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Editorial

Hello and welcome to the February
issue of 2Dartist. | hope that 2011
has been an artistic year for you
so far. Also a very happy Chinese
New Year to our Chinese readers,
| hope you have a great year of the

Rabbit.

This month’s issue is massive, it's

epic. You could maybe even say

it was GIANT! Forgive my abstract link to our tutorials this month, but
we continue our Photo Real fantasy series by tackling a photo real giant
with Richard Tilbury. Rich talks a lot about the design and idea behind
his image and by giving it a story makes it appear a lot more believable
and realistic. Rich is a pro when it comes to integrating photo’s to a
digital painting, and gives us master class as to how to do this and make
it look real. Rich has a double bill in this month’s issue and also handles
our portrait tutorial. In this issue Rich shows us how to paint a boy and

his subject matter is his son Gabriel.

Another outstanding tutorial this month is by Jesse van Dijk. We have
been asking seasoned industry professionals to guide us through the
core subjects that any artist needs to appreciate, and this month Jesse
shows us ways to portray and use light and color to accentuate the
message in our image, and really drive home its entire concept. Jesse
shows us how to do this by using examples from his portfolio which is
fantastic. A big thanks goes to Jesse for shedding light on the matter

(sorry | couldn’t resist).

This month’s issue contains the final chapter of our Creatures from
Folklore series. We will be sad to see the series come to an end as the
tutorials have been great, but we do wrap things off in the best way
possible with another fantastic tutorial. Jason Wei Che Juan doesn’t
only show us how he painted his image but gives us an insight into
Chinese folklore. When he told me he wanted to paint a Huli Jing, |
thought to myself “a what!” but after a brief lesson in Chinese culture
and folklore | knew what he meant, and you will as well once you have

read his practical and educational tutorial.

| managed to catch up with Serge Birault for this month’s issue. For
those of you who are regular readers of 2Dartist you will know who |
mean as he is a regular in our galleries. Serge is Pin-up royalty and
has blown us away for years with his realistic paintings and fantastic
character portrayals. If you are impressed by Serge’s images watch this

space as soon he will be doing a Pin-up series for our magazine.

www.2dartistmag.com
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I am swiftly running out of space so | will speed up and just let you know
about the cool technique used by Yuehui Tang in this month’s Making
Of. He uses gray scale but backwards, sound weird? Check it out to see
what | mean. This month’s issue also contains a sketchbook by Dimitar
Tzvetanov and gallery images by Steve Jung, Andreas Rocha, Claire
Beard and many more. Anyway, don’t take my word for it, read on and

check it out!
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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!

For optimum viewing of the magazine it is recommended that you have
the latest Acrobat Reader installed.

You can download it for free here: !

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 menu, then ;
3. Select , making sure that

is also selected.



Contributing Artists

Every month many artists around the world contribute to 3DCreative and
2DArtist magazines. Here you can find out a bit more about them!
If you would like to be a part of 3DCreative or 2DArtist magazine, please

contact: simon@3dtotal.com

Dimitar
Tzvetanov
Dimitar Tzvetanov sees Cg as
hobby and work. Dimitar works

in the video games industry and

has been doing so for more
than 10 years. Currently Dimitar works in Haemimont
Games in Bulgaria as a lead 3d/Environment artist
and has several images in Ballistic publishing books

and some magazines too.

http://lwww.artbychrom.com/

chrom@artbychrom.com

van Dijk
Concept Artist and Production
Designer from Amsterdam, the

Netherlands, with over four

years of industry experience.
Immediately after receiving his Master’s degree

in Industrial Design at the Delft University of
Technology, he went to work in the games industry.
He is currently a senior concept artist at W! Games,

Amsterdam, and does freelance work as well.

http://www.jessevandijk.net/

jesse@jessevandijk.net

Richard
Tilbury

Has had a passion for drawing
since being a couple of feet

tall. He studied fine art and was

eventually led into the realm
of computers several years ago. His brushes have
slowly been dissolving in white spirit since the late
90s, and now his graphics tablet has become their
successor. He still sketches regularly and balances
his time between 2D & 3D — although drawing will
always be closest to his heart.
http://www.richardtilburyart.com

rich@3dtotal.com

www.2dartistmag.com
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_jason
Wei Che Juan

Is a Character Artist born in
Taichung, Taiwan in 1977

who has always wanted to be

an artist. After finishing a BA
Degree in Maths in 2001, with his deeply embedded
dream of being an artist, he decided to take his first
drawing class at the Art Institute of Seattle. In 2004
he began his career, working on the Narnia DS
game. In 2005, he took things further by learning
oil painting. He currently works at Arena.Net as a
Character Artist.

www.jasonjuan.com/ | Jasonj05@msn.com

Yuehui
Tang
Yuehui Tang was born in the

Heilongjiang Province in China

and graduated from Harbin

Teachers University in 1999.
Yuehui has had numerous pieces of art displayed in

varying books and has won many CG competitions.

http://lwww.cgtnt.com

tyhart@163.com

www.2dartistmag.com
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Interview with
serge Birault

Hi Serge! Now, many of our readers will be
familiar with your work as you are a regular in
our galleries, and pretty much known as the
digital pin-up king! But can you tell us a little
about how you got interested in art, and how did

you end up painting pin-ups?

Perhaps | should have said digital pin-up royalty
- | love the rest of the royal family too! There are
a lot of names | recognize in there from my days
at art college. It sounds like you were heavily
influenced by some great, traditional artists. Do
you have a traditional art background? How did

you end up painting digitally?

www.2dartistmag.com

Those in the know will be aware that you are
currently preparing a tutorial series for us that
we are very excited about, but for those who
can’t wait maybe you can give us a brief insight
into some of your processes and the tools that
you use. Don't give too much away though; they

will need to read the series for that!

page 7

Most of us will be familiar with your very clean
and tidy pin-ups, but whilst looking through your
galleries | came across some really nice speed
paintings. Do you do these for fun, or do you
find it is a nice way to experiment with ideas
without committing your time to a complete

project?

Issue 062 February 2011




That is surprising. The variety in your portfolio
is outstanding. Do you find it quite liberating
to shake loose from your very clean rendering

techniques from time to time?

“Ii you want to have very

clean rendering you have

to be patient, it’s the only
solution.”

