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http://www.zoopublishing.com

o DEAR ANNE

Dario Piccau's Animated Feature
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WELCOME

to the second issue of
3DCreative Magazine

A digital publication for

CG creatives around

the globe.

3DCreative Magazine aims to focus on
techniques, tutorials, interviews, articles,
project overviews and galleries. We will have
news and reviews too but we find that these
topics are best covered by the online news
and CG sites that thrive on daily updates.

Our magazine will focus on becoming more

of a timeless resource for artists to turn to
again and again whether you view it from your

screen or choose to print it off.

TECHNIQUES AND
TUTORIALS

As packed as the first issue, one of this months
continuing big selling points for many will be
Michel Roger’s famous ‘Joan of Arc’ tutorial,
recreated for Maya, Lightwave, C4D & XSl and
now onto part 2 : Modeling of the Head - Head,
Ear & Assembly. 3DSMaxer’s are treated to
the second part of Richard Tilbury’s ‘Corridor
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Series’ (Which is not a dull as it sounds!) A
character modeling tutorial called Vladoom by
Ervald Kullolli and a Porsche 356 Modeling

tutorial cuertosy of Karabo Legwaila.

INSPIRATION

This month, Dario Piccau talks to us about his
latest full length animated feature ‘Dear Anne,
The Gift of Hope’, about the technology they
are using and his own personal views on the
ethos of the project. We also have interviews
with artists Par Tingstrom and Michel Roger of
‘Joan of Arc’ Fame. And as usual, we have 10

of the best images in our gallery section.

INDUSTRY

A brief look at the Honda Civic, as it is Reborn
in RPA’s “Keyhole” Spot, Created Through
A52’s New Directorial Collective for Photoreal
CGl Storytelling. Also, Part 2 of our ‘Career

in 3D Compuetr Graphics’ Series which this
month guides any hopefuls through the rigors

of creating a Portfolio or Showreel.

Dont forget to take a look at Digital Tutors
advert on page 12 and take advantage of

3DCreative’s special 10% Discount!

issue02 October 2005  editorial

So! Read on, be inspired, be enlightened and

enjoy 3DCreative Magazine’s second issue!

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. This first issue is
supported by 3DKingdom.org, 3DLinks.com,
3DTotal.com, 3DValley.com, CGChannel.com
CGFocus.com, CGUnderground.com, Daz3D.
com, Deathfall.com, the3DStudio.com and
Vocanson.fr and we look forward to lasting
and successful partnership with these CG

community sites.

BEN BARNES Editor
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Innovative Integration.

New BOXX workstations run all your preferred visual computing applications with perfect
finesse, plus blistering speed and stability. BOXX innovates leading edge technology to
please your biggest skeptic, combining the industry’s best microprocessors, graphics,

I/0 and storage with extraordinary world-class service and support.

BOXX workstations are propelled by single and dual AMD Opteron™ processors
offering the flexibility to run 32-bit and 64-bit applications simultaneously.
Opteron processors provide the assurance that solutions are compatible,
reliable and stable, delivering high-performance computing with scalable
solutions for the most advanced applications. Now you can easily transition
to 64-bit computing and get outstanding investment protection
without sacrificing existing hardware and software configurations.

Go ahead. Exploit the 64-bit boundaries of your potential.

Add the secret sauce—choose NVIDIA Quadro FX by PNY
Graphics boards—to own the ultimate 3D workstation.

Powerful. Integrated.
Reliable. Supported.

210),\ ¢

BOXX® Technologies, Inc.
1.512.835.0400
www.boxxtech.com
sales@boxxtech.com
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AN INTERVIEW WITH

MICHEL ROGER

Hi could you tell us a bit about yourself?

| am 36, French, a senior modeller and | am
working at Attitude Studio in Luxembourg.

| have worked in the video games industry
for several years and for the past 2 years for
cinema and television (3D films and 3D TV

series).

