us and we promise its just gets 

better every month! Also, look out for the new 

3dcreativemag.com website as of next month.

 

About us
Zoo Publishing is a new company comprising 

of a small team here in the Midlands, UK. 

This magazine is our first project which we 

are hoping, with the support of the community, 

will build into a great resource and a highly 

anticipated monthly release. The ‘support of 

the community’ is an interesting point, where 

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

idea, the marketing and distribution of this 

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

follows the principle of traditional magazines 

that are sold on news stands and in many 

outlets, but being a digital downloadable 

mag the many established web communities 

on the net are our outlets and newsstands. 

3DCreative is supported by 3dexcellence, 

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

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

ambiguous arts, cgchannel, cgdirectory, 

cgfocus, cgunderground, childplaystudios, 

daz3d, deathfall, digitaltutors, kurv studio, 

max-realms, mediaworks, rendezvous3D, 

spinquad, subdivision, the3dstudio, thebest3d, 

vocanson & vanishingpoint.

We look forward to lasting and successful 

partnerships with these CG community sites.
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Vojislav 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 I have done 

a lot of various things from print & 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

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

Taylor Kingston
3D artist > Digital 

Illusions (DICE) 

Started out with 3D 

on Studio Max Self 

taught through high 

school, going to 

Sheridan College for tradition art, & Seneca 

College for Computer Animation where I 

switched over to Maya. Hoping to one day 

break into film, perhaps even getting into the 

directing side one day. 

taylor.kingston@sympatico.ca 

puckducker.deviantart.com

Niki Bartucci
Freelance 3d modeler,

Italy. I started 

working in the field of 

Computer Graphics in 

2000 as an illustrator 

& web designer. In 

2003 I started using 3d software such as C4D 

& later 3dSMax. That year I worked on ETROM 

- The Astral Essence, RPG video-game for 

PC, developed by PMstudios. Currently I’m 

a freelancer & specialise in commercials. I 

especially like RPG & RTS video-games.

niki@pikoandniki.com        www.pikoandniki.

Giuseppe Guglielmucci
 Freelance 3d 

modeler / Animator. 

I began to use 

computers with the 

epoch of the vic20 & 

Cinema4d was my 

1st 3d software. I started working in the field 

of CG in 1999 in commercial design. In 2003 I 

worked on ETROM - The Astral Essence, RPG 

video-game for PC, developed by PMstudios. 

Currently I’m hoping to work in the video-games 

industry & develop my own game. 

piko@pikoandniki.com      www.pikoandniki.com

Luciano Iurino
I started back in 1994 

with 3DStudio on 

MS-Dos as modeler/

texture artist. In 

2001 I co-founded 

PM Studios & I still 

work for it as Lead 3D Artist. Recently we have 

developed the videogame “ETROM – The Astral 

Essence”. I also work as freelancer for different 

magazines, web-portals, gfx & videogame 

companies. Recently I left the 3dsmax 

environment to move on XSI.

iuri@pmstudios.it
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Adel Adili
I started 3D using 

Autodesk 3dstudio  

in about 1993. At 

the moment I am a 

freelancer and I am 

more into 3D arts 

(mostly interested in modeling,FX effects,lightin

g,environment,texturing) but I am really just as 

intertested in 2D whenever I can afford the time 

I work on it. Sometimes I feel like working as a 

concept artist too.

adel@adel3d.com

www.adel3d.com

Hrvoje Rafael
3d modeler > Zagreb, 

Croatia > Student 

of aeronautics. 

Started out with CAD 

software, primarily 

with Solidworks on PC 

486 DX4.  Still occasionally use Solidworks but 

trying to learn Catia also. Currently I am using 

3D Studio Max 5 which is just a hobby for now. 

I am self thaught at it and still in a process of 

learning. It would be nice if I could, one day, 

combine my 3D and engineering skills. 

136dof@gmail.com

Would you like to contribute to 3DCreative Magazine? We are always looking out for new 
interesting artwork, artists, tutorials and more. 
Contact warin@zoopublishing.com for details.
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“Being a child I always wanted to create something; I thought 

maybe a robot, but when I became disappointed with the idea, 

I used my imagination to fulfill my dreams. Then I thought 

maybe art would be the answer. “
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Hi Adel, how are you. Could you tell our readers 

about yourself, and what first lead you down the 

3d path?

