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Autodesk Introduces New 
Animation Store for 3ds Max 

Autodesk Inc., has introduced a new Autodesk 
Animation Store for the 2013 releases of Autodesk 
3ds Max animation software and Autodesk 3ds 
Max Design visualization software. The Autodesk 
Animation Store can be accessed from the 3ds 
Max products to provide a simplified 3D animation 
workflow that allows users to search, customize 
and purchase licenses to characters and motion 
clips without leaving the software.

Powered by Mixamo, an online character anima-
tion service for 3D professionals, the Autodesk 
Animation Store offers hundreds of characters and 
more than a thousand editable animations for 3ds 
Max Biped and CAT characters. The content is ag-
gregated from top-quality providers, such as aXYZ 
design, Original Force, Winking, Radiance etc.

PipelineFX’s Releases 
ArtistView GUI for Qube!

Render farms are the lifeblood of faster creative itera-
tions. They are also something most artists leave to 
IT techs that have more time for the learning curve. 
Today, with the release of PipelineFX’s ArtistView GUI 
for Qube! that curve has been reduced and remade 
into something any artist will find accessible. Utilizing 
a simple-to-understand interface, ArtistView brings 
the power of queue control, project updates, and ren-
der previews right to the artist. Little to no training re-
quired.

“Artists shouldn’t be overwhelmed by any aspect of 
the production process,” said Richard Lewis, CEO of 
PipelineFX. “They should be able to easily manage 
any step that affects their work. ArtistView GUI for 
Qube! is free and available for download now.
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ZBrush Creature Design: Creating Dynamic Concept Imagery for 
Film and Games - ZBrush allows you to develop a creature for film and 
games in realistic, 3D format. With this book, you will learn how to create 
a unique creature from start to finish and search for and repair any fore-
seeable problems. Clear instructions guide you through using Photoshop 
in combination with ZBrush to finely render a creature so you can see 
how it will appear on screen. Experienced ZBrush author and designer 
Scott Spencer shows you how to start with your concept in ZBrush as a 
preliminary digital model and then further refine it in Photoshop.

Environment Design with Jeremiah Humphries- In this workshop Jer-
emiah takes you through the process of creating concept art of a frozen 
planet colony just after sunset. It will feature prefabricated stressed mem-
brane structures, and northern lights illuminating the night sky. Through 
the process Jeremiah will be showing you How to achieve perfect per-
spective by combining Google Sketchup meshes with Photoshop paint-
ing. He will also be  demonstrating his process for speeding up the illus-
tration and achieving a consistent style by Drawing over painting, Painting 
in selections, Conveying surface properties with specific brush types. 

http://as.wiley.com/WileyCDA/WileyTitle/productCd-1118024338,miniSiteCd-SYBEX.html
http://www.cgarena.com/store/environment-character-design


http://bit.ly/ziuuBy


A combo of both.  I have a BFA degree but I do a lot of studies at home so it really helps. 

Q.  Please tell us about your past and current jobs. How you end up with the current job?  

Currently I work for Microsoft at 343 Industries as a Senior Environment Artist working on their Halo project. 
I was contacted to work there and was really excited about the talent at the studio so I decided to make the 
move from Blizzard Cinematics to 343.

Q.  What is your Environment Art all about? How your typical workflow looks like?

It’s really about studying and learning I don’t really have anything beyond that goal in mind when I work.  If 
I can learn something then I’m happy.  The workflow is based around speed and getting faster and making 
better art.  
   

Q.  In your opinion, how cooperation between Level Designers and Environment Artists should look 
like?  

Like any relationship really, it’s give and take.  Both art gameplay and tech should always be working toward 

David Lesperance

Q.  Hello David, could you tell us a bit about yourself and 
are you self-taught or have taken some training?

Good art is one 
thing but effec-

tive art is a whole 
other skill that 

takes years 
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the same goal of shipping a great project on time and on budget.  Otherwise it’s not a good production.

Q.  Let’s talk about “Environment Study”, tell us where the idea to create such a scene came from? 
How did you start and how did it end up? 

The idea came from wanting to study some lighting.  Took about two weeks from start to finish so about 40-
60 hrs.  It always starts from layout and getting the camera locked.  From lighting to asset creation. 
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Q.  Are first steps in game industry hard?

Very, I was told I wasn’t good enough and I should stop trying.  My earlier work got laughed at even.  It’s kind 
of strange how it works out.  I would recommend to anyone wanting to work in this field is to work hard and 
be a cool person.  Everything changes what is good today is tomorrows junk.  You can’t give up and when 
you get the job you need to work hard.  Understanding the big picture is something that very few artists get.  
You need to know where you fit in the pie and how your work is used towards the big goal.  In the games and 
film its shipping and making it great.  Anything from over work to under work is bad.  You are always trying 
to come in the middle. If you can make your time, budget, and quality levels meet the need of the end goal 
and nail it you’re going to fine. 

Q.  What are the best and worst parts of your job?  

I love what I do I like making art and dealing with tech.  Honestly I would say the worst part is being human 
and getting tired.  Everyone gets worn out if I could avoid that and make sure I have life outside of work I’m 
pretty much happy all around.  