What first got you started in 3D?

| really started 3D in 1993 when | realized it
was possible to make interesting things with
a PC at home, not only with an expensive
workstation. :) Back then | was really into
comic books and | found that 3D was a good
way to bring volume to my 2D drawings.

| remember a 3D test film based on a comic
book by Moebius which, unfortunately, was
never achieved. It was really this kind of thing |
was interested in 3D, much more than special

effects.

You are most commonly known for creating
your Joan of Arc scene and producing that
hugely in-depth tutorial. Does this give you

a great sense of achievement or do you get
bored of being known as the Joan of Arc guy?
Honestly, | never thought this tutorial would be
such a hit and have such a long lifespan.

| thought that eventually someone would come
up with a better one and more in line with the
techniques and tools available now (it was
made with Max 3 and 4) but it does not seem
to be the case. | don’t consider this tutorial as
a major achievement. It was something | did

like that, just to help the French community
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because most of the tutorials on the Internet
were, and usually are, in English.

To be honest, | have also learned a few things
while making it. This character was in fact

my first attempt using sub-division modelling.
| sometimes happen to say « yet another
Joan model ... » but | prefer taking this with

humour. :)

Do you have plans on producing another
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character that could rival the success of Joan?

| could have written a lot more tutorials like
this one with more complex characters, other
techniques or software but it has to remain
enjoyable to do and after that one, | chose to
work on more personal projects. Sometimes |

think | should really freshen up this tutorial but

| don’t because | lack both time and motivation.

You have worked for a few big name games

issue 02 october 2005

companies in the past and are now working for
Attitude Studios as a senior modeller. Do you
miss the games industry or are you happy with
what you are doing at the moment?

| have no regrets for leaving the video games
industry; | was getting bored of it. Not that |
think it is not interesting but after several years
| needed new horizons. For the past two years
| have had the opportunity to work for Attitude

Studio on a full 3D movie and a 3D TV series

interview : michel roger



(coming out in 2006).
| have learned a lot and met really friendly and

talented people.

How long does it take to produce a character.
From concept through to final rendering?

It depends on how complicated it is, but as a
general rule, the more complicated a character
the more you need to prepare it with sketches
or low poly models for instance.

Then it depends on the inspiration (I am talking
about personal projects here). You should

give enough time to the character to mature.
Be careful with your first attempt and do not
hesitate to leave it aside for a while and get
back at it later on.

So, it can take anywhere from a few days to a

month or two.

You have worked with several different 3d
software programs but could you tell us which
one best suits your working style?

For the time being | would say Maya suits

me well, | use it along with Zbrush to rough
out volumes and | rework directly on the wire
frame in Maya, with the Zbrush sketch as a
guidance. This is only a matter of habit, | could
as well use XSI| or Max but at the moment,

| am really comfortable with my customized
settings in Maya. Other software offer the
same tools and ability to customize the
interface or keyboard shortcuts. The software
is almost secondary, what matters the most

is looking for the right shapes, volumes, the

artistic rather than the technical side of the job.

What would be your ideal job?

| am in charge of the modelling team for the
characters of the TV series | am working on
and | really enjoy it. | don’t want to do anything
else at the moment. Make sure everything is

fine and that what we model matches perfectly

the graphical style of the character designer.
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Make sure we have things well planned, work
to deadlines, and, as long as it is possible,
use at best the skills of the team members

depending on their preferences.

Where do you see yourself in a 10 years time?
Honestly | have no idea. | never had a career
plan and | am not going to have one now. :)
Maybe in something else than 3D but it is too

early to talk or think about it.

Who inspires you artistically?
Traditional more than 3D artists: illustrators or
photographers, painters or sculptors.

It is important, especially in 3D where it is easy
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to have only 3D references, to open yourself to

other areas.

What has been your greatest accomplishment
to date?

Surely the opportunity to have been involved in
the third full length CG movie in France, which
should be released in cinemas in 2006.

| was a member of the character modelling
team and it was my first experience on this
type of production. | never felt as motivated
and happy to go to work every morning.

