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Read our Iatest 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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INTERVIEWS ~————
Marek Denko. Neil Maccormack and Shilo . e
=t < | GALLERIES

Simon Reeves, Pedro Conti and Chris Wilson, pIus morel-

MAKING OFS | *

‘Voice’ by Chris Carter, plus more!

. .. | TUTORIALS
i i NEW: Bugatti Veyron Car Modelling Tutorial Series, plus more!
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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
yourselfl What's stopping you? Have fun, enjoy this month’s issue and

catch you next month! Ed.
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For 3ds Max, Maya, C4D, LW & XSi

FREE STUFF!
Wherever you see
this symbol, click it to
download resources,
extras and even

movies!!
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Get the most outiof'your

Magazine!

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

;

s

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!



http://www.adobe.com/products/acrobat/readstep2.html

ONTRIBUTORS

CONTRIBUTING ARTISTS

Every month, many creative and talented artists around the world

SV

Having worked on

contribute to 3DCreative Magazine. Here you can read all about them. If a wide range of

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

contact lynette@zoopublishing.com. games (Powerdrome,

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!

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

ALI [SMAIL

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://lwww.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

I%PJSZTIAN
ZEIBOLD

is a 3D Atrtist 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

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

Issue 031 March 2008


http://www.3dcreativemag.com
mailto:lynette@zoopublishing.com
http://www.aliismail.com
mailto:ali@aliismail.com
http://www.cr8ivity.co.uk
mailto:info@cr8ivity.co.uk
http://www.oryon.extra.hu
mailto:szkoryon@gmail.com
http://www.f-nine.co.uk
mailto:caclark@f-nine.co.uk
mailto:andrewhobson2@gmail.com

CONTRIB

_ JIRKA
SISKA 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

CARLOS
ORTEGA isa

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
CARTERjoined
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

- ALO
ALVAREZ

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

WOULD YOU LIKE TO CONTRIBUTE TO
3DCREATIVE OR 2DARTIST MAGAZINE?

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

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

www.aloalvarez.com contact@aloalvarez.com link to your work here: lynette@zoopublishing.com
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HELPIII!

our future is under

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

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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‘FOR ME PERSONALLY,

PHOTOGRAPHIC : ?
REFERENCES ARE A REALLY »
IMPORTANT STARTING 3
POINT WHEN I'M CREATING
MY IMAGES.”

A

o
It's hard to be interested in' CG and not have seen any works by Marek Denko.His images are

e
- s e
: . M ‘ ; , b e
sought-after in‘the'many €G galleries on the net, often being listed at the top of the ‘most viewed 5 fxfy’_',"’,-f{ o
: i

= |
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rankings. Being incredibly busy with his freelance work, he still helps the community with_his ‘makin ',-/f - o
gs., 9 Iy y p: y 9 ; j“:;;:;pj;’;ff"
of tutorials-and (if pestered enough) will even provide an interview... o | j“‘%}-ﬁ
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Deti

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. | 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 | was a child, when
| did painting, drawing, played the guitar and
even tried to compose music. When | 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
| started to discover the secrets of computer

graphics.

| went on to study at Brno University of
Technology in the Czech Republic and after |
graduated, | started to work with Jan Rybar’s
Imagesfx. This was followed by a move to Italy,

where | worked on the CG movie Dear Anne,

www.3dcreativemag.com

Issue 031 March 2008
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The Gift of Hope. After my son was born, | decided to work as a freelancer

from home, so that | 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?

| get to spend more time with my family. | get to decide what | work on
and how much time | 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’. | 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 | wouldn’t call it a “diary”. When | look at my

Issue 031 March 2008



http://www.3dcreativemag.com

8 LLL b AL R
I 1l | !..__ ] r‘..I _

-

'@ty | B REtiear e nsanan =

March Peanikn 7006
ik mas T Ecm




images | know exactly what | was doing at the
time when | was creating them; | know where
I lived, what music | 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, | never
think that way... artistic achievement.. | really
don’t know what to say. If you ask me about
my carear achievement it would be that | 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, | just take
one colour corrector and play with colours, then
| take another one, another, two more and then

it's done. | end up with 15 layers of corrections!