Hi there! And thank you for doing this interview, 

because it’s a good opportunity to share my 

ideas with other artists especially with your 

readers. My name is Adel 

Adili (nick name:Leda) 

and I was born in 

Iran. Being a child 

I always wanted to 

create something; 

I thought maybe 

a robot, but when I 

became disappointed 

with the idea, I used my 

imagination to 

fulfil my 

 

dreams. Then I thought maybe art would be 

the answer. So as a teenager I attended 

an art school and I tried to strengthen 

my knowledge of anatomy, perspective 

and art history, because I thought 

they were all necessary in the creation of 

artwork. So I continued my studies until I 

got my BA in Art. 

I was into painting, graphics and handicrafts 

but then I realized that they could not satisfy 

my desires and after watching such movies like 

Abyss, I was astounded by this new horizon 

ahead of me and I found that this is what I was 

looking for. Afterwards, I found out that they 

had used the 3d software program, Softimage 

to create those artwork. Unfortunately we 

couldn’t access the software until the first 

version of 3dsmax in Dos was released and by 

working with that I entered the 3d world.

So with starting off in traditional art, how did you 

find the transition from this to producing stuff on 

the computer in 3d? 

I wouldn’t call it a transition but I think traditional 

art is the preliminary step which is necessary 

for creating digital art images. For me, this has 

been the continuation of traditional art.

You’re a very 

accomplished 2d and 

3d artist, do you think 

excelling in both areas 

helps when creating 

new pieces of artwork 

whether 2d or 3d? 

Absolutely, to 

become a 

professional in 

different fields 

of 3d you’d 

Ledaadel adili

inte
rvie

w
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interview

better be an expert in 2d first. Interesting is that, 

after awhile working on 3d you’ll see the positive 

effect it has on your 2D too.

With using both 3dsmax and Maya, would 

you like to learn any other programs, like for 

instance Zbrush as this seems to be widely used 

nowadays?

I always like to try new software, provided that it 

can satisfy my needs. What I learnt from Zbrush 

is that it lets you freehand model which is good, 

but I personally think modelling isn’t like making 

something out of the clay and I would expect 

something more out of a 3d modelling tool. They should provide me with 

the opportunity to make use of the best of the model topography which I call 

‘Power of the edges’. As a model should be animated, work easily in Dynamic 

simulation and light bouncing calculation fast and easily. Thus; creating the 

edges on the model manually results in what is intended. This needs a lot of 

discussion which needs more time and I don’t think it’s appropriate now.

Do you think there are any advantages in knowing more than one program?

If the programs are alike and give you the same result I don’t think it is 

necessary to learn different programs. But, if you can afford the time, why not 

learning more!

“I was into painting, 
graphics and handicrafts 
but then I realized that 

they could not satisfy my 
desires...”
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interview

So out of the two programs, Maya and Max, 

which one do you feel more relaxed/comfortable 

using and why?

Definitely I prefer Max. But for example, 

because of some obligations like clients needs, 

if I have to do something in Maya, I’ll do it. I 

wouldn’t say Max has any priority over Maya 

but I am more comfortable with it. I think these 

are just tools and the artist can use both when 

necessary.

Which part of the whole process of creating your 

images do you enjoy the most?

Every part, like lighting, modelling, FX, rigging 

are all joyful, but the whole energy and joy 

should be in the concept. If you feel like your 

concept is what you really want, you’ll enjoy it 

and it would affect the outcome in a good way.

So do you spend a lot of time in the concept stages of your creations?

The idea of a concept may pop out of your mind in a second but sometimes 

it takes days to reach what you want and in this case it becomes kinda 

disappointing. But if you get the result soon it will be motivating and you’ll really 

enjoy starting the work.

How do you relax on your days off from being the Managing Director for your 

company, Tarahan?

Nowadays I am trying to focus on my freelancing more and I don’t want to 

involve myself in managing the company, because it mostly deals with graphics. 

Also I am in the process of starting an animation studio (Leda Studio). To tell 

you the truth everyday is both a holiday and a working day for me, cause I enjoy 

my work. I am either working on my contracts or whenever I am done with them, 

I go to my own projects. I also enjoy being with my family more nowadays.