A great team, a challenging project, what else

could you ask for?

What is one piece of advice you would give to
any aspiring artist?

Get seriously into it, which means a lot of hard
work but not only in learning 3D tools and
techniques. If possible try yourself at different
art forms such as drawing, traditional modelling
or photography and develop a strong artistic
knowledge base. And the most important is:
never think « that's it, I'm good ». Always re-
evaluate yourself and be humble as there are

so many things to learn, it takes a lifetime.

INTERVIEW : CHRIS PERRINS
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HONDA CIVIC IS REBORN

IN RPA'S “KEYHOLE” SPOT, CREATED THROUGH AS52'S NEW DIRECTORIAL
COLLECTIVE FOR PHOTOREAL CGI STORYTELLING
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“ Digital-Tutors training “ Compared to the other training
are a great addition to materials | have expenenced, the
our Studio's Library Digital-Tutors products are betier
They're great tools for executed, easier to follow, and avoid
our crevr to improve the vagueness and blind instruction
upon their multi-tasking yvou often run into with many others.
and cross platform Thanks for the awesome training' "
capabilities.

Gregg Azzopardi Scott Wilson

Director, Praject Global Creative

Firefly Director, Nike

BrS <2 inaitra

& [d1gitaltutonsy
e f

With!

! _-T
R
— k-

W
Faet
=2

*Enjoy)10% off

by,using the code

3dt058a

www.digital-tutors.com
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A career in 30 COMPUTER
G RAPHICSPART TWO

PREPARING A SHOWREEL & PORTFOLIO
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DIGITAL ART MASTERS

- The largest project from www.3DTotal.com/book features some of the finest 3D and 2D artwork you can see today
- Discover how certain parts were created and maybe find out some new tips and tricks
- These are not simple step by step tutorials but more the thought process behind the artwork
- Hardback 192 full colour pages.

- More than just a gallery book of artist work, each piece has a breakdown and overview of how it was made written by the artist

|
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THECORRIDOR ...

BY RICHARD TILBURY
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JOAN OF ARC

We bring you Michel Roger’s famous ‘Joan of
Arc’ tutorial in Maya, Lightwave, C4D & XSI,
if you are a Max user and this is new to you
the original is free and can be found in French
as Michel’s site http://mr2k.3dvf.net/ and in

English at www.3dtotal.com.

INSPIRING

If there has been one single tutorial that has
educated and inspired more budding 3d artists
than anything else, this complete step by step

project by Michel's must be it.

STAGE 2
MODELLING THE HEAD

22 PAGE
TUTORIAL

22 PAGE

TUTORIAL 4@"9htwave

17 PAGE . .
UTonaL  SOFTIMAGE XS
23 PAGE Y
TUTORIAL ¢ '@" D
b j
joan of arc
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JOAN OF ARC: REMADE FOR MAYA BY TAYLOR KINGSTON
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VIADOOM

POLY CHARACTER MODELING BY

ERVALD KULLOLLI
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General Textures
A Collection of hi-res
seamless textures
covering a wide variety
of subjects including
many bonus features.

—
-

Clean Textures
Textures which are
‘clean’ textures that
have little or no
'aged/stressed'
elements.

vl1

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

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

Sci-fi Textures

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

vl2

Around the
World Vol 1

Mostly architectural
textures, derived from
original photography,

taken all over the
world.

v3

Bases & Layers
Base textures that are
suitable for building up
layers or applying
straight to surfaces
such as stone, plaster,
concrete etc. This CD
has many bonus
features.

—
-

Vehicle Textures
The texures range from
Tyre bump maps to cool
flame decals. Included
are .dxf meshes of some
of the more '‘common’
car objects. These
include Alloy Wheels,
brake calipers, dials etc.

v13

Around the
World Vol 2

Mostly architectural
textures, derived from
original photography,

taken all over the
world.

Humans &

Creatures
Suitable for texturing
human and creatures.