Q.  Which software are you having in your arsenal and why you prefer to use them?  
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Honestly I use a lot of them, Max, Maya, Softimage, ZBrush Photoshop etc.  Anything that will help gets the 
job done fast and effective.

Q.  You think that it’s hard to find a job in the industry as an Environment Artist?  

I think it takes a lot of work like anything that is worth doing.  But growing as an artist is just as if not more 
important than getting the job.  It’s hard from the stand point of correct workflow when trying to find good tal-
ent good art is one thing but effective art is a whole other skill that takes years to even start to understand.  
I’ll let you know when it starts for me.

Q.  What are the best things to put into the portfolio of Environment Artist?

Your passion, if you love rocks make rocks if you make great hard surface stuff… do it.  If you are happy in 
doing it that will make your work look 20 times better.  I really like to see sets and lighting as well.  

Q.  What other interests do you have that help influence your work and keep you motivated?

I love to work out, play games, run, hang out with my girlfriend, make personal art, I love movies especially 
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horror movies, and anything that deals with Vikings.  I also find a lot of metal concerts help with the work as 
well.  

Q.  Please give some advices to the aspiring Environment Artists? So, they can give you some 
healthy competition :-)

Learn from people who are better than you.  Luckily for me there are a lot of them out there :-),  I have art 
hero’s which helps too, guys like Seth Thompson, Vitaly Bulgarov, Syd Mead, Ken Scott, Kevin Johnstone, 
Josh Jay, Levi Peterffy, Giger, Bosch, I could go on for hours.  Go outside your medium to find great things.  
Oh and ask a ton of questions.  



Q.  Are you working on any projects currently? If so, what are they?

A few hard surface studies, a lot of sketches, also planning on doing another large scene soon as well as 
hopefully another Gnomon DVD.  As far as the Professional stuff goes, HALO EPICNESS!!

CGArena thanks you for enabling us to do this interview. 
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This tutorial will primarily focus on how to use some of the great brushes available to you in Corel Painter 
12.  These techniques are also available in versions 10 and 11.  I really love Corel Painter.  I know quite a 
few digital artists create amazing digital paintings with Photoshop.  I’m a self trained artist and I did start out 
with traditional media (acrylics, charcoal, pastels and oils).  Corel Painter’s brush engine very closely ap-
proximates these traditional tools.  I started with Corel Painter 10 and was hooked!!

The inspiration for “Walter” came from watching the amazing AMC television 
series “Breaking Bad”.  The show has such interesting characters that I felt I 
wanted to do a whole series of caricatures of the characters from the series.  
The logical starting character had to be Walter White played by Bryan Crans-
ton.

The first step was to download reference images.  One of the cast and crew 
shots were the image I used as my primary reference.  I studied this picture, 
focusing very closely on the eyes.  My idea was actually to create a series of 
caricatures for all the main characters in the series.  Emphasizing some qual-
ity of their personality in their features.  With “Walter” it was the intensity of the 
eyes and pushing the top of the head to be much larger to emphasize he was 
the “brain” of the show.  Also, my idea was to give each key character some 
tattoo that said something about them as well.  The show’s periodic table logo 
seemed the best choice for “Walter”.

The next step is a very rough sketch em-
phasizing the main shapes.  I use a 2B 
Pencil Brush setting it’s opacity to about 
10% (this may vary depending on what you 
set your brush sensitivity too in the Brush 
Tracking preference).  I started with a basic 
rough sketch of his regular features.  Then 
I start roughing in the features that empha-
size the caricature components.  

I use the Wacom tablet’s function keys to 
help speed things up.  I program the func-
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by Paul Frey, USA

Making of Walter
tion keys in the Wacom Tablet Properties 
Panel to the keyboard commands I use the 
most in Corel Painter.  The most common 
commands I use are pan (<space>), rotate 
(<alt><space>), increase brush size (<]>), 
decrease brush size (<[>), undo (<ctrl><z>) 
and the pick color (<alt>).  These are PC 
keys.  It’s a good idea to set your Wacom 
tablet’s function keys to keyboard shortcuts 
you use the most.  I prefer to rely on the 
keyboard as little as possible.

For all the brushes I use in Corel Painter, I 
use pen pressure to control the opacity.  But 
I normally set the brush’s opacity to pretty 
low like 10-20%.  This allows me to build up 
color and achieve variation in my images 
(otherwise the painting looks very flat).
 

Now that I have the basic shapes in place, I start sketching 
in some of the details.  I deliberately keep the sketch kind of 
loose since I know the sketch is not the final image and not 
meant to stand on its own.  It will just be a guide for me when 
I start laying down paint.  This is not a very accurate sketch.  
It’s not capturing subtle shifts in skin texture, etc.  It’s only 
acting as a guide for outer edges and direction of the light.  