Yes | 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 | know from the start what look I'd like
to have at the end, but | 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 | want them to be detailed”. I'm using

my models in other professional projects and
sometimes | just don’t know exactly where an
object will be placed. | just know that | 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?
| use a lot of photographs as references. For me
personally, photographic references are a really

important starting point when I'm creating my

page 12 Issue 031 March 2008
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images. Usually | 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.

| 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 | 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!

page 13 Issue 031 March 2008
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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




HARNESS THE POWER
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FASTEST RENDERING PERFORMANCE
TO BLAZE PAST YOUR DEADLINES

IIMAGE COURTESY OF PATRICK EE__AULIEU /S

INDUSTRY-LEADING DENSITY IDEAL
FOR CREATIVE ENVIRONMENTS

HIGHLY SCALABLE DESIGN TO
MATCH YOUR RENDERING NEEDS

CALL A BOXX SaLEs CONSULTANT TODAY TO CONFIGURE
A BOXX RENDER FARM FOR YOUR STUDIO.

1.877.877.BOXX
Ourtsipe THE US 1.512.835.0400

Xeon'
inside™

Quad-core.
Unmatched.

Intel, the Intel logo, Xeon, and Xeon Inside are trademarks
of Intel Corporation in the U.S. and other countries.



http://www.boxxtech.com/Products/renderfarm/Renderfarm_Overview.asp
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- [MGITAL ART MASTERS

AVAILABLE NOW! '
DIGITAL ART MASTERS =,

/ : VOLUME 2 I

=

2388 PAGE PREVIEW ONLINE!

R
e

AVAILABLE NOW ONLY!
UK - £32/USD - $64 EUR - €49
DIGITAL ART MASTERS

FEATURES 58 OF THE FINEST DIGITAL

: 2D AND 3D ARTISTS WORKING IN
z f'l. 3 THE INDUSRTY TODAY, FROM THE
: LIKES OF:
z \ . PHILIP STRAUB
- gl JONNY DUDDLE
: k ’ ALESSANDRO BALDASSERONI

BENITA WINCKLER
FRED BASTIDE
JAMES BUSBY
MAREK DENCO
PATRICK BEAULIEU
JONATHAN SIMARD

BUY THE BOOK TO SEE JUST
HOW THEY CREATE THEIR
INCREDIBLE IMAGERY!

HARDBACK 21.6CM X 27.9CM IN SIZE

288 FULL COLOUR PREMIUM PAPER PAGES



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

“WE TEND TO THINK
OF OURSELVES AS NOT
NECESSARILY HAVING
A SPECIFIC STYLE,
PER SE. WE STRIVE
FOR CREATIVITY =

AND EXCELLENT l'_'-l: "”
EXECUTION. WE R T
THINK THOSE

QUALITIES ARE
DEFINITELY
SHARED IN OUR
BODY OF WORK’

-- ""'

__1,::::--:-

Shilo’s daring band of F
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”.
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SOMETHING LE
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IN PHOTOSHI
IS SQMETHING [ REA]
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Driven by his passion
for 3D has lead Neil

ol ! \ = Maccormack to set up

1 -

- BearFootStudios and
,.e"f 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.