You mentioned that you tend to be asked to
create pin-ups more than other sorts of images.
If you could work in any part of the industry or
on any project that didn’t involve pin-ups what

would it be?

revenseroeBiaull

wwww.2dartistmag.com

| am sure | am not the only one who has looked
at your work and thought “Wow - that must have
taken ages!” How long, on average, does it take
you to complete a painting? Do you find you

spend your whole day in front of the computer?

page 8

Sitting in front of the computer all day can be
a real drag. Do you think it's important to get
outside and see the sights, not only to keep you

sane but to look for influences and inspiration?

Issue 062 February 2011
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tools and type of paints do you use? And do
you ever try to reproduce the same kind of finish
on your traditional images as you do on your

detailed pin-ups?

You mention that you will soon be doing some
work in acrylics. Is this a project that you can What is the CG industry like in France? Do you

tell us about? When you work traditionally what find that most of the projects that you do are for

www.2dartistmag.com page 10

(Rt Bitauit

foreign clients, or is there a big demand for this

kind of thing over there?

Thanks for agreeing to be interviewed by us.

It has been a lot of fun looking through your
portfolio and finding out more about you. | am
really looking forward to letting everyone see the
amazing images you have made for the pin-up
series. | know it will be a massive hit! Thanks

Serge, speak to you soon.

Serge Birault

http://www.sergebirault.fr/sb/index.php

serge.birault@hotmail.fr

Issue 062 February 2011
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Article Courtesy : Simon Morse
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“Aiter playing with the layer

modes you can gef very nice Tl
resulis from Which you can

start fo paint”

Dimitar Tzvetanov is a multi-talented artist working in the computer games
industry. Dimitar usually works in 3D, but in this issue he gives us a peek at some

of his sketches and speed paintings.
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DIMITAR
TZVETANOV

It is a little bit strange for me to talk about

my sketchbook because | am actually a 3D
artist, or | started my career as a 3D modeler
anyway. But years passed and | found that
the 2D part of game creation work is very
interesting too. Some of the sketches here
are for practice, some are for personal
projects and some for commercial work. Not
all are new; some of them | made several

years back.

| will start with the oldest first. These two
plants and the fish-like building were made
for an unreleased game project. The setting
was an alien desert world with giant plants
and the remains of an ancient culture

from before the planet was turned into a
waste land. | drew them on paper first and
then colored them in Photoshop (Fig.01 —
Fig.03d).
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Those two are also for a game project. They
were created to establish the mood of the
game levels. This one was a post-apocalyptic
setting for a hack and slash game

(Fig.04 — Fig.05).

These three here are new works from the past
few months made for a personal project that |
am working on. It will be like a game level with
a lot of 3D objects arranged inside the UDK
engine. | was highly inspired by Conan Lore

when | painted them.

A lot of custom brushes were used too; some
made by myself and others from the internet

(Fig.06 — 08).

In these two | was trying a new technique

(Fig.09 — 10).
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| learned it from the great Richard Anderson
after watching his videos. | started the
background of the image with a mix of
paints. After playing with the layer modes
you can get very nice results from which you

can start to paint.

Well hope you guys enjoyed this. Thanks!

DIMITAR
TZVETANOV

For more information please visit:
http://www.artbychrom.com/
Or contact them at:

chrom@artbychrom.com
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Wild Animals CG Art Elites
Invitational Competition

Global Commonweal
Competition
for Top CG Artists!



Sharelonelplanel

Commonweal and Art Hand-
In-Hand: “Share One Planer”
Keep Drawing

The development of industrialized society
brings unprecedented pressure to the nature
environment, which cause the speeding
decrease of wildlife habitats. Everyone
should pay attention to what we are facing.
Art and commonweal join hands enhancing
awareness of global wildlife protection, the
“Share One Planet CG Art Elites Invitational
Competition” has opened for almost half a
year till now. This first international major

CG art competition featuring wildlife theme is
organized by Wild Animals Cultural Project Fund
under China Foundation for the Development
of Social Culture, China Institute of Strategy
and Management (CISM), The International
Association of Computer Graphics Artists
(IACGA) and China Association for Global
Development under the United Nations; its
executive organizers are leewiART International
Computer Graphic(CG) Art Promoting
Organization and Beijing Imperial Court

Development Company Ltd.

According to our latest statistics, the “Share
One Planet” Competition has invited 331 artists
from more than 50 countries/regions to join as
entrant. We've received 113 WIP entries and 23
final entries. Driven by their sympathy to wildlife
and best wishes to human society, artists depict
unforgettable moments of the animals they

feel attached to. They are not just showing the
world how skillful and talented they are, but also
express their care and love to the planet we live
in. The competition draws extensive attention
with the help of coverage on international press
such as CGSociety, ImagineFX; and also the
series interview runs on Chinese magazine

CGW.

Entrants are asked to create entries portraying
endangered species in China. 100 species are
listed as potential theme and the competition

has ten routine categories and one special

category: Portrait (digital painting & digital
sculpture), herd (digital painting & digital
sculpture), Mother’s love (digital painting &
digital sculpture), Prey and Predator (digital
painting & digital sculpture), Harmony (digital
painting & digital sculpture), plus the Special
Category Swan Lake (digital painting). Artists
may choose their preferred categories, choose
to create the most thrilling moment of the Mother
Nature in their eyes, and to capture diverse

beauty of distinct species.

At the invitation of “Share One Planet”
Organizing Committee, several renowned
international CG artists created promotion
posters for respective categories. They are
Andrew Jones, Adrian Smith, Daniel Dociu,
Cecil Kim, Yin Weiye (Franc), Zhang Wang,
Mélanie Delon and Chris Ayers. They illustrate
their understanding of the idea “Share One

Planet” over the following pages.

We appreciate the support and attention from
CG artists, art armatures and people from all
walks of life in favor of commonweal events
everywhere. We hope to see more artists join
our competition, to share their concern with

the world, about wildlife, about Earth and our
environment. Let this not only be a contest
about art creation, even more, it will be an
event fighting for a better future for animals and

mankind.

