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Read our latest interview with the talented 3D Artist, Marek Denko, and find out why he believes finding 
good reference material is the “key” to creating stunning images! ...
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Editorial
Welcome to Issue 

31!  We managed 

to track down the 

extremely talented, 

and equally busy, 

Marek Denko 

this month for an 

in-depth interview 

about his life and 

work for this issue.  

Marek’s work never 

fails to impress us, 

so have a wander 

over to page 008 

to see some of his 

work – both old and ‘hot off the press’ –  and get yourself inspired for 

some hyper realistic CG creation!  We’ve also had the great pleasure of 

catching up with Neil Maccormack, of Bearfoot Films, for this month’s 

issue, so flick to page 025 to see his fantastic sci-fi/fantasy artwork 

and read all about how he found himself in Geneva after growing up in 

little ol’ England!  Our third interview this month is with the boundary-

pushing studio, Shilo – check out page 018 to find out what these 

guys are working on now and what they’ve been up to, and how Shilo 

all came about in the first place!  Our ZBrush and Bugatti Veyron 

Tutorials are still going strong this month, and we have ourselves an 

instrument-based Making Of theme going on with some great contrast, 

with the making of an electric guitar by Alexander Nadein (page 094) 

and a classical violin by Chris Carter (page 104).  So if you too have a 

passion for music and have always fancied modelling yourself a banjo, 

bass, or even a kazoo (why not?), and setting it in a stunning/dramatic 

environment, then get stuck into these Making Ofs and try it our for 

yourself!  What’s stopping you?  Have fun, enjoy this month’s issue and 

catch you next month!  Ed.
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Setting up your PDF reader 
For optimum viewing of the magazine, it is 

recommended that you have the latest Acrobat 

Reader installed.  You can download it for free, 

here:  DOWNLOAD!   

To view the many double-page spreads featured in 2DArtist magazine, 

you can set the reader to display ‘two-up’, which will show double-

page spreads as one large landscape image: 

   

1. Open the magazine in Reader;   

2. Go to the View menu, then Page display;  

3. Select Two-up Continuous, making sure that 

Show Cover Page is also selected.

That’s it!

Get the most out of your 

Magazine!
If you’re having problems viewing the double-page spreads that we 

feature in this magazine, follow this handy little guide on how to set 

up your PDF reader!

http://www.adobe.com/products/acrobat/readstep2.html
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Contributing artists
Every month, many creative and talented artists around the world 

contribute to 3DCreative Magazine.  Here you can read all about them.  If 

you would like to be a part of 3DCreative or 2DArtist Magazines, please 

contact lynette@zoopublishing.com.

Our new car modelling tutorial series, 

Bugatti Veryon, brings a group of 

new talented artists to 3DCreative 

Magazine.  These wonderful people 

are responsible for creating our 3ds 

Max, Cinema 4D, LightWave, Maya & 

Softimage XSi content this month!

Ali Ismail 
is a 3D artist who 

has worked on 

everything from 

Hollywood movies to 

TV commercials to 

games.  He started out 

by doing the first 3D 

games in Jordan, then freelanced to clients such 

as Microsoft and VW, and has also worked for 

ILM on projects such as Indiana Jones and the 

Kingdom of the Crystal Skull whilst at Lucasfilm 

Animation Singapore. 

http://www.aliismail.com/          ali@aliismail.com

Emlyn 
Davies  
is a 27 year old 

freelance 3D artist, 

based in Birmingham, 

UK.  He has four years 

experience in Cinema 

4D and has freelanced 

mainly at Cadbury as a 3D consultant for most 

of his professional career.  Passionate about all 

things 3D, he constantly strives to develop his 

expertise and blur the boundaries between the 

real and the digital world.

http://www.cr8ivity.co.uk     info@cr8ivity.co.uk

Krisztián 
Szeibold  

is a 3D Artist living in 

Budapest, Hungary.  