I’ve decided in this image there are 3 lights: one primary light 
in the mid to lower left,   a dim light from above and a very dim 
light on lower right.  I indicate this in the sketch with cones.  
This image will sit on a layer above my canvas with layer 
opacity set at about 50% and the method set to Overlay.
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STEP 3

The first thing I have to keep in mind when applying the color is kind of light I’m using, that color temperature 
is and how it behaves in different materials in the scene.

In this case, the scene consists of a general atmosphere clouded by one side, without apparent sun and with 
a red/purple color, this light surrounds the scene. Contrasting with this, a powerful spotlight blue/green color 
from the character head and in the smaller quantity from the magical staff. In this way, putting the focus to 
the main point of interest. Both, affects the top of the figure but it decays to half of her.
So, How to apply the color? First of all, I start with theoretical color rules to guide me. I have them always in 
my mind because they are very crucial in the process. For example, I think the shadows are always trans-
parent unless they are in complete darkness and how ambient light reflect on it, as well as near objects 
affecting its color. On the other hand, that the medium areas in the color gradations will always have more 
saturated color. And finally, the highlights are always opaque and less saturated than the base color. 

Now I’m ready to lay down 
the paint.  I position the ref-
erence image and the work-
ing canvas windows next 
to each other in my Corel 
Painter work area.  I will be 
pulling color from the refer-
ence image.  Sometimes 
I will have to zoom in very 
close to the reference image 
to get the color I need.
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by Paul Frey, USA

The main brushes I use for the initial laying down of paint are the Round Pastel and Oil Pastel brushes.  Now 
at this stage I will bump the opacity up quite a bit like 70-80%.  I’m trying to cover the canvas as quickly as 
possible with large base colors for the skin, shirt and background.  A couple of times my brush will wander 
a little outside of the lines of the sketch layer.  Not a big deal, I use the Smear Blender Brush to bring the 
color back in line.

Once the main layer of color is laid down then I start laying the dark areas and areas of high specular high-
light.   Now some artists would be flipping over to their reference image for these dark and light colors, I take 
a different approach.  I pull up the HSV Palette in Painter’s Color Palette.  I make sure to pick the color I want 
to change the value of (in this case, the flesh color), then I slide the V (value) slider lower for darker color and 
higher for the lighter areas.  Keep playing around with light and dark areas until you get the basic shapes 
that look solid and with the correct lighting.  Don’t worry about the details like the beard at this point.  Treat 

Making of Walter
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the beard as a mass that rises above the face a bit.  You’ll notice 
I don’t even have the glasses in the image at this point because 
these are the details I will add later.  I use the Grainy Water 
Blending Brush to smooth out areas between the transitions from 
light to dark.  But be sure to turn the opacity of this brush down 
to 10% or lower because it can muddy your image very quickly.  
You will be left with an image that looks similar to with solid forms 
beginning to form with basically 3-4 colors created by just shifting 
the value of the base color.

The steps above go pretty quickly.  But 
the final steps of painting in the details 
take much longer.  Actually, you prob-
ably should set a timeframe for this part 
right now.  I told myself that I would give 
myself about 3-4 2 hour sessions and 
call the image done.

Ok, so where do I start.  With this im-
age, I started on the outside of the face 
and worked my way inward.  I wanted 
the primary viewer’s focus to be on the 
eyes, so I deliberately use a larger brush 
and light pressure on the outside edges 

of the head’s form.  This will make the features further from the viewer appear a little blurry or indistinct.  
Then as I start moving inward towards the focus I wanted, the eyes, I reduce the size of my brush.  I keep 
a close eye on the reference image when getting to the details of the eyes.  This image is a caricature but 
the eyes I wanted to be as realistic as possible.  

This guy is a very serious character with a very calculating mind, the reference image shows that and I 
wanted to make sure I captured it.
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After I was finished with the majority of the de-
tail painting, I decided that the image needed 
a mood.  The best way to set the mood is 
with color.  I’m not a formally trained artist so 
I’m no expert on Color Theory.  But I really 
liked the green tint that was applied to the 
smoke at the start of the television episodes.  
I thought this green would really make this 
image stand out.  So I brought the image 
into Photoshop and applied the Photo-Filter 
with the settings “Preserve Luminosity” and 
a pretty high “Density” of about 75%.  I didn’t 

Making of Walter
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want the effect to be subtle.  (I haven’t found a similar function like the Photo-Filter in Corel Painter.)

Near the end of my self-appointed time frame, I start thinking about the little things that will integrate the 
character with the environment: such as color introduced by bounced light, subtle textures and deeper 
shadows.  Here are the brushes I will use for each of these specialized areas (remember to keep the opacity 
very low for these brushes because they have pronounced effect, try to stay below 10%):

Area: Color introduced by bounced light (light that bounces off objects and transmits some the color to an-
other surface)

Brush: The Glow Brush.  I used the Glow Brush to reflect some of the background green from the green 
colored smoke on this skin.  To use the Glow Brush, set the color to the green.  You may also have to use 
the Marquee Tool to make sure the Glow Brush doesn’t stray past the form.

Area: Textures.  I use numerous methods of creating 
texture using Painter.  