The textures range
from natural, realistic
eye, skin and hair
textures to bizarre
creature skins and
—— eyes.

—
L1 =

Ancient Tribes &

Civilisations

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

v14

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

v5

Dirt & Graffiti

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

—

e

Trees & Plants

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

pop into any scene.

vl5

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

up t025%discoun

when purchasing any multiple items

A Superb range
of 15 high quality texture
collections for all purposes.

Built using a HTML interface which will
run in any web browser on any
platform.

Full quality JPEG files making them
compatible with all 2D and 3D
applications.

Royalty free for use on any project
commercial or otherwise & can also be
modified.

visit vwvw3dt°tal 2COMVtextures for further information and purchase



©

3DCREATIVE MAGAZINE

LITE VERSION

FULL VERSION ONLY $

Eﬂ!
ﬁﬂﬁ. -

THE

PORCHE 356

BY KARABO LEGWAILA
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JOAN OF AR
continuing complete monthly tutorial for Maya, Lighwave, C4D

&XSI
this month part 3 : Modeling of the Accessories - The Sword &
Armour Legs

NINJA THEORY STUDIO

with Creative Director Hughes Giboire

INTERVIEWS

Franck Balson from Aligatoon Studios
James Ku & Julien J mortimer

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

The Corridor - Texturing Ancient Stone & Hospital by Richard
Tilbury

Rio Grande by Andrey Yamkovoy

Porche 356 - Continuing Car Modeling Tutorial by Karabo Legwaila

(GALLERIES

another 10 of the best Images from around the world.

PLUS

Competitons, Articles, Industry news and more.

S
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- Irish Skin Disease - Hugues Giboire

- Rio Grande - Andrey Yamkovoy

- It comes a time of Death - Radoslav Zilinsky

- Luke - Jiri Adamec

- The Great Room - Serge Vasiliew

- Arcadia - Benjamin Leitgeb

- Christmas Amnesty - Dave Butler

- Sparrow - Marko Milankovic

- Aspidium - Axel Ritter

0 - Psycho Girl and the Mutant Kangaroo - Krishnamurti Costa
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BOXX Technologies delivers technology to

the innovators in visual computing with high
performance, innovative Workstations, render
nodes, and customized solutions that enhance
creativity and fuel innovation. This month Boxx
are giving away 2 Apple IPod Mini’s. They are
worth $199 each and can store up to 1000

songs.

WIN!

A ‘BOXX APPLE IPOD MINI

All you have to do to be in with a chance of winning your own Apple IPod Mini is answer the following question:

WHERE DOES THE TERM ‘BOOLEAN’ ORIGINATE?

Email your entry to Last Months winners who each won
competitions@zoopublishing.com A Copy of the ‘Art of Rigging’.
including the words ‘Apple Mini IPod’ Sebastian Barrot

competition in the subject line. All entries Tama Bogdan

received by 9th September will be entered into  Richard Mans
a prize draw. The two winners will be notified Lucas Kloek

by e-mail. Mehl Silva

BOX

Competition Sponsor www.boxxtech.com

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.
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ZOO PUBL]SH ING is a new Company, publishing downloadable online magazines. It
is based in the West Midlands in the UK. Zoo currently produces two online downloadable maga-
zines, 3dcreative and 2dartist. Zoo’s intention is to make each issue as full of great articles, im-

ages, 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.

P U B L I S H I N G www.zoopublishing.com > www.3dcreativemag.com > www.2dartistmag.com

Editor > Ben Barnes > ben@zoopublishing.com
Assistant Editor > Chris Perrins > chris@zoopublishing.com
Marketing > Kelly Payne > kelly@zoopublishing

PARTNERS

If you have a CG Community website, and

would be interested in reselling 3dcreative or ME&'BE El|rmEE:D|'I'J
2dartist magazine please contact Jds Max Models & Resources
kelly@zoopublishing.com -

or visit

http://www.3dcreativemag.com

sdcresive Worotarcom

channel.com
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