In 2000, he started 

using 3D software 

such as 3D Studio 

R4, and later 3ds 

Max and Maya.  He’s currently working as a 3D 

Artist on post-productions and commercials with 

Softimage XSI and Fusion.  He hopes that he’s 

going to be able to work on feature films in the 

future.  

http://www.oryon.extra.hu/  

szkoryon@gmail.com

Craig A. 
Clark 
Having worked on 

a wide range of 

projects, including 

games (Powerdrome, 

8 Days, and 

Motorstorm), music 

videos (Muse: Sing for Absolution) and feature 

films (Goal 2, Harry Potter, Underdog, and The 

Golden Compass), Craig has a broad range 

of experience.  Throw in commercials/product 

visualisations and the range is greater still! 

http://www.f-nine.co.uk       caclark@f-nine.co.uk

Andrew 
Hobson 
has been using 3D 

software for about 

4-5 years, mainly as 

a hobby, and enjoys 

developing his skills 

through various 

tutorials and courses.  He’s most proficient at 

modelling, especially vehicles, but is looking 

to develop his organic modelling, particularly 

humans/fantasy figures.  He would love to work 

in the film or games industry (especially on the 

Nintendo Wii) so he can further develop his 

skills.                     andrewhobson2@gmail.com
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Carlos 
Ortega is a 

26-year old graphic 

designer and has 

been working in 3D for 

about 4 years.  He’s 

currently working in 

the TV department of 

Guanajuato University doing graphic design and 

3D animation for TV spots and documentaries.  

He’s also a multimedia freelancer and a 

shortfilm hobbyist with a production house called 

TG Productions.       http://www.zigrafus.com.mx

strogg_tank@hotmail.com

Chris 
Carter joined 

the US Air Force in 

2000, and discovered 

3D two years ago 

when he was assigned 

to the 367TRSS at Hill 

Air Force Base, Utah, 

where they make e-learning titles.  He’s also in 

college earning his Computer Science degree.  

He enjoys spending every free moment working 

with 3ds Max and ZBrush.  He also toys with 

Maya and XSI and wants to one day model for 

films and games.            cg.carter@comcast.net

Jirka  
Šiška began 

playing with 3D at 

high school, and now 

studies Architecture 

in Prague.  At the 

moment he’s just 

a hobbyist, but he 

hopes to one day work in the film industry.  His 

main skill is modelling, but he’s also currently 

developing his skills in rigging and animation.  

He really enjoys, and is enchanted by, the 

capabilities of today’s computer art.   

jirka_siska@yahoo.com

Wayne
Robson is 

a very successful 

freelance digital 

sculptor living in 

Durham, England.   

Wayne is currently 

dividing his time 

between work on an upcoming creature 

documentary and his upcoming extensive book 

on ZBrush for Wordware publishing.  Wayne’s 

best selling DVDs on ZBrush and Mudbox are 

available through Kurv Studios. 

http://www.dashdotslash.net 

wayne@dashdotslash.net

Would You Like to Contribute to 
3DCreative or 2DArtist Magazine?

We are always looking for tutorial artists, gallery submissions, potential 

interviewees, Making Of writers and more.  For more information, send a 

link to your work here: lynette@zoopublishing.com

Alo 
Álvarez  
has been a 3D 

freelancer since 2004, 

mainly working with 

advertisements and 

video-games.  He’s 

also worked in studios 

for cinema and TV production.  Self-taught, he 

began playing with 3D at 14 using 3D Studio 3.0 

under MS-DOS.  His professional ambition is 

animation cinema, but as a personal expression 

he likes working on conceptual images that 

transmit feelings and thoughts. 

www.aloalvarez.com    contact@aloalvarez.com
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our future is under

Keep 3DCreative’s head above water!!!!
HELP!!!!

3DCreative is in danger of becoming obsolete… but you can save us!  Yes, you!!  You can help us by making sure that you buy our 

magazines rather than downloading them for free from dodgy sites, and by not distributing them to friends, co-workers and family!  Let 

‘em buy their own – they’re only $4.50 after all, which is what, the price of a beer?  And let’s face it: this mag is much tastier, mmmm 

mmmm mmmm!!!!