(eneral Information

of “Share One Planet”
Competition

The ‘Share One Planet’ Wild Animals CG Art
Elites Invitational Competition is organized
by Wild Animals Cultural Project Fund under
China Foundation for the Development of
Social Culture, China Institute of Strategy
and Management (CISM), The International
Association of Computer Graphics Artists
(IACGA) and China Association for Global
Development under the United Nations; its

executive organizers are leewiART International

-

Computer Graphic(CG) Art Promoting
Organization and Beijing Imperial Court
Development Company Ltd. The competition
invites CG masters worldwide to take part.
Winners will be awarded with prize money as
well as special designed golden, silver and
copper trophies. The Organizers hope the
platform of ‘Share One Planet’ can be built for
encouraging artists to create meaningful and
inspiring CG works to raise global attention of
the plight of those wild animals that are a part of

the one planet.

The highest prize in this competition is “10,000
USD + gilded trophy”. Entry submission
deadline is April 20th, 2011. It's open for CG
artists all over the world and everyone who
want to contributes his/her share for wildlife

protection.

Questions regarding participation please

consult: shareoneplanet@gmail.com

Competition Schedule

Submission: August 1st, 2010 — April 20th, 2011
23:59 (BJT, GMT+8)

Judging: May 1st, 2011 — June 1st, 2011
Awards Announcement: June 15th, 2011

For more information please visit: http://www.

shareoneplanet.org
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Andrew Jones

Andrew Jones has been heralded
as “the apocalyptic art shaman”
Beginning his career working
with George Lucas at Industrial
Light and Magic, he then went

on to materalize a new vision for

Nintendos’ Metroid Prime series.

He’s now senior concept artist at

Retro Studios. He also co-founded
the famous concept design website www.conceptart.org.

http://www.androidjones.com/

Shareloneplanel

Adrian Smith

British illustrator, he got his name

on the long list of fantasy scifi artists
when took his first commissions for
“Games Workshop”, especially famous
for his concept art for “Warhammer”
series. Now he’s busy providing
service for Seoul Visual Works. Other
clients includes EA games, Ubisoft,
THQ Australia, THQ Canada etc.

http://www.adriansmith.co.uk/

www.2dartistmag.com page 24 Issue 062 February 2011
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Daniel Dociu

Born and raised in the capital

of Transylvania (Romania), he
studied art and architecture from
a young age and got his Masters
Degree. After moved to the US in
1990, he worked for Squaresoft
and EA, as well as consulting for

Microsoft and numerous other

developers and publishers. For the
past seven years he has been with Arenanet a fully owned subsidiary
of NCSoft, as the Studio Art Director and Project Art Director for Guild
Wars/ Guild Wars 2. He also functions in a Chief Art Director capacity
for NCsoft West.

http://www.tinfoilgames.com/

Franc

One of the few Chinese artists who
first practice CG art, he is published
many times in the renowned
international CG annual series
“EXPOSE” and “Exotique”. He now
works as Art Director for international
interactive game projects, clients
including important enterprises like EA
and 2K.

http://www.franc-art.com
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Ihang Wang

Chinese CG artist, graduated
from the Oriental Culture and Art
Department of Nankai University.
He used to be professor at
Animation Department of Tianjin
University, then turned to teach at
Nankai University. His works were

featured in “EXPOSE 2” and won

many awards both in China and
international exhibits. He also provided character design for various
projects of “Novoland”, as well as game titles such as “Shushan

Online”, “Wan Mei” etc.

Sharelonelanel

Cecil Kim

Born in 1972, Soul, Korea, then
moved to US in 1990. He graduated
from the Art Center College of Design
in 1996 and worked at Square USA
from 1997 — 2000. He now is Lead
Concept Artist of Sony Computer
Entertainment America Santa Monica

Studio, mainly works on “God of War”

titles. He is also instructor at Otis
College of Art and Design Los Angeles and Gnomon School of Visual FX.

http://www.cecilkim.com/
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Knight and the Lady

Black Queen
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Waking Light

Chei
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Convoy in Sandstorm

Eli
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Shadow

Songnan Li
http://blog.sina.com.cn/oldmole

wuminggege0202@yahoo.com.cn
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Art Fundamentals Article;
Chapier 02 - Lighting & (olor

Software used: Photoshop

Lighting and color are two massively complex
and broad fields, and it is by no means possible
to fully discuss the theoretical principles of either
in this article. There are many great resources
out there that deal with these subjects in

great detail, from many different angles. Here
however, I'll provide some brief comments on
some of the practical decisions concerning
lighting and color while creating various

concepts and illustrations.

Piich

This image (Fig.01) shows a scene where
many different elements are competing for the
viewer’s secondary attention. The ‘first look’ is
meant to go directly to the football field, which
is why it is shown in a very bright green, a
color which in this image is reserved for the
actual pitch only, and contrasts heavily with the
predominantly bluish atmosphere. The ‘second
look’ however, is more diffuse. There are over-
bright blue spotlights, lit advertisements, and
the specks of saturated colors in the audience.
The colors used for the crowds are of all hues,
and to underline the large scale of the scene.
These desaturate as the distance to the camera

increases. Notice how at the far end of the

www.2dartistmag.com

stadium the distinction between the different
colors in the audience has become almost

negligible.

Cliif Dwellings

In terms of color the approach for ‘Cliff
Dwellings’ (Fig.02) is simple: the scene is
predominantly blue / greenish but to ensure it's
interpreted as a full color image a strong ‘offset

color’ is used: the orange lava.

Because the orange is more or less the
complementary color it immediately stands
out. The lighting is diffuse as the sun is hidden
behind the clouds therefore the scene is hit by

indirect light only.

02

Dzalou Freshwater Mangrove

In the swampy scene of Dzalou Freswater
Mangrove, lights breaks through the dense

canopy of the trees far above (Fig.03).

page 37
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In this case patches of direct sunlight are used
to guide the viewer around the image. They help
to accentuate the important elements, such as
the village in the tree roots, the fishing boats,
and the woman carrying the basket. Because
of the clear indication of where the sun is, there
are also unlit areas that contain very little detail,
which improves the composition. Color wise,
the approach of the image is similar to Cliff
Dwellings as the dominant color (greenish blue)
is offset by some small patches of very different

and saturated pockets of color here and there.

Arctic Research Outpost

Whenever | paint snow | continually guard the
readability of four different values: snow in
light, snow in shadow, rock in light, and rock
in shadow. Whenever the distinction between

these becomes fuzzy, the image will become

harder to read. In reality however, the matter
is often not as simple, as snow catching direct
sunlight can be so bright it will push virtually

every other value into the black.