“What I learnt from 
Zbrush is that it lets you 
freehand model which 
is good, but I personally 

think modelling is not like 
making something out of 

the clay...”
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interview

It sounds like you have a good working 

environment, how big is your company?

With the new technology and easy 

correspondence, today’s companies can be as 

big as the whole world. Now I’m working with 

a few artists around me and also I’m in touch 

with some artists from other countries.

So do you have anything planned like a short 

movie for example, when you finally get Leda 

Studio off the ground? 

Yes, a good demo reel can be a portfolio for the 

studio. I have plans on working on the Rostam 

(a hero in ancient Persia), or a story based on 

Star Olympics .

How do you feel about the importance of forums 

are to any aspiring artist out there?

Good forums are a suitable place for sharing our 

ideas and if somebody is in trouble, they can get 

hints from other artists’ comments.

“Good forums are a suitable 
place for sharing our 

ideas and if somebody is in 
trouble...”
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interview

Well it has been a pleasure talking with you, and 

I wish you all the best. One last thing before we 

finish. Could you tell us one thing that we would 

learn from you, if we where to hang around with 

you for a whole day? 

Thank you for doing the interview. If I want to 

say something as a freelancer, I would say: be 

patient and keep your clients satisfied. But some 

advice for those who want to be a good artist 

is to have a strong imagination. When working, 

try to provide the same condition as the theme 

of the project for yourself to feel the mood of it 

because you have to work with all your heart; a 

good work needs all your feelings and emotions.

Adel Adili 
adel@adel3d.com

www.adel3d.com

Interviewed By : 

chris perrins



http://www.boxxtech.com


...with the same setting and 

the same mood, we were 

going to make a film about a 

lone fisherman attacked by 

a sea monster. Little by little, 

the sea monster became a 

storm and the fisherman a 

lone woman, mostly because 

it allowed us to have a less 

story driven and action-

oriented film. I think the 

three of us are also quite 

fond of Asian cinema and 

animation, especially of those 

contemplative sequences, 

where the time seems frozen 

and you just feel like walking 

into the scenery.
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“We wanted to create a 
contemplative movie, based 
upon moods and colours 

that we had in mind. 
Somehow, we also felt like 
going against the cliché 
of most of the 3D short 

films with a lot of action 
and Hollywood effects. We 
wanted to do something 

different, a movie that 
could eventually touch 

the spectator”.

lite version
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with duber training, you will learn how to:
i n f o @ d u b e r . c z
w w w . d u b e r . c z

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

Texture Painting DVD - $27.80 USD

Postage & Handling included!
Shipping worldwide within 7 days!

10% off when purchasing all three!

model organic meshes
with perfect topology! „

map complex models
fast and effectively!

paint photorealistic
textures with ease!

“

“

“

„

„

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


After taking moviegoers magically into the realm of toys, bugs, 

monsters, fish, and superheroes, the masterful storytellers and 

technical wizards at Pixar Animation Studios (“The Incredibles,” 

“Finding Nemo,” “Monsters, Inc.”), and Academy Award®-winning 

director John Lasseter (“Toy Story,” “Toy Story 2,” “A Bug’s Life”), 

hit the road with a fast-paced comedy adventure set inside the 

world of cars.
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“...the masterful 
storytellers and technical 
wizards at Pixar Animation 

Studios, and Academy 
Award®-winning director 

John Lasseter, hit the road 
with a fast-paced comedy 
adventure set inside the 

world of cars”.

lite version
3dcreative magazine

full version only $4
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BRINGS MOTION GRAPHICS “A”-

GAME TO WEB-ONLY NIKE BRAND 

SHORT FOR R/GASTARDUST
“The creatives from R/

GA gave us the unique 

opportunity to create some 

really elegant animation 

to visually take this 

project to another level” 

lite version
3dcreative magazine

full version only $4

ind
ust

ry
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lite version
3dcreative magazine

full version only $4

“With no motion-
blur achievable 

both the Kong and 
the Skull Island 
creatures models 
seemed to ‘strobe’ 
their movements..”