Seriously: don’t be tempted by the pirates!!  We’ve already lost one metaphorical eye - don’t let us lose both or we won’t be able to create 

these content-packed mags for you anymore.  And who wants that?  Not us, that’s for sure!

Every £, $ or € that we make from 3DCreative sales go straight back into investing quality content for the mag – yep, all of it!  We’re a 

small company and these mags are not made for profit.  Who are we making these mags for?  You!!  So help us by spreading the word 

and we’ll continue to bring you 3D goodness for years to come.  Don’t help?  And, well… pirates are mean, huh?

http://www.3dcreativemag.com
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It’s hard to be interested in CG and not have seen any works by Marek Denko. His images are 

sought-after in the many CG galleries on the net, often being listed at the top of the ‘most viewed’ 

rankings. Being incredibly busy with his freelance work, he still helps the community with his ‘making 

of’ tutorials and (if pestered enough) will even provide an interview...

“For me personally, 
photographic 
references are a really 
important starting 
point when i’m creating 
my images.”
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Marek Denko Interview

Hi Marek, thanks for your time. Can we start 

with just a quick introduction and a bit about 

yourself for the readers please.

My name is Marek Denko. I was born in 

1980 in a small town in the central part of the 

Slovak Republic. I’ve been interested in many 

different forms of art since I was a child, when 

I did painting, drawing, played the guitar and 

even tried to compose music. When I was 

attending high school in the historic city of 

Banska Stiavnica, my mother bought me my 

first personal computer and it wasn’t long before 

I started to discover the secrets of computer 

graphics. 

I went on to study at Brno University of 

Technology in the Czech Republic and after I 

graduated, I started to work with Jan Rybar’s 

Imagesfx. This was followed by a move to Italy, 

where I worked on the CG movie Dear Anne, 

http://www.3dcreativemag.com


page 10www.3dcreativemag.com Issue 031 March 2008

Interview Marek Denko

The Gift of Hope. After my son was born, I decided to work as a freelancer 

from home, so that I could see him grow up and spend more time with my 

family - which is what I’m still doing now. 

What are the main differences coming from studio work to working from 

home? In terms of finances, motivation and self-discipline?

I get to spend more time with my family. I get to decide what I work on 

and how much time I spend on what. I’m being careful with my schedule, 

looking for freelance work etc. Everything has positive and negative 

sides... Nothing is just black or white, but for now I’m happy at home. 

Maybe in two months I’ll be somewhere in the studio with lot of people 

around... who knows.

You have so many great images chosen for so many books, galleries and 

awards. Which ones really stand out for you and why? 

Thank you. It’s not an easy question to answer, to be honest. Each of my 

images is connected to a particular time in my life, so each one is special 

in some way. But if you really force me to choose one, it would be ‘Street 

of Memories’. I put more from my personal life into this one than people 

realise. It contains lots of elements that reflect times and places from my 

life.

.

So would you say your personal gallery is almost a way of expressing a 

diary of things that have happened in your life?

Some of them, yes, but I wouldn’t call it a “diary”. When I look at my 

http://www.3dcreativemag.com


Interview Marek Denko
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images I know exactly what I was doing at the 

time when I was creating them; I know where 

I lived, what music I was listening to, what 

projects we were working on at the studio etc. 

What has been your greatest artistic 

achievement in your life so far?

My little son of course! You know, I never 

think that way... artistic achievement.. I really 

don’t know what to say. If you ask me about 

my carear achievement it would be that I was 

chosen as Autodesk 3ds Max Master 2007. It 

was a really great honour for me.

You seem to enjoy recreating beautiful lighting 

to great effect, such as dramatic skies and rich 

sunsets. Can you tell us some of your secrets in 

producing these and what software you favour 

for your lighting work? 

Most of these dramatic sky and sunset looks are 

done in postproduction when I’m playing with 

images in Photoshop or Fusion or wherever. 