However, when you’re doing a painting, you can
‘cheat’ yourself around this exposure problem
by making sure the snow and rock reads and
the distinction between the four values is
maintained. Keep in mind, the separation of
these four areas is relative to the distance to the
camera. For example, in this picture, the snow in
shadow in the foreground is darker than the rock

in shadow in the distance (Fig.04).

Indigo

With the shot of the top of the pillar as shown in
Project Indigo:

(link: http://www.jessevandijk.net/g_08_76.html)

© Jesse van Dik @
the intent was to show not only the pillar
itself, but also some of its context, some of it
even outside of the frame. It mainly employs
lighting and color to achieve this. Color wise for
example, the isolation of this crowded city state
is underlined by the difference in color between
the city (vibrant, warm yellows and reds) and the

bleak, cold grays of the outside world (Fig.05).

Unspecified objects outside the composition

cast shadows that help to make the sunlit areas
seem even more inviting, as well as suggesting
there is more going on in this world than merely

that which is shown inside the frame.

Netherworld Archipelago

In the image of the capital of the Netherworld
Archipelago lighting is key, and in this case it's

far more important than color (Fig.06).

o

www.2dartistmag.com
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The lighting clearly enters the cavern through
some unseen hole in the ceiling, but individual
colors are much harder to discern. The palette
is mostly a warm greenish blue, except for
the banners, which, in terms of color, are very
deliberately different from everything else to

make them stand out.

Spiritual refreat

The aim for the mood of this image was very

clearly defined: it had to be a very sunny setting,

with lush vegetation, and birds singing (Fig.07).

A place you would want to relax: a veritable
spiritual retreat. To prevent the entire image
becoming overly green, many different colored
plants and trees were added, such as the pink
cherry blossom trees. For the ‘full color’ feel of
the image, the patch of blue sky is important, as
it is one of the few instances of bright blue. To
emphasize the brightness of the direct sunlight,
the lit areas contrast strongly with the shadowed

ones.

Procession oi the Dead

As this image was used as a book cover, the
color scheme needed to be simple but striking

(Fig.08).

www.2dartistmag.com
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When you zoom out you can see all major color
essentially boils down to a linear gradient from
warm browns in the lower left corner, to cold,
deep blues in the top right corner. Book covers
leave very little room for subtlety, as they need
to stand out on shelves amongst many other
titles. Brute force approaches such as the

color scheme in this image are often employed

because of this.

The lighting is vague, predominantly to allow
for lots of darks around the lit character - the
contrast needs to be highest here in order to

properly catch the viewers eye.

Uriel 9

Uriel 9 uses a similar approach to ‘Procession
of the dead’ and ‘Netherworld Archipelago’
(Fig.09).

The overall color is quite muted, but the bright
orange bands on his armor provide lots of color
contrast. The other implementations of color are
more subtle: colder shadows, greenish haze
near the ground plane, warm spotlights. The
dominant light source is directed to emphasize

the most important part of the robot, the upper

torso and head. The images used for the Dutch
“Duivel” trilogy by Adrian Stone are another
example of the importance of forgetting about

subtleties when doing book covers.

The cover for part one needs to be immediately
distinguishable from parts two and three, and

vice versa.

The lighting is not very clearly defined, and in
that sense the scene isn’t very realistic. The
main reason | wanted the background behind
the characters to be so bright, was to ensure
that their silhouettes stood out as much as

possible in the scene (Fig.10).

About Jesse

Jesse van Dijk (1977) is a concept artist from
Amsterdam, the Netherlands. His primary

focus is world design for games and other
entertainment media. Jesse currently works at
Guerrilla Games / SCEE as a senior concept
artist. He graduated at the Delft University of
Technology with a Master’s degree in Industrial
Design Engineering in 2003. After his studies he
worked for several game development studios

prior to joining Guerrilla in 2009.

Jesse van Dijk

For more information please visit:
http://www.jessevandijk.net
Or contact them at:

jesse@jessevandijk.net

www.2dartistmag.com

page 41

Issue 062 February 2011



Match-moving,
Set Reconstruction,
and Stabilization

SynthEyes 2011

i nd
. ure Extraction a
Now vyi‘l‘.!‘l amazing Te)dereffects exporter!
sophisticate A

See the tutorial at http://www.youtube.com/SynthEyesHQ

Pro 64-bit version only $599 for Windows and Mac OS X,
full-featured entry-level 32-bit version an incredible value at $399

‘% Typical Applications !J What Our Users Say About SynthEyes 2011

B Fixing Shaky Shots “I've been faffing about with the texture extraction

tool and it's brilliant!”
m Virtual Set Extensions )
“Has to be seen to be believed!”

B Animated Character Insertion

“You've got a great product at an incredible price.”

m Product Placement
in Post-Production “Texture extraction in Syntheyes 2011 is awesome.
It works so well it must be magic.”

B Face & Body Motion Capture
“I love the tracker radar!

®E Talking Animals It's useful AND it looks cool.”

Andersson Technologies LLC

ssontech.com

Seventh year in the market, serving artists in over 70 countries



Vue Carbon Scatter Ozone LumenRT

demarks or registered trademarks are the property of their owners and are used for identification purposes only.

Technologies for
Sky, Light & Nature

For almost two decades e-on software has developed and patented

innovative 3D technologies for Digital Nature. These technologies have

been adopted worldwide by the film, gaming, broadcast and architectural

industries and are integrated in the company's flagship products:
Vue, Carbon Scatter, Ozone and LumenRT.

www.e-onsoftware.com
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Vue procedural planet by Dax Pandhi.

s o f t w a r e

beyond inspiration



“[ find it far easier to

e

the components are in
place. If you were to
paint a perfect mouth
and nose they may
sfill [0k Wrong

if the eyes were
missing.”

Intro Text

Chapter 04 | Male | Richard Tilbury



l | ﬁ ' Chapter04:[Viale

Portraiture - Chapter 04:
Male

Software used:

Infroduction

Blocking In

www.2dartistmag.com
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Adjusting and Refining the
Features
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Final Stages

Richard Tilbury
http://www.richardtilburyart.com
rich@3dtotal.com
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Painting (reatures From
Folklore: Chapter 06 - Huli

Jing

Software used: Photoshop CS3

With nearly 4,000 years of history, the Chinese
culture has a lot of its own folklore, which
includes songs and tales that tell stories of
history, human nature, or love. With this image
| wanted to explore the story of Daji and King
Zhou of Shang in 1047 BC. Daji was a favorite
concubine of King Zhou of Shang. She is a
classic example of how beauty can cause the
downfall of an empire or dynasty in Chinese
culture. She is portrayed as an evil fox spirit

in the Chinese novel Fengshen Yanyi, which
is translated as “The Investiture of the Gods”
or “The Creation of the Gods”, also known as

Fengshen Bang.

| am always building my own small library of
books and keep them by my side. Wikipedia or
online search engines like Google or Bing are
very good resources, but be aware that there
are still tons of resources out there that you

cannot find online.