Paper: I’ll change the paper to a more rough paper and 
then use a brush that is affected by paper such as the 
Chalk Brush.  Sometimes the resulting texture can look 
a little flat since it is primarily a 2 dimensional paper 
texture showing through the paint.  If you open the Pa-
pers Library palette, you will see an invert button.  You 
can use this button to flip the paper texture and paint in 
a lighter color to give the texture a more 3 dimensional 
look.  The texture may come off too harshly (you espe-
cially have to be careful with this method on skin).  To 
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soften the effect, I will use the Grainy Water Brush to blend the texture.

Brush: I also use a FX Brush called the Coarse Brush 
Mover.  The Oil Pastel Brushes often create very smooth 
borders.  If you are painting vehicles with smooth sur-
faces this is probably what you want.  But irregular sur-
faces show more variation in how light interacts with the 
surface.  I use the Coarse Brush Mover in these cases.  
This brush is very useful in making your brush strokes a 
little more interesting as well.  This is another brush you 
have to be real careful with the opacity.

Making of Walter
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Area: Adding pores on the scalp.  Pores on the scalp are often darker and more pronounced in bald men.

Brush: I tackled this problem with a brush I rarely use but I really liked the results.  I used the Photo brush 
called Add Grain.  It was also very useful in integrating the tattoo with his skin.  This brush also has a very 
pronounced effect on the image so keep the opacity very low with this brush.  
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So that describes my process for creat-
ing this fun painting!  I hope this tutorial 
helps you to achieve the digital paintings 
you work on in the future.

Website: http://www.paulfrey.com
CGArena Portfolio:  http://mdmodeler.cgarena.com

Email: paulgfrey@gmail.com



http://bit.ly/JzM8Rw
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Cinema 4D, ZBrush, Realflow

by Dimitri Zaitsev, Germany

3D

This is one of the images from my diploma project “Gameworlds”, which deals with the translocation of real 
people into fictional worlds. The idea was inspired by computer games, thus the project title. 

The project consists of five compositing’s, each at 11811x8350px, so the pictures could be printed in 100x70 
cm at 300 ppi.

I dressed and photographed the actors and composed them with 3D elements (in this case the entire sub-
marine room and the tentacles), multiple other photos, and a bit of digital painting in Photoshop, which is 
my main application.

In this picture I used Cinema 4D to make the submarine, Z-Brush for the tentacles, Real Flow for the water 
from the ceiling, and the rest is Photoshop.

Making of 
Submarine
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by Dimitri Zaitsev, Germany

After making a few sketches of my idea, I started building the submarine control room in Cinema 4D, using 
pre-made 3D people just to mark the positions of the actors and the devices, and also to determine the scale 
of everything else, because “man is the measure of all things” :) 

From here on it was basically all about making everything look more complex and cool, adding detail to 
everything, optimizing the way the objects look, creating better textures, and so on. This is the part that took 
the most time. Here is a rendering from somewhere in-between and final rendering:

The materials I used are mostly made using the tex-
tures from cgtextures.com; it is a really awesome site! 

I stitched some of them together in Photoshop, for 
example this metal floor texture.

And here´s a bloody secret: although I used custom 
textures and displacement maps a lot, there is not a 
single UV-unwrapped object in the scene, except for 
the tentacles of course. 

I did not use UV mapping because it would have tak-
en up much more time than what I had on my hands 
(since I was working alone and had to build the entire 
scene from scratch), and also due to the abundance of geometric detail in the submarine. 

As soon as I had finished the 3D scene, I calculated the distance from the 3D people to the camera, and 
using this information, did a proper photo shooting with my actors (for whom I of course had prepared the 
clothing beforehand).

Making of Submarine
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Making of Submarine
Here are the raw shots...

That’s me on the right, motivating the young navi-
gator :)

Also starring in the below picture - my grandfather 
as the Captain. He used to serve in the Navy when 
he was young, so the main problem when pho-
tographing him was not to shake the camera too 
much while laughing at the ridiculous  amount of 
curse words uttered by him through the smoking 
pipe during the shooting.... :) 

On the floor you can see a measuring tape. I used 
it to set the camera distance precisely as calcu-
lated from the 3D scene.

Here is the tech guy... 

The interesting part here is probably his uniform 
and his tool belt. It is basically all made from used 
clothes from the army surplus shop with some 
modifications, and some tools from the garage + 
some black shoe polish to make him look dirty. 

And here is the radio guy. 

www.cgarena.com Page 29  



Tutorial
CGArena

Issue 2 Apr - May 2012

www.cgarena.com Page 30  

by Dimitri Zaitsev, Germany

In the final picture, I have just cut off the farther part of his phone cable and drew it the way it should be, so 
it goes into the radar panel properly. It was far easier than trying to make the cable perfectly match while 
taking a photo.

As you surely have noticed, I do not use green screens for my photos, and here is why – I always control 
and improve all the edges manually anyway, using Layer Masks in Photoshop and my trusty Wacom tablet. 
The Layer Mask is the best feature!  