There are really no secrets about it, I just take 

one colour corrector and play with colours, then 

I take another one, another, two more and then 

it’s done. I end up with 15 layers of corrections!

Yes I see, but do you have to make the initial 

render with the final result in mind? Or can you 

really change the whole look of the image in 

post if you want to?

Usually I know from the start what look I’d like 

to have at the end, but I also know what it’s 

possible to do with images in postproduction. 

Someone can ask me: “But why are you putting 

so much detail into your models even when they 

are in the background”.  My answer to that is: 

“Because I want them to be detailed”. I’m using 

my models in other professional projects and 

sometimes I just don’t know exactly where an 

object will be placed. I just know that I want it 

there. 

Can you tell us a bit about how photography 

plays a part in your CG? Does it help you in 

general with things like perfecting compositions?

I use a lot of photographs as references. For me 

personally, photographic references are a really 

important starting point when I’m creating my 

http://www.3dcreativemag.com
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Marek Denko Interview

images. Usually I spend several hours searching 

through the internet and my photo library, 

trying to find the best references. If it’s needed, 

I’ll often just go outside to take new pictures. 

I never underestimate this part of work. In 

reference photos you can find lots of interesting 

details that are harder to realise if you don’t see 

them directly. They’re also very helpful when it 

comes to modelling, texturing and shading.

We always seem to ask the question ‘what 

advice do you have for our student readers?’ 

but I would like to ask you if you have any 

recommendations for things art students should 

NOT do!? 

They shouldn’t be spending whole days on 

some CG forum asking questions. They should 

use their own resources, really think about what 

their struggling with and do their own research 

to find the solutions to their problems. 

However in the end I’m not a teacher or 

someone who is in position to lead someone. 

Everyone is different and that’s what makes the 

wonderful world of art so interesting!

http://www.3dcreativemag.com


Marek Denko
For more work by this artist please visit:

http://marekdenko.net

Or contact them at:

marek.denko@gmail.com

Interviewed by: Tom Greenway

http://marekdenko.net
mailto:marek.denko@gmail.com
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Intel, the Intel logo, Xeon, and Xeon Inside are trademarks 
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10200
Render Farm Series

INTRODUCING THE NEW

HARNESS THE POWER

IT’S ABOUT YOUR CREATIVE BUSINESS

FASTEST RENDERING PERFORMANCE

TO BLAZE PAST YOUR DEADLINES

INDUSTRY-LEADING DENSITY IDEAL

FOR CREATIVE ENVIRONMENTS

HIGHLY SCALABLE DESIGN TO

MATCH YOUR RENDERING NEEDS

1.877.877.BOXX
OUTSIDE THE US 1.512.835.0400

CALL A BOXX SALES CONSULTANT TODAY TO CONFIGURE

A BOXX RENDER FARM FOR YOUR STUDIO.

http://www.boxxtech.com/Products/renderfarm/Renderfarm_Overview.asp


for more products in our range visit http://www.3dtotal.com/shop

: volume 2

Philip Straub�

Jonny Duddle

Alessandro Baldasseroni

Benita Winckler

Fred Bastide

James Busb�y

Marek Denco

Patrick Beaulieu

Jonathan Simard

Buy the b�ook to see just 
how they create their 

incredib�le imagery!���
Hardb�ack 21.6cm x 27.9cm in size

288 Full Colour premium paper pages

Features 58 of the finest digital 
2d and 3d artists working in 
the indusrty today, from the 

likes of: 

Availab�le Now Only!���
UK - £32 USD - $64 EUR - €49

http://www.3dtotal.com/damv2


Shilo’s daring band of 

directors, designers, 

and artists strive to 

push the boundaries 

of contemporary 

commercial

production, and 

strike a nerve in an 

increasingly numb 

audience. Co-founded 

by Jose Gomez and 

Andre Stringer, Shilo 

is distinguished by its 

passion for “design-

infused storytelling”.