Strong initial sketches make the whole
processes much easier, so establishing a good
sketch from the beginning is way more efficient

than fixing problems later. Some people think

1oiCreaniesikromkolkior et

dl

www.2dartistmag.com

one of the biggest benefits of digital paintings
is the Undo button, but | feel that is not true. If
you do it right from the beginning, why do you
want to do it wrong, undo it, and do it again and
again? It is the same as traditional painting.

It is always good to start heading in the right
direction, so you can just keep developing the

image until is completed.

The first stage is to define the characters. In
this case it is based on existing characters so
research is very important, but don't let the
story restrict the illustration and imagination. It

is always good to add a little personal flavor to

@ it. In this illustration | could have illustrated an

page 51

event, but | wanted to focus on the characters
themselves, so the key to the whole process is

character design (Fig.01 — 02).

In the story, King Zhou (in his later years) drinks,
has sex, lacks morals, and ignores all the affairs
of the people. After thinking about these words,
some faces started to appear in my mind, so |
focused on the faces and tried to capture the
expression on them and play with values for the

composition.

Strong contrast and value are two major things
| use to design everything. | also found some

Western Zhou Dynasty 1046—771 BC pictures

Issue 062 February 2011



dl
for design references. Human anatomy is
always a big topic when people talk about art,
and that is why people spend years and years

learning it. There is no shortcut; the only way is

to study it and do more life drawing sessions.

Skin rendering is another big topic, and Fig.03
shows a crop image of the skin in different
stages. The trick is simple: more color. | rarely
put in one solid color in a painting. Skin has
more color than any other surface or material

because it is so complex. One thing | do find is

that usually the dark value has higher saturation.

Another thing is that changing the hue and
saturation will also change the value. | usually
try to keep the value the same, which should
mean as long as we keep the value the same,

potentially we can fill in almost any color.

When it comes to backgrounds there are two

things that define 3D space. One is perspective,

aplero g | I

1oiCreanuresikronukolkiore

and one is value. Again the quick way to design
it is using rough brush strokes with value

and flow. | also introduced fox spirits into the
painting at this point (Fig.04). At this point | tried

to define the elements in the background and

foreground, and separated those into different

layers which can help my process later.

Next it was all about the water. | looked at

some photos of the ocean, which | took in the

www.2dartistmag.com
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Olympic National Park in Washington State. |

spent about eight hours painting water. | find
painting water is very similar to drapes and
fabric because the surface is smooth (Fig.05). |
also think that the perspective of the waves was
important for this scene; once | nailed down the
waves the water looked good. The further away

the waves are the smaller and flatter they look.

A quick lighting test on the characters gave me
an idea of what the moon light looked like. The
collapsed building was a good way to show the
empire falling and represent war. Color started
to kick in to the painting, and since this was not
a happy story or a happy ending for them, a cool
color tone suited the painting. | used a Soft Light

layer in Photoshop for the initial color.

This stage is all about rendering and adding
more details to the smaller areas to fill the
empty space (Fig.06). This is extremely time-
consuming and the more you understand
lighting and the forms of objects the better you
can do it. Painting still life and human figures
will improve your rendering skills. At this point

| decided the background and the moon were
over-emphasized and | decided to take the
moon out (Fig.07). Also at this point | started
to tackle the contrast and value of the water.
Adding a couple more interesting structures

in the far background also helped the painting
have more depth. Using the Overlay and Soft
Light layer again and again is like glazing in
traditional media. The more layers you apply to
the painting, the richer color it will look. Again,
as long as we keep the value the same, we can

put in almost any color we want.

1oiCreatiesikromkolklor et

dl

www.2dartistmag.com

When painting a complex scene with more
than one character in it, the foreground and
background can be very difficult. The difficulty
is not the single subject or single character. It is
the balance of everything. It is like a balancing
game; when we do too much on one side, we

need to decide to take it out or add more to the

@ other side. | changed the skin tones so that

page 53

Daji would be the first to be seen, and | also
changed each individual element slightly to lead

the viewer’s eye a bit more (Fig.08).

Detail is another thing that needs to be
addressed. When painting on a computer we
zoom in and out often and sometimes this will

make us lose the sense of detail, and over-detail

Issue 062 February 2011



certain areas. You can balance this out with

careful use of the Smudge tool.

Even in a complex scene made up of small
objects, the keys are design, composition,
balance, value, and perspective. Each part
should be addressed, and to master it you must
study and practice it. | hope you enjoyed this
tutorial (Fig.09).

Jason Wei Che Juan

For more information please visit:
http://jasonjuan.blogspot.com
http://www.jasonjuan.com

Or contact them at:

jasonjuan05@gmail.com



VFS ANIMATION & VISUAL EFFECTS ALUMNI CREDITS INCLUDE 9 Mike Dharney, Animator 2012 Jamie Bowers,

Texture Artist | Zeke Norton, Previsualization Supervisor | Anuj Patil, Senior Technical Director | Christine Peterson,

Digital Compositor 50 Cent: Blood on the Sand (VG) Giorgio Bertolone, Creature Technical Director Aliens in the

Attic Rex Ahn, Pre-Visualization Lead | Craig Calvert, CG Supervisor | Julianna Kolakis, Character Designer | Ben

Sanders, Supervising Animator | Rommel Shamoun, Compositor | Noel Wright, Digital Compositor | Adam Yaniv,

Animation Supervisor Alvin & the Chipmunks: The Squeakuel Nicholas Augello, Technical Animator | Christopher

Downs, Technical Animator | Amy Lu, Animator | Adam Yaniv, Animation Supervisor Amelia Armando Velazquez,

Digital Compositor | Clement Yip, Animator America's Army 3 (VG) Matthew Turner, Artist Angels & Demons Craig

Calvert, Pre-Visualization Artist | Jessica Wan, Lead Rotoscope Artist | Noel Wright, Digital Compositor Armored Riley