Besides that, if you look at the edges of the actors in the raw shots, you will notice that there is mostly 
enough contrast for the automatic selection tools to grab onto anyway, but without a green edge tint.  So I 
never use green screens, unless for close-up shots of people with lots of hair, or similar themes where the 
automatic tools would do a better job than I would. 

As one of my former professors used to say - “the best automatic function is one which you can switch off” :)
Also - yet another blasphemy - I never use paths, except for things that really ask for a very precise vector 
curve. But generally I find paths far less precise or fast than drawing into a Layer Mask directly, and the 
workflow is really annoying. But that’s just a matter of preference I guess. 

After cutting out the actors, I pasted them into the environment. From here on it was all about correcting the 
colours, drawing in the shadows for the actors, and other stuff to make them look like they are actually there.

Making of Submarine
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by Dimitri Zaitsev, Germany

Then I added in the background, which is composed of some really simple domes made in C4D:

... and multiple stock photos of fish, bubbles and underwater rock, made by a friend of mine who is into un-
derwater photography. Here is the composed background with some half-finished light rays:

As of the tentacles – I 
used splines and a Sweep 
NURBS, and positioned 
them in the scene. Then, 
as the composition of the 
picture was final, I export-
ed them into Z-Brush and 
sculpted them into proper 
tentacles and used Polypaint 
to paint them.  Then I did 
all the default UV-Unwrap/
Save texture/Export steps to 
get them back into C4D. 

I think the interesting part 
here is that I did not align the 
tentacles to a glass surface 
with millimetre precision 
or anything like that – they 
were of course pretty much 
where they were supposed 
to be, but the suction effect itself was achieved by simply sculpting them in the according way and drawing 
a water density effect in Photoshop.  Same goes for all the atmospheric effects – I just drew those in Pho-

Making of Submarine



Tutorial
CGArena

Issue 2 Apr - May 2012

www.cgarena.com Page 32  

by Dimitri Zaitsev, Germany

toshop, partially using the Depth channel from the rendering, but also taking care of the actors, so that they 
get proper atmospheric coverage.

Here is how it looks without the atmospheric effects:

And here is the final version, with those effects:

Making of Submarine
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by Dimitri Zaitsev, Germany

I also added a few photographed mechanical parts to the image – on top of the periscope, and in the left top 
corner, just to spice up the picture and make it look less artificial in those parts.

And here is the aforementioned suction effect. 

Tentacles before and after:

The glass fracture you can also see here was made separately from the main rendering in C4D – I made a 
Boolean from a SweepNURBS and the glass window, and then used the “Overlay” mode in Photoshop to 
blend it in.

Making of Submarine
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by Dimitri Zaitsev, Germany

The captain´s uniform lacked some edges and detail, so I drew those in: 

There was a similar modification to many other large and 
small parts of the image.

The water beam falling from the ceilling is composed of 
multiple renderings, which were done in RealFlow and ren-
dered in C4D – the trick, like with anything in RealFLow, 

is basically using a high particle 
resolution, and finding a good 
balance between surface ten-
sion, relaxation, blend factor, 
and radius, and then letting the 
fluid fall for a while :) 

When looking closely, you can 
see a logo with an angler fish on 
the sailor’s shirts:

Making of Submarine
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by Dimitri Zaitsev, Germany

The angler fish itself is from a bought stock drawing (I am just not that good at drawing cartoonish stuff), 
which I then incorporated into the logo design and simply applied it to the uniforms in Photoshop.

The final step in this picture, as well as in any of my 
major works, was adding in a large beautiful hidden 
snail <3.

Hope you enjoyed reading this making of, if you have 
any queries and comments then don’t hesitate to 
email me.

Portfolio: http://www.composite-reality.com
Email: dimitri-zaitsev@gmx.de

Making of Submarine
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ZBrush 4: R2 & R3 New Features - In this training, Michael Pavlovich takes 
up where he left off on the ZBrush 4 Comprehensive Video. With the release of 
ZBrush 4 R2, R2b, and R3 comes many new amazing features and Michael ex-
plores them in detail. He first starts off with an overview of Dynamesh and then 
goes into the many new Brushes. Next, Michael goes into using Noisemaker in 
R3 and 4 chapters on the exciting new Fibers System. Other topics include: Vec-
tor Displacement, Micromesh, Transpose, Materials, Wax Preview etc.

ZBrush 4 Character Production - Michael Pavlovich starts from scratch with 
zspheres and creates an entire character with clothing and accessories in ZBrush 
4. Michaels starts off by creating the base mesh and then sculpts out the entire 
body without cloths. He then goes through re-topologizing the body and the re-
projecting the details. Next, Michael sculpts the fine details and then polypaints 
the entire body to a production finish. Once the body is done, he then creates 
all of the clothing and accessories, then detailing and painting them in ZBrush. 