“We tend to think 
of ourselves as not 
necessarily having 
a specific style, 
per se. We strive 
for creativity 
and excellent 
execution.  We 
think those 
qualities are 
definitely 
shared in our 
body of work”
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Driven by his passion 

for 3D has lead Neil 

Maccormack to set up 

BearFootStudios and 

become a freelance 3D 

artist in Geneva. We chat 

with Neil about why he 

left sunny old England 

to bask in the beauty of 

Geneva and we find out 

what has lead him to 

becoming the artist he is 

today.  

“…texturing is 
something I enjoy the 
most as it gives me the 
opportunity to paint 
in Photoshop which 
is something I really 
enjoy…”
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http://modo3d.click-url.com/EMT/go/mdo0020000072emt/direct/01/


This month, we have asked 3D artists from a 

variety of backgrounds and locations around the 

world:

When you’re running 
low on motivation, 

what can fire you up?

Here’s what they said...

“I like to simply lie 
down in the 

afternoon and 
drift into a very 

shallow sleep 
where I’ll let 

thoughts 
and ideas 

interweave 
of their 

own 
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http://cgoverdrive.com


Method collaborates 

with Director Kinka 

Usher on Bridgestone 

Super-Bowl Spots via 

the Richards Group

“ ‘Scream’ presents 
Chester, a chubby little 
squirrel who ventures 

out onto a quiet 
country road in pursuit 

of a prized acorn”
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http://www.thegnomonworkshop.com


Axis and Codemasters 

take pole position with 

there stunning new 

trailer for rejuvenated 

Race Driver series.

“‘Race Driver has been a 
massive franchise for 
Codemasters and GRID 
is a reinvigoration for 
the series...”
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Introduction:
Michel Roger’s famous ‘Joan of Arc’ 
tutorial re-written for Maya by Taylor 
Kingston, Cinema 4D by Giuseppe 

Guglielmucci & Nikki Bartucci, 
Lightwave by Vojislav Milanovich and 

Softimage by Luciano Iurino and 
3DCreative Magazine.com.

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.

for more products in our range visit http://www.3dtotal.com/shop

These 120 plus page, Downloadable PDF’s are 
designed for ease of use to help beginners and 
intermediate level of artist alike in the creation 
of a female character. The tutorial takes you 
through the process of modelling, texturing and 
mapping to finally adding bones.
Chapter 1: Modeling of the Body
                 - Body
Chapter 2: Modeling of the Head 
                 - Head, Ear & Assembly
Chapter 3: Modeling of the Accessories 
                 - The Sword & Armour Legs
Chapter 4: Modeling of the Accessories 
                 - Armour Bust, Hair & Glove
Chapter 5: Modeling of the Accessories 
                 - Accessories & UVW Mapping
Chapter 6: UVW Mapping 
                 - Sword, Clothing, Armour & Body
Chapter 7: Texturing & Hair 
                 - Eyes, Skin & Hair 
Chapter 8: Bones & Skinning 
                 - Bases, Hierarchy & Skinning
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This Month we Feature:

Pedro Conti

Chris Wilson

Simon Reeves

Mario Nogueira

NoX

Miroslav Hundak

Alberto Trujillo

Romain Gouzenne

Vivek Ram

Ziv Qual
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In Association with

Stylised Animal challenge

In Association with

Dragon

3DCreative Magazine introduces the 

‘Challenge’ section of the mag.  Every 

month we will run these challenges, 

available for anyone to enter for prizes and 

goodies from the www.3dtotal.com shop, 

and also for the chance to be featured in 

this very magazine!  The 2D challenge runs 

in the ConceptArt.org forums, and the 3D 

challenge runs in the Threedy.com forums.  

Here we will display the winners from 

the previous month’s challenge, and the 

Making Ofs from the month before that...

(c)iStockphoto.com/Maks Dezman
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this very magazine!  The 2D challenge runs 

in the ConceptArt.org forums, and the 3D 

challenge runs in the Threedy.com forums.  