1/3/1
MALLORMACK
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thebrand new’

A

. v16: Architectural Showroom Textures

Our NEW Total Texture collection is full
of great Showroom Textures for really
finishing those Architectural renders to
the highest standards with as little effort
as possible. As with all Total Texture
Collections, the NEW DVD now contains
134 Texture Maps comprising of over
ividual, hand crafted texture

 hand crafted from
tography, made

16Collections of amazing Textures

mationand pricing indluding discounts of up to 25% visit www.3dtotal.com

chen qing?eng i


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

Model by: Phillip Obretenov

Image By: Zoltan Korcsok



http://modo3d.click-url.com/EMT/go/mdo0020000072emt/direct/01/

‘[ LIKE TO SIMPLY LIE
DOWN IN THE
AFTERNOON AND
DRIFT INTO A VERY
SHALLOW SLEEP
WHERE ['LL LET
THOUGHTS

AND IDEAS
INTERWEAVE

OF THEIR

OWN

This month, we have asked 3D artists from a
variety of backgrounds and locations around the

world:

WHEN YOURE RUNNING
LOW ON MOTIVATION,
WHAT CAN FIRE YOU UP?

Here’s what they said...




a
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WHEN YOURE DOWN
ON MOTIVATION, WHAT

FIRE YOU up?



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

www.cgoverdrive.com

OVERDRIVE

NoPRING
PERFECTION

Asia’s Unparalleled Computer Graphics Event

» Computer Graphics Showcase by leading » Recruitment Overdrive

CG Vendors
> Display of shortlisted works at CG Excellence
» Conference and Masterclasses by Digital Art Gallery & Short Films Screening
internationally renowned celebrity
CG artists » CG Guilds Gathering

»  Industry and Education Forums

Organiged by Shrategic partner: Suppoed by Hedd in conjunction with:

) Singapore Exhibition
Servions Poo Ltd

Wisual A7 Fentts Road, 17 Fiogr Goald Towsn, Srgapone S08300 —
' Comimanication Tol oB5 BTIBETTE  Fue »B5 BT} 6778 mdﬂ e
V OI:E‘I,‘H&" Evranl fwerts{fiecialbanr] poen  Yoebais: wwem SEmlwrel oo .-.i-:"_"'— Hmﬂﬂaﬂ.ﬂglﬁl?mg
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SCREAM’ PRESENTS

CHESTER, A CHUBBY LITTLE

SQUIRREL WHO VENTURES

- OUT ONTO A QUIET
DAD IN P ]
AL

Method collaborates

with Director Kinka

Usher on Bridgestone

Super-Bowl Spots via

_— - — the Richards Grou :
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The Gnomon Workshop is the leader in professional
training for artists in the entertainment and design industries.
“Brendan McCaffrey has been at the forefront of automotive, architectural and
product wisualization. His ability to create photorealistic objects and
environments has led him to work for high profile companies including Sony,
Peugeot, Sega, Namco, Capcom and others. He has won numerous awards for

hiz work and now he brings his knowledge and experfise to the Gnomon
audience in his latest automotive rendering and lighting OVD."

Stephen McGlure, Producer Gnomon WorkshopTeacher Geomon Schoo

WWW-THEGNOMONWORKSHOP:-COM


http://www.thegnomonworkshop.com
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RACE DRIVER HAS BEEN A

Axis and Codemasters
take pole position with
there stunning new
trailer forsrejuvenated

Race Driver series.
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Thisisthe FREE LITE ISSUE of MCTEGtIUE to purchase the FULL [SSUE cick here
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Intrediiction:

Michel Roger’s famous ‘Joan of Arc’

tutorial re-written for Maya by Taylor

O F Kingston, Cinema 4D by Giuseppe
Guglielmucci & Nikki Bartucci,

Lightwave by Vojislav Milanovich and

Softimage by Luciano lurino and

3DCreative Magazine.com.

If there has been one single tutorial

that has educated and inspired more

budding 3d artists than anything else,

h _ this complete step by step project by

. ’ :"ql Michel’s must be it. The community

}j.} r_/ A y is in debt to him.

complete character creation_ﬁj’ % i
Downloadable Tutorial EBook //// )

P% ﬁ @ SOFTIMAGE %30

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

-‘TheSword & 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/:Texturing & Hair;

- Eyes; Skin & Hair:
Chapter/8: Bones & Skinning

- Bases, Hierarchy & Skinning':.; .