FumeFX 3.0 - FumeFX 3.0 offers many innovations and artist-friendly improve-
ments that provide unique control over the simulation. Features such as a GPU 
accelerated Preview Window, simulation of nested grids, support for Space Warp 
deformers and newly added Effectors will allow you to approach VFX scene con-
struction in a completely different and more flexible manner. FumeFX has been 
production proven in titles such as Hugo, Ghost Rider: Spirit of Vengeance,Thor, 
Priest, 2012, Skyline, Suckerpunch, Spiderman 3, X-Men Origins: Wolverine etc.

Vray Webinar’s Pack: Standard - You see exactly how different problems can 
be solved just in few minutes of work. If you think YOU are the only one who 
CAN’T get PHOTO-realistic look out of your 3D render… Well you are not alone! 
And by the way Alexander Vasiliuk aka “vrayguide” was there too, till he under-
stood what exactly I’m doing wrong and in these Webinars Alexander Vasiliuk aka 
“vrayguide” showing YOU how to fix that, by improving over 50 student works.

BUY NOW

BUY NOW

BUY NOW

BUY NOW

Original Price - $ 60  |   CGArena Price - $ 55

Original Price - $ 60   |   CGArena Price - $ 55

Original Price - $ 845   |   CGArena Price - $ 792

Original Price - $ 97  |   CGArena Price - $ 89

www.cgarena.com/store

http://www.cgarena.com/store/vray-webinars-pack-standard
http://www.cgarena.com/store/fumefx-3
http://www.cgarena.com/store/zbrush4-r2-r3-new-features
http://www.cgarena.com/store/zbrush4-character-production
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Sci-Fi Textures - This product provides 100 very detailed depictions of seam-
lessly tileable metal surfaces. The textures have been exclusively designed by 
Pino Gengo. Pino has worked as a texture artist on games like Crysis, Crysis 
Warhead and Far Cry. These high-resolution Dosch textures (2048 x 2048 pixel) 
can be used for animations, visualization, and for all kinds of computer graphics 
or print applications (e.g. catalog, magazine).

VRAY 2.0 for 3ds Max - V-Ray 2.0 for 3ds Max is a complete rendering solution, 
which combines the power of the distinguished V-Ray rendering engine with the 
flexibility and unprecedented speed of the interactive rendering system V-Ray 
RT, now running on GPUs. V-Ray RT and V-Ray RT GPU interactive renderers 
are included as part of the V-Ray installation. License Dongle will ship to you 
ABSOLUTELY FREE. This product is available only for the Customers of USA, 
Canada and Mexico with FREE SHIPPING.

Learning Autodesk Mudbox 2012 -  In this training course for Autodesk Mud-
box 2012, expert Brian Mennenoh is your guide to this powerful software, used 
to sculpt 3D characters and models. Designed for the beginner, you will learn 
from the ground up how to apply the various tools and techniques available, to 
achieve the best results possible. You will follow a single project through from 
start to finish, with each step building on the previous, until you have a completed 
model.

UnrealScript Masterclass Part 3 - Re-Creating Assault in UDK  - In this train-
ing James Tan continues his series on re-creating Assault in UDK. James uses 
his 13 years of experience with Unreal Technology and Global UDK Educator 
with Epic, to demystify custom UDK game creation using UnrealScript. He starts 
by explaining how to update to a newer revision of UDK, adding Pickups, adding 
an Announcer, Scaleform, Navigation Meshes, Way Points, Upgrading the Task 
System, AI Overview, AI and Kismet, and some final words. 

BUY NOW

BUY NOW

BUY NOW

BUY NOW

Original Price - $ 89  |   CGArena Price - $ 79

Original Price - $ 1380   |   CGArena Price - $ 1298

Original Price - $ 100   |   CGArena Price - $ 72

Original Price - $ 60  |   CGArena Price - $ 53

www.cgarena.com/store

http://www.cgarena.com/store/unrealscript-masterclass-p3
http://www.cgarena.com/store/vray2-3dsmax
http://www.cgarena.com/store/mudbox-2012-video-training
http://www.cgarena.com/store/sci-fi-textures
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Software:

Painter

by  Corrado Vanelli, Italy

2D
Hello, this is my first ‘Making of’ so please apologize me for every mistakes and missing’s. I’m not a famous 
artist so probably you have never heard my name and seen my works before; anyway I hope you can find 
the content of this small and quick article interesting.

When I created the subject of this illustration I didn’t know that someone would ask me to write a “Making of” 
so I have not maintained many intermediate steps of my work. Anyway I will try to do my best to show you 
the philosophy under my work.

Before starting. one last thing… if you like this image and want the hi-resolution picture, you can download 
it from my website www.landofsecretarts.com (of course absolutely free). 

INTRODUCTION

I have created this illustration for an Italian event. I live in the North of the Italy, in a land that many years ago 
was totally covered by a huge lake called ‘Gerundo’ (now it is disappear). According to the legend the guard-
ian of this ancient lake was a huge dragon that moved between the various villages looking for its favorite 
food: children! I know, it sounds a little bit macabre but this is what the story says...

However, this year a local organization has decided to celebrate our ancient lake and it asked me to create 
a illustration for the event. The only thing they said me it was that in the image had to contain the dragon, 
some “pirogue” (our typical ancient boats) and of course the lake.