Here we will display the winners from 

the previous month’s challenge, and the 

Making Ofs from the month before that...

(c)iStockphoto.com/Maks Dezman

http://www.3dcreativemag.com
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Over the course of the next seven months 

we shall be running an in depth tutorial on 

how to go about creating the amazing Bugatti 

Veyron.  The series will cover an in depth and 

comprehensive guide to modelling the car 

from start to finish and will focus on the key 

techniques and stages invloved in building the 

chassis as well as details such as the windows, 

lights, vents, petrol caps and engine parts etc. 

We will then move on to creating the wheels 

including tyres and hubcaps before going on to 

building and incorporating an interior, namely 

the dashboard and seating. The series will 

proceed with a section on creating and applying 

materials for the numerous parts of the car 

such as the paintwork, chrome, rubber and 

glass before concluding with a tutorial devoted 

to setting the scene for a finished render.  This 

final part will cover the importance of a good 

lighting rig and light parameters, as well as the 

importance of a camera and the integral part 

that the rendering settings play in showcasing 

the model for a portfolio.

3DSMax Version

Page 117

Cinema4D Version

Page 139

Lightwave Version

Coming Mid Month

Maya Version

Page 169

Softimage XSi Version

Page 187

This Month : 

Modelling the Chassis: 
PArt 3 - Lights, Radiator 

Grill  & Vents

Bugatti Veyron
car modelling series
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ATSEGAMI

ANDERSSON TECHNOLOGIES LLC
For more information and free demo:

http://www.ssontech.com
Fourth year in the market, 

serving VFX artists in over 40 countries

SynthEyes 2007
3-D Camera Tracking Software

Now with

BILIZ ATION

$399
“2D at FUEL used SynthEyes for a few especially gnarly 
shots during Charlotte's Web. For $399 and a couple of 
hours invested in the docs, our compositors can solve a 
camera for almost any shot. SynthEyes is smoking fast, 
easy to understand and the support is phenomenal.” 

— Sam Cole, FUEL   

"I used SynthEyes exclusively while working on Pan's 
Labyrinth, and the CG Supervisor was continually amazed 
at how I was blowing their deadlines clean out of the water.  
I used the zero-weight points to model many surfaces 
which needed to be very accurate, so that a 3-D stick bug 
could walk across them.” — Scott Krehbiel

See the website for more details on 
SynthEyes’s amazing feature list.

25+ Exporters included standard.

PC/PC 64-Bit/Intel Mac/PowerPC Mac

Other recent credits: Apocalypto, Bridge to 
Terabithia, Casino Royale, Deja Vu, Next,
Pirates of the Caribbean: Dead Man’s Chest, 
Pursuit of Happyness, Spiderman 3, Zodiac

Maybe you are shooting hand-held, and need a more professional look. Maybe you are using other stabili-
zation software, but are tired of limited functionality, poor tracking, or strange geometric distortions in the 
results. We’ve got the cure!

SynthEyes now includes an awesome image stabilizing system, based on SynthEyes’s famously fast and 
accurate tracking. Integrating auto-tracking and stabilization makes for a terrifically fast workflow, and 
means we can do all the sophisticated things to produce the highest-quality images possible. We added 
the flexibility to nail shots in place, but also to stabilize traveling shots. Then, piled on a full set of controls 
so you can direct the stabilization: to change shot framing, add life, or minimize the impact of big bumps 
in the footage. Since you’ve got other things to do, we multi-threaded it for outstanding performance on 
modern multi-core processors. 

We didn’t forget about pure camera tracking either. SynthEyes 2007½ adds single-frame alignment for 
nodal tripod and lock-off shots; a way to add many accurate trackers after an initial solve, for mesh build-
ing; a way to coalesce co-located trackers, perfect for green-screen tracking; and about 50 other things. 