0 .

| fm \ 5/
S "1
;
n\} J

O

WA

- 3dtotal.com

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

Image by Michel Roger
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The Finest 3d Model Store

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

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

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



http://www.3d02.com
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3DCreative Magazine introduces the

‘Challenge’ section of the mag. [Every

3 ] _J' 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)iStog
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DWNLOAD TODAY A

Ao pixelogic.com. 2

Bl gic is dedich
an arti=t. In cur /CIaSSr00 <l .
BVer F I'I:'l.ﬁr:'l'l at vigdeo tuto I-i-:lli-'-l'

- o get you started with ZBrush.

L%

;\ZBRUSH 31

THE MNEXT STEP


http://www.pixologic.com/cheker/cheker.php?idmk=405
http://www.pixologic.com
http://www.pixologic.com/zbc
http://www.pixologic.com/docs

l Buoatti Veuron

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 pa:_t_ﬂ
that the rendering settings play in showcﬁg

— .r
1 the model for a portfolio. e

L_ 3DSMax Version

Page 1 17

Cinema4D Version

quge 139

/1

ghtwave Version
L S‘(OMING MID MONTH
vave

Maya Version

Page 169

STl

SOFTI, AG

Softimage XSi Version

| Page 187

This Month :
MODELLING THE CHASSIS:
PART 3 - LIGHTS, RADIATOR
GRILL & VENTS



Bugatt Veuron
gar modelling S6rieS
‘ Bugatti Veyron Iﬂ.' . ~
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Learn Animation from the Best in the Business

Think Tank



http://www.tttc.ca

SynthEyes 2007 ®

3-D Camera Tracking Software

Now with

IMRACEESTBIZATION

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 200774 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:

"l used SynthEyes exclusively while working on Pan's
Labyrinth, and the CG Supervisor was continually amazed
at how | was blowing their deadlines clean out of the water.

| 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

“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

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

See the website for more details on ANDERSSON TECHNOLOGIES LLC

SynthEyes'’s amazing feature list. For more information and free demo:
http://www.ssontech.com

Fourth year in the market,
PC/PC 64-Bit/Intel Mac/PowerPC Mac serving VFX artists in over 40 countries

25+ Exporters included standard.


http://www.ssontech.com/

o 1Y Jac Ham

|

Animat

General Tips and Techniques: Part Two

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.

(oming In a Fufure Issue




‘WHEN MOVING AREAS
SUCH AS LIMBS AND
OTHER BODY PARTS, ITS
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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BEGINNER'S GLIDE
10 ZBRUSH PART 2
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Are you using the right tool for your 3D environments?

Wue is used by leading preduction facilities around the world {ILM, Somy
Pictures Imageworks, Weta Digital, Dreamworks, Electromic Arits, Ubisoft...
to name but a few).

Vue & x5tream — the integrated solution. Create and edit extremely
rich and realistic natural envircnments directly within 305 Max, Maya,
*50, Lightwawe & Cinema 40, and seamlessly blend them with native

scenes and animations.

Ve & Infinite Ve B xStream Vue & Infinite - the stand-alone selution - offers a high-end 30
(SRP 5735) (SHP 5935) scenery solution for all CG professionals. It is strongly focused on

advanced animation and imegration teols, productivity, Mexibility and

inter-operability with existing toalkins.

Start using Vue today with the
e 0 n FREE Personal Learning Edition:

www.vueb.com/ple

i gy, U TE0N| LK TR oA TR U] g e


http://www.vue6.com/ple

Animation
Imagination

The Programs

All Animation & Visual Effects programs at
Vancouver Film School focus on telling a
great story through movement. Choose your
discipline: 3D Animation & Visual Effects,
Classical Animation, Digital Character
Animation, and Houdini™ Certification.