(c) 2006 Imago Edizioni all right reserved www.imagonet.it translated by agreement

All images Copyright 2005 Universal Pictures
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gallery
the
Every month 10 of the best 3D digital images from around 

the world
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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.

MoGraph

 A new dimension

        for  MOTION
     GRAPHICS

http://www.maxon.net


LOW POLY CHARACTER

MODELLING
PART 1
In this chapter we will tackle painting a texture for a low-poly character 

designed for use in a real time game environment. In this instance I 

have designed a character based upon a desert nomad who will be 

only partially clothed and wear some armour elements so we can 

cover painting both clothing and human skin as well as metal. 
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LOW POLY CHARACTER

MODELLING

lite version
3dcreative magazine

full version only $4
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http://store.strata.com/redirect.asp?Click=409
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Alpine A443 
modelling an

by d’Ettorre Olivier-Thomas

lite version
3dcreative magazine

full version only $4

tuto
rial



Get 2500 $ of  
award-winning 

plugins for

http://www.characterpack.com/url/go.php?id=6
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lite version
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full version only $4
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http://www.zbrushcentral.com


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 the next eight months we 

will be covering how to build, map/unwrap and 

texture the character.

part 2: Modelling the Torso

3DSMax Version

10 Pages 

Cinema 4D Version

10 Pages 

Lightwave Version

10 Pages 

Maya Version

10 Pages 

Softimage XSI Version

10 Pages 

lite version
3dcreative magazine

full version only $4



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

visit www.2dartist.com 
to download the free ‘lite’ issue, the full issue, sub-
scription offers and to purchase back issues.
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Jean-Sebastien Rossbach

Jessy Veilleux

‘Massive Black’s’ Concept Art Workshop

Approaches to Colouring Series - General Colouring

 Creating Custom Brushes

Elements Digital Painting Series

Water Surface, Waves & Waterfalls

‘Boudicca 3060’, ‘Seheiah’, ‘Spirit Rising’ & ‘Scythe Wolf’

Galleries, Competition & more!

concept art, digital & matte painting
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Interviews
Kuang Hong

Matt Dixon
Eduardo Schaal

Tutorials
Jade Fox, Approaches to 

Colouring Series Part 1 - Soft 
Colouring, Elements Digital 

Painting Series Part 3 - Fabrics 
& Fox Fire 

Articles
Dan Wheaton talks to us about 

his work on the Prince of Persia

Making ofs
 ‘Many are calling for help in the 

silence’ & ‘V-Rex’ 

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

concept art, digital & matte painting
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http://www.zoopublishing.com
http://www.2dartistmag.com
http://www.2dartistmag.com


...This article will show you what kind of work 

methods, that I’ve used to create the image 

‘1954 Mercedes-Benz 300SL Gullwing’ (not 

a very imaginative title, I know). The whole 

project started as a means to improve my 

modeling skills and at the time, I had already a 

few years experience with CAD software and 

some with 3dsmax. So I decided to model the 

car with 3ds max 5, with the final renderings 

done with Brazil 1.0...
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gullwing954 Mercedes-Benz  300SL

lite version
3dcreative magazine

full version only $4

making of

maki
ng

 of



http://www.3dtotal.com


...This is the scene I created using 

3DTotal.com’s Total Texture CD for 

texturing. The software used includes: 

3dsmax 8, Vray Advanced, Greenworks 

Xfrog and Adobe Photoshop CS2.

I will try to concentrate on the main 

aspects of creating the scene so I hope 

you are quite familiar with the above 

software....
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lite version
3dcreative magazine

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

SUBSCRIBE 
NOW&SAVE UP 
TO 25%

 

on this already amazing value publication!12 ISSUES FOR 
THE PRICE OF 9
Subscription $36 save $12 (25%)6 ISSUES FOR 

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

Have your 3DCreative Magazine Download link deliv-

ered automatically to your inbox every month...

...and have it before anyone else!

http://www.3dcreativemag.com/purchase
http://www.3dcreativemag.com/purchase
http://www.3dcreativemag.com/purchase


we have exclusive chapters from 3DTotal.

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

is more than just an artwork book as not only 

does it feature full colour, full page images, 

each artist has described the  creation process 

in their own words, and exclusively for this 

book. This month we feature:

 

‘The Fatman’ 
by Omar Sarmiento



These Shots of the book 

pages are full resolution and 

can be read by zooming in.