One thing we didn’t change—our incredible price:

½

I A EM G ST A

http://www.ssontech.com/


We must apologise to the readers of Jae Ham’s 

‘General Tips and Techniques for Animation’

tutorial series, as we are unable to bring to you 

the second part of the series this month.  We are 

working on getting this tutorial back on track in 

an up-coming issue, so please bear with us and 

we will endeavour to get it for you as soon as 

possible!  Thanks for your understanding.  Ed.



“When moving areas 
such as limbs and 
other body parts, it’s 
always best to use long 
flowing movements 
with your mouse”

For all of you out there 

who have heard of, 

but are unfamiliar with, 

ZBrush then this new 

7 part tutorial series 

by Wayne Robon is 

for you. The Total 

Beginner’s Guide to 

ZBrush is an excellent 

starting point to get 

you into the world of 

ZBrushing
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The Programs

The Leader

Antz Mission Impossible II.

The Process

The Results

Transformers The Golden Compass
Harry Potter: Order of the Phoenix Happy Feet
Ice Age: The Meltdown Lost Family Guy
Battlestar Galactica

The Next Step

Animation
Imagination

VFS_Animation_3DCreative2DArtist.pdf   1/17/08   1:40:00 PM

http://www.vfs.com/animationvfx


“When I started this 
project, I didn’t have an 
exact concept for what 
the final image would 
look like. I only had 
a rough vision in my 
mind”

Chris Carter takes us 

through an in-depth 

look at how he went 

about creating his 

scene.
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Zoo Publishing presents the new issue of 2dartist
magazine a downloadable monthly magazine for 
concept art, digital & matte painting for only $4.50US

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

http://www.2dartistmag.com


“When I do a project, I 
typically do it to learn 
something and try to 
end up with something 
cool all at once.”
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image : Marek Denko

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

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

6 ISSUES 
FOR THE 
PRICE OF 5$20 save $4 (16%)
Have your 3DCreative Magazine Download link delivered automatically to your inbox every month...and have it before anyone else!
www.3dcreativemag.com

http://www.3dcreativemag.com/


“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 

mailto:lynette@zoopublishing.com 
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TY the Tasmanian Tiger and the Krome Studios logo are trademarks of Krome Studios Pty, Ltd. © 2006 Universal Interactive, Inc. Spyro and related 
characters are™ and © Universal Interactive, Inc. All other trademarks are the property of their respective owners. All Rights Reserved.

Krome Studios is Australia’s largest 
game development studio. We now 
boast 4 project teams, over 200 talented 
people and an increasing presence in the 
worldwide game development industry.

We are always looking for talented and 
experienced game developers to join 
our teams. 

If you share our passion for games 
and would like to work on high 
profile titles in conjunction with 
the top 5 publishers in the world. 
– We want to hear from you!

For more information on available 
positions and how to apply 
please visit our website:

www.kromestudios.com

http://www.3dcreativemag.com
http://www.3dcreativemag.com
http://www.datascope.co.uk
http://www.vanishingpoint.biz/3dcreativefeb08.asp
http://www.kromestudios.com
mailto:recruitment@cityscape3d.com
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Give yourself a flying start
As a specialist recruiter to the video games and interactive entertainment
market, Aardvark Swift are committed to help you find your dream job.

Established in 1989, Aardvark Swift is the UK’s longest
established interactive entertainment recruitment
consultancy.  The market leader in the video games
industry, Aardvark specialises in finding the best in
industry talent in a vast range of creative roles for both the
console and mobile games markets.

Whether you are an Artist, Animator, Designer or Producer,
we have the perfect role available for you in what is a fast-
paced and exciting industry. We have roles both in the UK
and abroad (as far a field as Australia!), so if you are looking
for your next exciting challenge, and want to enjoy an
excellent salary, benefits and work environment, give us a
call and we’ll be more than happy to help you out!