The Leader

The Animation & Visual Effects programs
at VFS are led by industry veteran Larry
Bafia, who was Animation Supervisor at
PDI/Dreamworks and worked on hits like
Antz and Mission Impossible II.

The Process

Under the guidance of industry pione ;é,
you will work and learn in a studio setting,

| ‘-1\ and create a demo reel or film of your own.
,_ﬂ.. \ X When you graduate, you're ready to work in

a production team.

r

The Results

VES animation is all around you. Every year
our graduates start careers at the world’s
best production studios. You've seen their
work in Transformers, The Golden Compass,

(.;" Harry Potter: Order of the Phoenix, Happy Feet,
/ Ice Age: The Meltdown, Lost, Family Guy a r* d

| Battlestar Galactica.

[ / \
i The Next Step
I 1

Visit vfs.com/animationvfx to learn more
about our programs, or vfs.com to speak
to'an advisor now.

=17 Shfa -
< & VISUAL
-“4*‘"‘ VFS Student \'Nork:by Zhé'ng Tang

L o

d


http://www.vfs.com/animationvfx

- THE FINA

- “WHEN [ STARTED
PROJECT, | DII 3‘
EXACT CONM F

Chris Carter takes us
through an in-depth
look at how he went
about creating his

scene.

gy -L-_—_-

SR AT TR



At Construction Site
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JPower CAD Trarstators for Maya —

1l Hreakthry the Maya CAD barrier with high per

> Accelerated Translation
> NURBS/5olids Engine i T
> Absolute Precision
» Duynamic Tessellation
» Advanced Memory Management

» Unified Surfaces

To find out more about nPower CAD Translators for Maga Visit us at www.nPowerSoftware.com


http://npowersoftware.com/

Zoo Publishing presents the new issue of 2da/rtidt
magazine a downloadable monthly magazine for
concept art, digital & matte painting for only $4_.5 Ous

ﬂ)rlllll'«"l\'{. M"MMHWI'E!EFELE: ]

- U

INTERVIEWS
[NicH

o, Clreny Mosie: & Aok Tong

W) GALLERIES

Tirn VAo, Pk e, Fredanc SlAmaud pius mons

L D il A —
PN TUTORIALS
' Dur branid névs hiae Paring Senes by Toenus Wis

J r 7

ha o

Ty wizdartistmag.conv

to download the free dite’ issue, the full issue, subscription ﬁ)

offers and to purchase back issues.
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‘WHEN | DO A PROJES
TYPICALLY DO IT TO LEARN
SOMETHING AND TRY TO
END UP WITH SOMETHIN

COOL ALL AT ONCE" \

L
—
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“YOU'VE READ THE ARTICLES, YOU'VE LEARNT FROM THE
TUTORIALS, NOW GET THE JOB YOU VE ALWAYS WANTED!”

Employers! If you have a position that could be potentially filled by one of 3DCreative Magazine’s 20,000+ talented readers and

would like to advertsie here then please contact lynette@zoopublishing.com


mailto:lynette@zoopublishing.com 

-_— “
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L 3dcreative
Top Games Jobs
W ane managing oll &l Sy Compube Erterianment EBerape’s devloprmpn

recryiimant. Thesr LK vudiop ol unrvolled deslopmant locilresy ord o
[ad = E S T '|h.-:| ogareniy hove orf roles ovaelobds in Loeogion omcl

Liverpood Ao work on #he nest generoleon of creolieely odwonced gomes

S0OMY Theiry cisrranilly reguire:
’ Load Arist/Art Managers

{ } Baderecrilon Dlppcior
> Technlool Artists (MEL Scripting])
TR Sendor Environmend Artlsts

Concepl Emvirenment Lrissi
Wisissal FXY Ariisl (Mapa Porticles Dymamnbe)
Vidis Proceisar Edior (Final Cul Pra)

Comtoct Pouls

- ‘IJ ldoreatedidofoscope.couk
our expertise: your development

SahaspE - el SeL 0l Far e Dt I s

Winnars Lomden +44 (0] 20 7580 4018  infodpdoioscope.cosuk
205 Chileaga +1 312587 3030 infofdooseapellSa. com

STUDIOS

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.