Benard, Digital Compositor | Yuta Shimizu, Visual Effects Artist Astro Boy Andreas Hikel, Layout Artist | Kim Ooi,

Animation Director Avatar Michael Cozens, Lead Animator | Tamir Diab, Technical Director | Aaron Gilman, Character

Animator | Alfredo Luzardo, Layout Technical Director | Ben Sanders, Animator The Beatles: Rock Band (VG) Mike

Krentz, Ul Artist Briital Legend (VG) Marke Pedersen, Senior Artist Case 39 Riley Benard, Digital Compositor | Craig

Calvert, CG Supervisor | Matthias Lowry, Visual Effects | Fion Mok, Matchmove Artist | Teh-wei Yeh, Matchmove Artist

Cirque du Freak: The Vampire's Assistant Nicholas Augello, Technical Animator | Julianna Kolakis, Character

Designer | Ai Saimoto, Lighting Lead Cloudy with a Chance of Meatballs Andrew Lawson, Animator | Arun Ram-Mohan,

Senior Color and Lighting Technical Director Coraline Brian Demoskoff, Animator A Christmas Carol Kirk Chantraine,

Motion Capture Technical Director | Joel Pennington, Motion Capture Technical Director | Shraga Weiss, Character Modeler

Brent Wong, Character Modeler District 9 Neill Blomkamp, Director/Co-Writer | Jelmer Boskma, Modeler | Robert Bourgeault,

Lighting Lead | Freddy Chavez, Visual Effects Compositor | Dominic Cheung, Lighting Technical Director | Paul Copeland,

Visual Effects Artist | Anthony Di Ninno, Animator | Brian Harder, Creature Rigger | Bernhard Huber, Effects Animator | Brett

Ineson, Motion Capture Supervisor | Steve Johnston, Render Wrangler | Patrick Kalyn, Animator | Bernhard Kimbacher, Visual

Effects Data Coordinator/Compositor | Julianna Kolakis, Creature Texture Painter | Adam Marisett, Visual Effects Artist | Nikolai

Michaleski, Compositor | Brendon Morfitt, Digital Artist | Fernando Pazos, Animator | Dan Prentice, Visual Effects Artist | Mike

Rhone, Visual Effects Artist | Cesar Rodriguez Bautista, Digital Paint & Roto Artist | Cynthia Rodriguez del Castillo, Digital Paint

& Roto Artist | Marc Roth, Visual Effects Artist | Derek Stevenson, Matchmove Lead | James Stewart, Creature Supervisor | Richard

Sur, Lighting Technical Director | Anna Tonrungroj, Digital Compositor | Shawn Walsh, Visual Effects Executive Producer | Joey

Wilson, Modeler/Texturer | Samson Wong, Matchmove Artist Drag Me To Hell Thomas Schelesny, Visual Effects Supervisor

Dragon Age: Origins (VG) Bobby Bath, Character/Creature Artist | Ryan Lim, Lead Creature Character Artist | Herbert Lowis,

Artist | Brian Sum, Concept Artist | Nathan Zufelt, Cinematic Animator Escape from Planet Earth Giorgio Bertolone, Creature

Technical Director | Anthony Di Ninno, Layout Artist | Craig George, Head of Story | Gary Hendry, Layout Artist | Nicholas Smolyn,

Layout Artist Eureka Anuj Patil, Lead Compositor | Mike Rhone, Visual Effects Artist Fast & Furious Ben Dishart, Texture Artist

Armando Velazquez, Digital Compositor The Final Destination David Yabu, Animator G-Force John Iskandar, Lighting and Compositing

TD | Ken Kaiser, Animator | Hyun Chul Jung, Animator | Andrew Lawson, Animator | Phan Wiantrakoon, Animator Ghostbusters: The Video

Game (VG) Giorgio Bertolone, Creature Technical Director | Winston Fan, Compositor | Harry Liu, Junior Motion Capture Editor | Jessica Mih,
Modeler | Maya Zuckerman, Visual Effects Artist Gl Joe: The Rise of Cobra Jelmer Boskma, Modeler | Patrick Conaty, Digital Compositor | Ben
Dishart, Texture Supervisor | Aruna Inversin, Digital Compositor | Julianna Kolakis, Concept Artist/Modeler | Sean Lewkiw, Visual Effects Artist | Tom
Piedmont, Digital Artist | Jeremy Stewart, Senior Animator | Jeff Tetzlaff, Lead Modeler | Jessica Wan, Lead Rotoscope Artist Grey Gardens Armando
Velazquez, Digital Compositor Halo 3: ODST (VG) Bartek Kujbida, Cinematic Animator Harper's Island Steve ). McLeod, Digital Compositor Harry
Potter and the Half-Blood Prince Harry Mukhopadhyay, Lead Effects Technical Director | Pietro Ponti, TD Generalist | Gia Sadhwani, Digital Effects
Artist | Kieran Tether, Digital Artist | Teh-wei Yeh, Lighting TD Ice Age: Dawn of the Dinosaurs Scott Lemmer, Animator | Thom Roberts, Animator | Brent
Wong, Modeler Invictus Christopher Ahrens, Lighting Lead | Geoffrey Hancock, Visual Effects Supervisor | Sean Lewkiw, Digital Effects Supervisor | Jason
McKeeman, Lead Technical Animator | Farhad Mohasseb, Compositor | Michelle Skrzyniarz, Matchmove Artist | Jose Yapor, Animator Killzone 2 (VG)
Andrea Arghinenti, Technical Artist King of the Hill Michael Loya, Director Knowing Tim Rowlandson, Rigging Technical Director | Richard Sur,
Lighting Technical Director Land of the Lost Nicholas Augello, Massive Technical Director | Tony Etienne, Lighting Supervisor | Amy Lu, Character
Animator Law Abiding Citizen Freddy Chavez, Compositor | Veronica Marino, Compositor | James McPhail, Effects Animator | Jacob Curtis Miller,
Matchmover | Jay Randall, Visual Effects Supervisor | Derek Stevenson, Matchmover | Shawn Walsh, Visual Effects Executive Producer The
League of Super Evil Daphne De Jesus, Compositor | Barry Karnowski, Animation Supervisor The Lord of the Rings: Conquest (VG)
Michelle Lam, Lead Character Artist The Lovely Bones Michael Cozens, Previs Animator Monsters vs. Aliens Jiyoung Lee, Texture Artist