Making of Revenge
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by  Corrado Vanelli, Italy

So I created two different proposals: one with a girl and an autumnal environment (I thought, pretty girls are 
always welcome!), and a second one with a summer environment and the dragon wrapped around a big 
tree. At the end we have decided to stay on the image with dragon and tree: this subject is more focused on 
the theme of the event and it has a more “fantasy style” respect to the variant with the girl.

I have imagined a story of revenge in which a desperate father challenges the monster with his small 
sword... he has nothing to lose, everything he had in this world is finished because of the dragon (remem-
ber, it likes to eat children!). 

Behind him a small group of people that come to see the monster and this improbable fighting. They have 
also arrange a “big top” for this great event... humans are so intelligent and at the same time so stupid. To 
create the entire painting I have not used any photo references: there were no dragons in the neighborhood 
willing to pose for me...

BASIC TECHNIQUES AND TOOLS

The painting is totally made in Corel Painter 
X with a WACOM Intuos A4. For all my piec-
es I use mostly the standard tools already 
installed in Painter: they are fantastic with 
an incredible natural feeling so I don’t need 
to create several personal brushes... quiet, 
I’m not a Corel commercial promoter sim-
ply I love this software ;) My preferred tools 
are “oil brushes” and absolutely the blend-
ing stumps: they are fundamental for me 
because they are at the base of my working 
process in digital and traditional works (I love 
drawing simply with a pencil and a paper). I 
like the way in which Painter melt together 
the colors and also the way in which it man-
ages the paper textures. The following are 
the brushes and the tools that I used to cre-
ate this painting.

To create the first sketch I use the charcoal 
(black) and the stumps. For this first sketch I 
have used default paper texture. Usually my 
starting sketches are more detailed but this 
time, considering the simplicity of main sub-

Making of Revenge
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by  Corrado Vanelli, Italy

ject, I have created only a very rough draft. I always use the several paper textures in the same painting 
because every grain has its charm and a different behavior with various tools and brushes. 

The second step consists of adding color. First of all I turned 
the blending mode of the layer with the sketch from “default” 
to “multiply”. After that I started to paint on the layer below 
adding only some primary color.

As soon as the main colors are fixed, I merged 
the two layers and using my lovely stumps I 
smoothed and melted together colors and char-
coal black. After that with “burn tool” I try to em-
phasize the shadow area. On the contrary with 
“dodge tool” I draft the brightest surfaces. Un-
fortunately I have not preserved many 
intermediate steps of these phases but 
to remedy this lack I have created a 
quick image that show you my typical 
painting process.

In this simple image I have put under 
each step the icon of the tools used 
and, where it was necessary, also the 
colors. Practically this is the “standard” 
process I use for all my painting. Just 
one note for the colors: usually before 
starting I define a palette of main colors 
and after that I create 4/5 lighter and 
darker variants in order to cover all the 
range of light/mid-tone/shadow.

Making of Revenge
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Making of Revenge

FINAL DETAILS

The following are some intermediate steps of the painting. There is also a 
version of the dragon muzzle that I have discarded because I was looking 
for a shape more “classic” of the monster and this muzzle was too modern 
and “strange” also for guys that have commissioned this illustration.
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by  Corrado Vanelli, Italy

The last thing I created is the glow effect between the branches of the tree.  To do it simply I have created a 
new layer over the main painting with blending mode “screen” - opacity 50%. Using a very pale yellow and 
blending stump I have created the entire necessary halo between the branches and on the sky. When I was 
satisfied with the result I melted together the two levels. After that I have finished the work using a “sponge”, 
“painter knife” and “marbling rake”. In the following picture you can find some details.

OK, that’s all! I hope that this very short article was interesting for you. If you have questions, remarks, 
doubts or simply you want to speak with me, please send me an email, it will be an honor to have your feed-
back. For the future I promise to preserve more intermediate steps... :)

Website:  http://www.landofsecretarts.com
Email: corrado.narcius@gmail.com

Making of Revenge
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ZBrush

by Mehdi Fazzat, Morocco

3D

Hi everyone!  This is a making which I wished, to show you the different steps that I followed to finish my 
last lot: Hurry up, we are late! 

At the beginning it was a practical exercise to improve my competence using ZBrush, because I am still a 
novice with this software.

So first of all, I began creating my base form with ZSphere, then I start looking for a general form for the 
head, when I found the wanted shape I started adding details depending on the needs. I have a tendency 
to work with layers in order to remove a few things, in case if I change my mind.

To sculpt I used the brush known as the standardized utility: move, clay, pinch, inflate ... Honestly I had 
preference for clay brush.

After roughly sculpt the entire head and tor-
so, I changed the material in BasicMaterial 
so I could see the better shape and then 
additionally I started to detail the wrinkles, 
veins... but always disable the symmetry to 
have more variety or uniqueness.

When I finished the detailing I had the idea 
to add another little character on the head 
of the main character, the little character 
will guide or lead the main character.