Ifyou share our passion for games
and would like to work on high
profile titles in conjunction with

the top 5 publishers in the world. ,' } L4
_ ! ( #
We want to hear from you! . ¥ 1-.1-.5 ( ( {.

Formore information on available
positions and how to apply

-

Could you complete this scene? pleggisit our website: ™ i o
What can you add to the picture? www.kromestudios.com '

Wa currently have n wide ramge of poritiens availabie far
designars, modellers, riggers, markefing ctaff, and tecture srticbe.

Visit us at:
http:/ fwww.vanishingpoint.biz/ 3dcreativefeb08.asp . i . \G sl e FfSayr
" and © U s

5. All Rights Reserved
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Games at a 30
Artist and start
working on AAA titles

for the ZK Sports lineup.
Help us kit panother one ot
of the park!

Pleass send applications fo:

Attnz Art Direcior

Kush Games

5155 Camino Rulz, Sulte 200
Camarillo CA 93012

ar emiail: arttalentikushgames_com
muﬂwm.mm

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.

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!

www.aswift.com 01709 876877

Aardvark Swift Recruitment Silicon House, Farfield Park,
Rotherham, South Yorkshire S63 5DB

® Now hiring... you?

ST

CURRENT OFENINGS
Sambor 310 Oharaober Artiats (T ahd CAJ
hanior 10 Ervirgnmeent Artists (TH)
Leniar Bavirommant Cencept Artiats (A & TX)
Chargcterf Cresturs Conept Artists (CA)
Sanssr Animator {TE)
Anlmators (CA)
Uner Intarface Arfist [CA)]
To apply, plaais sarvd rabumss snd
rpslf portiolia /lnk b0 on-Bing portiolls tos
Jobd-laBnciodt.com

wisit wevsr plaync.com, jobs jobs himi
e T DO

Films, Video Games & Multimedia, Jobs Foru

!ﬁf‘inn-'

Find great talent like
Zach du Toit only at \i
dDJobs.ca

- i LUUHAEMN | D E RIS
) \
[ T T T

i

g Thi frew prafessional job forum for Artists and Studios,
J o = B v
v, R0
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(CURRENTLOPENINGS:
(aStoryboard/Artist

eaturelCo

WOULD YOU LIKE TO ADVERTISE YOUR JOBS HERE
FOR FREE?
CONTACT : lynette@zoopublishing.com

@ Igwithimthg ame
istry/and{are/seeking highly'sh
ltojtakeluseven!turther.

Solifiyoularellooking|to/getiyours s
“foot/in|thedoor!)or:area/professional
wantingjtolsupportial¥independent/studio”,
and(are]al highly motivated|individual that
welcomesnew/challenges

We have your,next GREAT;OPPORTUNITY!

REQUIREMENTS:

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

:Em)ail to johs@nesteggstudios.com
oF

Mail materials (DVD or CD) to:

Attn: Artist Openings

Nest Egg Studios Inc.

P.0. Box 1235

Burlington, Vermont USA 05402-1235

Issue 031 March 2008
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8iz3d:com, i, |

| '.'VIEW YOUR ONSCREEN MODELS
N REAL3D


http://www.iz3d.com

Here is what’s in next months
issue of 3dcreative l't

INTERVIEWS
Marco Edel Rolandi

ARTICLES

Maya brings animails 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!

VISIT WWW.3DCREATIVEMAG.
COM FOR FULL INFORMATION
AND TO PURCHASE CURRENT
AND PREVIOUS ISSUES FOR ONLY
$4 US EACH!

Image : Vivek Ram




700 PUBLISHING Aboutus

PUBLISHING

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.
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