Night at the Museum: Battle of the Smithsonian Rex Ahn, Previsualization Lead | Nicholas Augello, Technical Animator | Christopher

Downs, Technical Animator | Joshua Herrig, Lead Lighter | Zeke Norton, Previsualization Supervisor | Ai Saimoto, Lighting Lead | Ben

Sanders, Supervising Animator | Derek Stevenson, Previsualization Artist | Joey Wilson, Previsualization Artist | Adam Yaniv, Animation
Supervisor Orphan Francisco Moncayo Moreno, Digital Artist | Shawn Walsh, Visual Effects Executive Producer Paul Blart: Mall Cop

Riley Benard, Digital Compositor Planet 51 Sandro di Segni, Senior Effects TD | Jorge Kirschner Torres, Modeler | Gianfranco Valle, Effects

Animator Prototype (VG) Harry Ahn, Lead Cinematics Animator | Bobby Bath, Lead Character Artist Punch-Out!! (VG) Nelson Garcia,

Concept Artist Pushing Daisies Scott Dewis, Visual Effects Red Faction: Guerrilla (VG) Dilber Mann, Project Manager Resident Evil 5

(VG) Jacob Palmer, Animator Rock Band Unplugged (VG) Mike Krentz, Artist Sanctuary Julie Bergman, Animator | Mladen Miholjcic,

Visual Effects Artist Shorts David Yabu, Animator Sorority Row Mike Rhone, Visual Effects Artist Star Trek Aruna Inversin, Digital
Compositor | Tom Piedmont, Digital Plate Restoration | Kieran Tether, Digital Artist | Teh-wei Yeh, Digital Artist Stargate Universe

Daphne De Jesus, Digital Compositor | Julianna Kolakis, Character Designer | Daniel Osaki, Lead 3D Modeler | Anna Tonrungroj, Digital
Compositor Supernatural, Daphne De Jesus, Digital Compositor Surrogates Anthony Di Ninno, Animator | Joshua Herrig, Lighting
Artist/Look Dev Artist | Matthias Lowry, Digital Compositor | Laurie Powers, Compositor | Teh-wei Yeh, Digital Artist Tales of Monkey

Island (VG) Jason Findley, Character Artist Terminator Salvation Geeta Basantani, Digital Matte Painter | Teh-wei Yeh, Lighting

Technical Director Transformers: Revenge of the Fallen Allen Holbrook, Animator | Aruna Inversin, Compositor | Stephen King,

Animator | Henri Tan, Creature Technical Director | Kieran Tether, Digital Artist | Teh-wei Yeh, Digital Artist The Twilight Saga:

New Moon Dominic Cheung, Lighting Technical Director Uncharted 2: Among Thieves (VG) Mike Yosh, Lead Animator

Underworld: Rise of the Lycans Pearl Hsu, 3D Artist | Lon Molnar, Visual Effects Production Executive Up Bill Watral, Visual
Effects Artist Warhammer 40,000: Dawn of War Il (VG) lan Cumming, Senior Artist | Allan Dilks, Artist | Nathan Hocken, Lead
Animator | Christine Hubbard, Artist | Claire Roberts, Artist | Jefferson Takahashi, Artist Watchmen Ori Ben-Shabat, Compositor
Jelmer Boskma, Previs Modeler | Freddy Chavez, Compositor | Dominic Cheung, 3D Artist | Ben Dishart, Texture Artist | Ty Duperron,
Modeler | Pearl Hsu, 3D Artist | Bernhard Kimbacher, Digital Artist | Sean Lewkiw, Technical Head of 3D | Matthias Lowry, Digital
Compositor | James McPhail, Digital Effects Artist | Jacob Curtis Miller, Digital Artist | Lon Molnar, Visual Effects Supervisor | Harry
Mukhopadhyay, Lead Effects TD | Cynthia Rodriguez del Castillo, Digital Artist | Derek Stevenson, Matchmove Artist | Shawn Walsh, Visual
Effects Supervisor | Samson Wong, Compositor Wheelman (VG) Laura Gorrie, Senior Animator Whiteout Armando Velazquez, Digital
Compositor | Clement Yip, Animator Wolfenstein (VG) Jason Martin, Modeler X-Men Origins: Wolverine Geeta Basantani, Digital Matte

Painter | Rommel Shamoun, Compositor | Jeremy Stewart, Previs Artist Zombieland Mike Rhone, Visual Effects Artist to name a few
VFS student work by Thiago Martins



Chapter1 | January Issue 061
Griffin

(hapter 2 | This Issue

Giant

Chapter 3 | March Issue 063

DIElefel] The fantasy genre is hugely popular in the CG industry and has been showcased in hundreds of
Chapter 4 | April Issue 064 movies, computer games and artworks over the years. With such potential for magic, monsters
Yeti and imaginations to run wild, it's easy to see why fantasy is such an attractive subject. But giving

fantastical ideas enough of a basis in reality to be convincing can be difficult. In this series our

Chapter 5 | May Issue 065

talented artists are going to take one aspect of fantasy — legendary creatures — and show us
Loch Ness Monster

how they would tackle this problem. Some use photo integration, others paint the creatures very
Chapter 6 | June Issue 066 carefully with a steady hand, but all share the benefits of their experience and reveal the tricks and

Alien techniques they use to make the unreal seem real.
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3DTotal presents the new issue of 3dcreative

magazine: a downloadable monthly magazine for
concept art, digital & matte painting for only 275 (approx $3.78 - €2.93)

3dtotal.com W/’

Issue 066 February 2011

Interview
Benoit Regimbal

Coverimage by Olive Titouan

TheGallery

Ke Weilin

Rishikesh Nandlaskar,
&more!

Project Overview
“AH-1Z Viper Helicopter”
by Martin Kostov

Lookfor this buttoninside ‘

CREATURE FROM

THE DEEP

OLIVETITOUAN CREATES THIS SLIPPERY AQUATIC MONSTER

Photoshop Post Effects
Richard Tilbury shows us how he would add smoke, sparks and glows to his
3D render in Photoshop.

Unreal Games Engine Tutorial
Andrew Finch continues to show us how to build our games level this
month focussing on adding accessories and texturing.