Web www.aswift.com   Tel 01709 876877  
Aardvark Swift Recruitment Silicon House, Farfield Park, 
Rotherham, South Yorkshire S63 5DB

http://www.3dcreativemag.com
http://www.3dcreativemag.com
http://www.plaync.com/jobs/jobs.html
http://www.kushgames.com
http://www.3djobs.ca
http://www.aswift.com
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General Enquiries: OPM Response Ltd,  15 Peartree Business Centre, 
Stanway, Colchester CO3 0JN Tel: 01206 544044  Fax: 01206 547198

Artwork copyright of Rebeca Puebla Sangyeng

www.opmjobs.com

Crouching Artist: 
         Hidden Talent?

Would you like to advertise your jobs here 
for free?  

Contact : lynette@zoopublishing.com

Nest Egg Studios Inc. has an online work 
environment that promotes diversity,  
embraces change and is looking for those
that understand the risk in working in an 
 “startup” environment, able to exude 
unnerving commitment to the quality 
ddevelopment of its products.  

We are on a fast track within the game 
industry and are seeking highly skilled 
individuals to take us even further. 

So if you are looking to get your 
“foot in the door”, or are a professional 
wanting to  support a “independent studio”, 
and aand are a  highly motivated individual that 
welcomes new challenges  . . . . .

We have your next GREAT OPPORTUNITY!

CURRENT OPENINGS:
• Storyboard Artist
• Character / Creature Concept Artist
• Architectural Concept Artist
• Environment Concept Artist
• Texture Artist
•• User Interface Artist
• Layout Artist
• Graphic Artist (PR /Marketing etc) 
• Community Manager

REQUIREMENTS:
Spoken / Written Language:  English
Compensation: Phantom Equity + Credit
Work Environment: Online 
Portfolio/demo equivalent with resume 
& cover letter accepted and preferred: 

Email to jobs@nesteggstudios.comEmail to jobs@nesteggstudios.com
(or) 
Mail materials (DVD or CD) to: 
Attn: Artist Openings
Nest Egg Studios Inc. 
P.O. Box 1235
Burlington, Vermont USA 05402-1235

http://www.3dcreativemag.com
http://www.3dcreativemag.com
http://www.opmjobs.com
mailto:lynette@zoopublishing.com
mailto:jobs@nesteggstudios.com
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visit www.3dcreativemag.
com for  full information 
and to purchase current 
and previous issues for only 
$4 US each!
Image : Vivek Ram

Here is what’s in next months 
issue of 3dcreative 

Interviews
Marco Edel Rolandi

Articles
Maya brings animals to life for 
Fido
Snickers - Rugby

Tutorials
Modelling a Bugatti Veyron
Part 4 of this Mega Series for 
3DSMax, C4D, Maya, LW & XSI!  

Animation: General Tips and 
Techniques Part 2: by Jae Ham 

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

PLUS MUCH MUCH MORE!!
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Zoo Publishing About us

 Is a company publishing downloadable 

PDF magazines.  We are based in the West 

Midlands in the UK.  Zoo currently produces two 

downloadable PDF magazines: 3DCreative and 

2DArtist.  Zoo’s intention is to make each issue 

as full of great articles, images, interviews and 

tutorials, as possible.  If you would like more 

information on Zoo Publishing or our magazines, 

or you have a question for our staff, please use 

the links below.

Contact Information
www.zoopublishing.com

www.3dcreativemag.com

www.2dartistmag.com

Editor > Lynette Clee 

lynette@zoopublishing.com 

Lead Designer > Chris Perrins 

chris@zoopublishing.com  

Content Manager > Lynette Clee 

lynette@zoopublishing.com

Marketing > Lynette Clee

lynette@zoopublishing.com

Partners
If you have a CG Community website and would 

be interested in reselling 3DCreative or 2DArtist 

magazine, please contact Lynette Clee on the 

email address above. 

http://www.3dcreativemag.com
http://www.3dcreativemag.com
http://www.zoopublishing.com
http://www.3dcreativemag.com
http://www.2dartistmag.com
mailto:lynette@zoopublishing.com
mailto:chris@zoopublishing.com
mailto:lynette@zoopublishing.com
mailto:lynette@zoopublishing.com