I created its basic form with ZSphere and I 
try to place it without the symmetry because I knew that I have not done well with Transpose.
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by Mehdi Fazzat, Morocco

For the second character I proceeded in the same way, creating forms, step by step and subdividing where 
it’s necessary, for this character I tried to subdivide the minimum because I know that it will not be very vis-
ible in the image so we will not observe many details. I choose No symmetry and that’s why it takes double 
time.

Once  the sculpture  is finished I 
began texturing the first character 
with Polypaint, give it a base color 
plus some small details.



Tutorial
CGArena

Issue 2 Apr - May 2012

Making of Hurry Up, We are Late!

www.cgarena.com Page 53  

by Mehdi Fazzat, Morocco

After I began to detail a little more, texture trying to 
be more organic, adding little veins and I am trying 
to add some shade like green or red.

When I finished texturing I returned to modeling to 
add some more details on the skin using a Stan-
dard brush in spray and with the alpha 56, after 
that I texturized the second character using the 
same technique.

Now I’ll add the missing objects, the eyes and teeth that 
I have modeled with the sphere object (I textured manu-

ally the eyes with polypaint). I also changed a 
little facial expression of the first character.

The next step was to add some accessories 
such as rings, belts, hoses, ropes... To make 
the strings I used a cylinder that I parameterized 
with initialize to get a long, thin cylinder, then I 
changed with the move tool, inflate and smooth 
for the rope course. 
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by Mehdi Fazzat, Morocco

I modeled the tie with a sphere as the base object, the hat with a cylinder and fork with ZSphere. 

I wanted to add a rotten or-
ange to the fork, so I went in 
my kitchen to search for refer-
ences :) and I found one.  

I started obviously with a 
sphere, I flattened a little on 
the orange side because it 
was not very spherical, the 
Spray tool helped a lot in my 
sculpt giving this granulated 
effect. So I have started the 
small branch and the leaf with 
a sphere even though I have 
not detailed too much. 



Tutorial
CGArena

Issue 2 Apr - May 2012

Making of Hurry Up, We are Late!

www.cgarena.com Page 55  

by Mehdi Fazzat, Morocco

I leave to the end to add an eye that I also textured with Polypaint in the 
hole, I had left on the front of the first character, the accessories textures 
are remaining.

Once finished  the steps and techniques, sculpture and texture I started 
doing a research to find a light illumination that I liked. 

After finding the right lighting, I start-
ed to do all the steps which I will 
need with the new BPR rendering of 
ZBrush and did not forget to change 
the document size if you wanted a 
larger image, but also I warn you, 
bigger size means longer time will 
take in rendering. 
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by Mehdi Fazzat, Morocco

For the background I took a picture from my house, we see a tree 
and a blue sky. 

I started my favorite stage: the compositing in Photoshop. This 
step depends on the user, the choice of colors, contrast, atmo-
sphere, I always try to make different tests changing the blending 
mode, the tinkle and hiding less important parts to finally reach 
the atmosphere and bring the desired effect or even have an un-
expected atmosphere. 
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by Mehdi Fazzat, Morocco

After I painted the more reflection and shine on the eyes. 

When I had more or less 
the effect that I am looking, 
I started to play on the mood 
to give more depth and real-
ism by drawing with a large 
blurred brush on layer by soft 
light, multiple, overlay or color 
dodge depending of what we 
want to do.

We also play with different ef-
fect as curves, selective color, 
levels, and color balance. At 
the end I added some grain to 
break up the smooth part of 
the image



Voila!  I hope it was interesting for you and 
I know that there are several ways to do 
this better, but until now I have not done 
much work with ZBrush, so I hope to ad-
vance more and can do better for you ;)

Thank you and good luck with your work!

Email: design_mf@hotmail.fr



http://www.topogun.com/


Titouan OLIVE, France
boxreception@gmail.com
Maya, Mentalray



Romain Ferchat, France
contact@romainferchat.fr
3ds Max, ZBrush, Vray



Chen Zhang
zcwww--2030212@163.com
Maya, Mental Ray



Oliver Pabilona, Philippines
olvr_pbln@yahoo.com
ZBrush



Ali Chenari, Iran
chenari.cartoon@gmail.com
3ds Max, Mental Ray



Ivan Kesic, Serbia
hr0nic@hotmail.com
Cinema4D, Photoshop

Orhan ALKAN, Turkey
orhan_alkan33@hotmail.com 
3ds Max, Vray



Karthik Thiagarajan, India
kart.1986.23@gmail.com
3ds Max, Vray





Mehmet Doruk Erdem, Turkey
doruk87@hotmail.com
3ds Max, PhotoshopAhmed Hasan Habeeb, Iraq

thefantasy91@yahoo.com
3ds Max, Vray







Sebastian Barbero | Juan Jose Aguilo, Argentina
seb3dm@gmail.com
3ds Max



 Please consider the environment before printing this magazine. 
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How to send in your images.. .
We showcase the cream of reader images in magazine and on website gallery. 

Here’s how to get yours noticed

Upload Images through Website
Follow this link http://www.cgarena.com/submit.php

This is by far the quickest and easiest way to send your images to us.
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