Modeling A High-Poly Spaceship
In our Creating the Celeritas series we take a further step towards a finished
image with Djordjie Jovanovic, Luigi Terza & Tamas Gyerman.

visit WWMWW.3dcreativemag.com
to download the free ‘lite’ issue, the full issue, subscription
offers and to purchase back issues.

LR




0" next month

Here is what’s in the next issue of 2DArtist

Branko Bistrovic

Sketchbook of Clint Cearley

Chapter 3: Portraying Emotion by Marta Dahlig

Chapter 5: Male Caricature by Jason Seiler

Chapter 1: Sketching by David Nakayama

Chapter 3: Dragon by Tomasz Jedrusek

by Yap Jia Xing

another 10 of the best
Images from around
the world!

\VISIBRAAAV20ARtISTNAC CONTMORTU |
Informationianditolprchaseicutrentand
previousisstesiogonlyeE=28oleach!

lmagebyaYapRliaaXing
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“It is important to get

the correct levels
dar

and show how the
Skin reflects the
light.”
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Yuehui Tang

For more information please visit:
http://www.cgtnt.com
Or contact them at:

tyhart@163.com



k61 have never seen one
book that has such a diverse
collection of inspiring
techniques and subject
matter, generously shared by
incredibly talented artists.aa

Dylan Cole | www.dylancolestudio.com

View the entire
Digital Painting Techniques: Volume 2 book
online at: www.3dtotal.com/books

Digital Painting Techniques: Volume 2 provides another thrilling opportunity to learn from
some of the most accomplished and skilled digital artists from around the world.

The second volume in this series covers a wide variety of themes and topics and provides

in-depth tutorials to aid and inspire any digital artist, whether beginner or veteran. Custom

Brushes, Speed Painting, Characters and Fantasy are just a few of the subjects covered in
the chapters of this must-have book, with each tutorial providing a logical and professional
approach to creating a digital painting of the highest standard.

With additional features including a gallery of stunning artwork and links to free
downloadable content such as custom brushes, Digital Painting Techniques: Volume 2
contains a wealth of inspiration and advice, making it a worthy addition to any artist's
bookshelf.

Softback - 21.6 x 27.9 cm | 288 Premium full color pages | ISBN: 978-0-9551530-1-3

3DTOTAL.COM
Visit 3DTotal.com to see our full range Book products
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£6 Digital Art Masters is in its
fifth edition now, and can easily
be considered one of the best
showcases of digital artwork
available today. The quality of the
artworks, the fine printing and the
valuable walkthroughs make this
book a must-have for any art lover
and for any CG artist, professional
or beginner. il

Alessandro Baldasseroni | www.eklettica.com

View the entire
Digital Art Masters: Volume 5 book online at
www.3dtotal.com/digitalartmasters_v5

Following on from the success of our first four books, we received yet another
overwhelming response to our call for submissions for Digital Art Masters: Volume 5. Once
again over 1,100 submissions made their way into the Digital Art Masters mailbox, proving
to us that the series is becoming ever more popular with not only our readers, but artists
around the world too!

From this massive number of incredible entries, the 3DTotal team began the difficult task of
choosing approximately 300 images to take through to the next round. To help in the task,
we enlisted the help of industry professionals Tim Warnock (matte painter), Till Nowak (3D
artist) and John Kearney and Chung Wong (videogame artists - VooFoo Studios) to be our
guest judges. These wonderful artists braved the headaches of a grueling judging process
and helped the 3DTotal team to select the 50 stunning images that appear in this year’s
fantastic line-up.

Hardback - 21.6cm x 27.9cm | 304 Full Colour Premium Paper Pages | ISBN: 978-0-240-52171-8

3DTOTAL.COM

Visit 3DTotal.com to see our full range Book products



DIGITAL ART MASTERS

VOLUME 1
The first book in the
Digital Art Masters
series features 48 of
the finest 2D and 3D
artists, including Eric
Wilkerson, Fred Bastide,
Marcel Baumann, Meny
Hilsenrad, Natascha
Roeoesli, Robert Chang
& Thierry Canon

VOLUME 2

The second book in the
Digital Art Masters
series features 58 of
the finest 2D and 3D
artists, including Benita
Winckler, Glen Angus,
James Busby, Jonathan
Simard, Jonny Duddle,
Philip Straub & Tae
Young Choi

VOLUME 3
The third book in the
Digital Art Masters
series features 60 of
the finest 2D and 3D
artists, including Damien
Canderlé, James Paick,
John Wu, Laurent
Pierlot, Marc Brunet,
Mathieu Aerni, Matt

Dixon & Neil Blevins

“Digital Art Masters is getting better and
better at showcasing some of today’s
best digital artists. The way the book
shows the processes of achieving great
pictures provides a good opportunity to
learn from these artists, and keeps you
challenged in your own art.”

Raphael Lacoste | www.raphael-lacoste.com/

Meet some of the finest digital 2D and 3D artists working
in the industry today — Loic €338 Zimmermann, Craig
Sellars, Jelmer Boskma, Maciej Kuciara, Daarken,
Marek Denko, Kekai Kotaki, Andrew Hickinbottom
and Marek Okon. Become inspired by breathtaking
images, paired with the techniques and tricks of leading
industry artists

» More than just a gallery book, learn from the best
digital artists in the world; each artist offers insight
into how their image was created, with discussions of
techniques and problem solving solutions

* A source of inspiration for artists of all levels: cutting
edge imagery showcases the best in today’s digital art

* Featuring more than 50 artists and showcasing over
900 stunning color images in five sections: Sci-Fi,
Scene, Fantasy, Character and Cartoon
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Fdtotal.com

Is a resource website for the CG community;
amongst our growing number of products for CG
artists, we produce two monthly downloadable
PDF magazines — 2DArtist and 3DCreative.

We are based in the West Midlands, in the UK,
and our intention with our magazines is to make
each issue as full of great articles, images,
interviews and tutorials as possible. If you

would like more information on 3DTotal or our
magazines, or if you have a question for one our

team, please use the links below.

Contact Information

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

http://www.2dartistmag.com

Editor & Content Manager > Simon Morse
simon@3dtotal.com

Lead Designer > Chris Perrins
chrisp@3dtotal.com

Marketing > Jo Hargreaves

jo@3dtotal.com

Partners

If you have a CG community website and would
like to support 3DCreative and/or 2DAtrtist
magazine by showing our banners, please

contact Simon at the email address above

sl (1T
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