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

To claim your discount purchase the book using this link:

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

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

http://www.3dtotal.com/services/shop/discount_book.asp
http://www.3dtotal.com/services/shop/discount_book.asp
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2 sets of Thomson Course Technology Books

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. Competition Sponsor www.thomson.com

Texture Art for Games & 
Other Media
Texture Art for Games and Other Media is 

a beautifully illustrated, full colour book that 

provides a practical and insightful look at the 

history, creation, and importance of texture art 

as an immersive storytelling device in 3D video 

games....  

Click title to read more about this book

Contemporary Colour: 
Theory & Use
This beautifully produced and lavishly 

illustrated introduction to contemporary colour 

offers working artists valuable insight into 

traditional colour theory while examining the 

effective use of colour in digital applications...  

Click title to read more about this book

Real-Time Cinematography 
For Games
Today’s game audiences expect Hollywood-

quality cinematography. But to produce this 

quality in games, programmers need to 

understand the traditional film principles of 

lighting, camera positioning, and motion... 

Click title to read more about this book

For your chance to win all 3 books, answer this question:
Complete The Following - Sinbad The ..........

a) Tailor
b) Soldier
c) Sailor
Email your entry to competitions@zoopublishing.com including the words ‘Thomson Books’ 

competition in the subject line. All entries received by 1st July 2006 will be entered into a prize 

draw. The two winners will be notified by e-mail. Last months Vue 5 Infinite Comp Winners were 

Roger Eberhart & Bill Bogan Congratulations.

com
pe

titio
n



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

Ice Age 2
An In depth look at the  Blue Sky 
masterpiece, plus an interview with 
Director Carlos Saldanha!

Interviews
Rich Diamant &
Richard Minh Le

Tutorials
Swordmaster Part 3 - 
Modeling the Arms & Legs. The 
complete real-time character 
creation tutorial for 3DSMax, Maya, 
Lightwave, Cinema 4D & Softimage 
XSI!

Texturing Masterclass - Low 
Poly character Texturing part 2 by 
Richard Tilbury

Alpine A443 - Part 3 of 3
car modeling tutorial by  
d’Ettorre Olivier-Thomas

Making Of’s
‘Comatules’ by Jean-
Marc Labal
‘Captain’ by Stepan 
(o)ne Grakov
‘Europa’ by Sao Lee

Digital Art 
Masters
Arabian Warrior 
Horse	
by Khalid Al-Muharraqi

Galleries
another 10 of the best Images from 
around the world.

PLUS
Articles, Industry news, 
Competitions & more!



“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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Recruitment CG Jobs

Issue 010 June 2006

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

http://www.kromestudios.com
http://www.glasgowanimation.com
http://www.datascope.co.uk
http://www.kromestudios.com
http://www.aswift.com
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CG Jobs Recruitment

Issue 010 June 2006

http://www.kromestudios.com
http://www.plaync.com/jobs/jobs.html
http://www.kushgames.com
http://www.vanishingpoint.biz/developerbenefits.asp
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Recruitment CG Jobs

Issue 010 June 2006

General Enquiries: OPM Response Ltd,  15 Peartree Business Centre, Stanway, Colchester CO3 0JN Tel: 01206 544044  Fax: 01206 547198
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www.opmjobs.com

Next-Gen
 Recruitment    
  Solutions

http://www.kromestudios.com
http://www.opmjobs.com
http://www.vanishingpoint.biz/developerbenefits.asp
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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:

Zoo Publishing is a new Company,  publishing downloadable online magazines. It is based 

in the West Midlands in the UK. Zoo currently produces two online downloadable magazines, 

3dcreative and 2dartist. Zoo’s intention is  to make each issue as full of great articles, images, 

reviews, interviews, images and tutorials as possible. If you would like more information on Zoo 

Publishing or It’s magazines, or you have a question for our staff, please use the links below.

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

Editor > Ben Barnes > ben@zoopublishing.com

Assistant Editor > Chris Perrins > chris@zoopublishing.com

Marketing > Lynette Clee > lynette@zoopublishing.com

Content Manager > Warin Pismoke > warin@zoopublishing.com

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

