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Anomaly - An Epic 
Science Fiction Adventure

Published by Anomaly Productions simul-
taneously as a 370-page hardcover book 
(the longest original full-color graphic novel 
ever published) and as a stand-alone app, 
ANOMALY by Skip Brittenham and Brian 
Haberlin is leading the way for the next gen-
eration of books as interactive, multi-plat-
form experiences. 

The hardcover book has been printed us-
ing a groundbreaking wide-gamut process 
that allows for more range of color and de-
tail than is available in conventional printing. 
The illustrations range from intimate, per-
sonal scenes to full cinematic double-page 
spreads. ANOMALY is also available as a 
stand-alone app for iOS with many interac-
tive features included and narrated by sci-
ence fiction and video game actors

Troubled VFX Company R&H 
Gets $20M Studio Infusion

Rhythm & Hues Studios, the Oscar-nomi-
nated visual-effects company behind “Life 
of Pi,” is in dire financial straits and will 
take an emergency $20 million capital in-
fusion from three major Hollywood studios 
in order to keep its doors open through 
April, three individuals with knowledge of 
the situation told.

After April, the company is expected to be 
sold to an Indian company, Prime Focus, 
two of those individuals said. If Rhythm 
& Hues, which employs roughly 1,400 
people, cannot find a buyer and is forced 
to close, it would be the latest blow to a 
struggling visual-effects industry, hit hard 
by the vagaries of tax credits offered by 
governments around the world.

CryENGINE 3 Game Development: Beginner’s Guide - Discover how to 
use the CryENGINE 3 free SDK, the next-generation, real-time game de-
velopment tool Begin developing your own games of any scale by learning 
to harness the power of the Award Winning CryENGINE® 3 game engine.
Build your game worlds in real-time with CryENGINE® 3 Sandbox as we 
share insights into some of the tools and features useable right out of the 
box. Harness your imagination by learning how to create customized con-
tent for use within your own custom games through the detailed asset cre-
ation examples within the book.

How to Cheat in Maya 2013: Tools & Techniques for Character Anima-
tion - From menus to modeling, lipsync to lighting, How to Cheat in Maya 
2013 covers all of the methods available in the latest version of Maya. Get 
up to speed quickly and produce stellar results with these insider work-
flows. With new, updated cheats for the latest version of Maya, this is an 
essential guide for amateur and professional 3D animators alike. Fully up-
dated with gold-mine coverage including: expanded sections on production 
workflow, all new chapters covering rigging cheats and referencing tools,  
and brand new project files demonstrating production-proven techniques.

http://www.amazon.com/CryENGINE-Game-Development-Beginners-Guide/dp/1849692009/ref=sr_1_1?ie=UTF8&qid=1360484892&sr=8-1&keywords=cryengine+3+game+development+beginner%27s+guide
http://www.amazon.com/How-Cheat-Maya-2013-Techniques/dp/0240525906/ref=sr_1_1?ie=UTF8&qid=1360484982&sr=8-1&keywords=how+to+cheat+in+maya+2013


http://bit.ly/Qv3Q1n
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Interview with
 Rishi Raj

I suggest focusing 
more on anatomy 

rather than the details 
in the beginning if you 

want to be a Character 
modeler

Hello Rishi, Could you please tell us about your-
self a bit? How did you get into the world of CG?

Hello! My name is Rishi Raj, I am from Lucknow (In-
dia). I do not remember exactly what triggered me to 
get into CG but I always had the passion for art and 
the stories. I had a huge collection of Indian comics 
that I used to read a lot. As I grew, I got interested 
in visualizing stories, fantasy stories to be precise, 
and this developed into a strong desire to do short 
trailers that could materialize into powerful scripts. I 
always create a full story in my head whenever I am 
creating any fantasy character. 

 Please tell us are you self-taught or taken some 
training?

Actually both, I started with some small training 
school but did not get much help, so I started learn-
ing on my own and kept practicing a lot. After getting 
some experience in India I moved to Vancouver for 
1 year modeling animation course from Think Tank 
Training Centre. I have recently graduated from 
there.

Please tell us where you are working and what is 
the nature of your job?

Presently I am juggling between freelance, practic-
ing and also in talks with a studio. My work involves modeling and texturing mainly. I usually am 
more inclined towards character modeling, but I can equally carry off hard surfaces too.
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What software are you using for your CG work and what’s the main reason of choosing 
them?

Maya – It all started with Maya for me, so it’s a 
need for me which will never get old. I am very 
comfortable with polygonal modeling in Maya. I 
have recently started using Vray in Maya, another 
reason for using rendering in Maya which is fast 
and good.

ZBrush – I think ZBrush is going to take over the 
entire modeling process from the scratch in the 
near future. It has changed the meaning of mod-
eling which is now more fun and gives the expe-
rience of modeling or sculpting in the real world. 
They have some pretty cool tools for hard sur-
faces. And the new topology brush is great for 
retopo.I recently sculpted a hardsurface in ZBrush 
‘Mech Guy Wip’, it was great fun doing that. Time 
Lapse Link - http://www.youtube.com/watch?v=Lf-
Oq6ASnfQ

Mari – Another great tool. I have learned Mari re-
cently and it changed the way I used to see the 
Texturing work. It’s more interacting and fun now. 
You will get almost all the features of Photoshop 
and some cool way to project textures directly on 
the model. Mari has lots of different shader op-
tions to see how the texture looks in real time and 

bake the look according to the need. 
So far I like Mari a lot for my texturing 
needs.

Photoshop – It’s the foundation of tex-
turing and can never be replaced com-
pletely.

Xnormal – Easy and fast way to extract 
normals. It can handle high resolution 
models pretty easily.
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Do you do any preliminary drawing about 
the character before start the modeling? 
What’s your process of modeling and tex-
turing?

Unfortunately my drawing skills are not that 
great. But I conceptualize the look of any 
project mentally. I usually start with the base 
mesh in Maya if I know what I am modeling. 
If it’s a character that needs visual aid, then I 
would like to start everything in ZBrush then 
retopo later. For texturing I would like to paint 
basic colors first then move to Mari. But what-
ever the process, one has to have a sense of 
colour for texturing.

Please tell us in brief about your image Monster?

I started this as a speed sculpt. I was craving to do some monster sketch. Total time spent on this 
was 9 hrs excluding vray clay render. This was from the concept art of Hualu. Everything is done 
in ZBrush. I have started with the zphere and after adjusting the rough proportion I retopoed it 
with qremesher. 

For helmet I dynameshed the sphere to bring out the shape then add the curve tubes for the 
horns. Below is the link of very basic time lapse of that process. Again I have used qremesher for 
the proper topology. For the uneven surfaces I have used clay build up, damn standard, hpolish/
trim dynamic with noise alpha with minimum brush intensity.

Polypaint - I had to come up with decent colors quickly, so I started putting some random combi-
nation of colors. For painting I always use Mask by Cavity feature a lot. You can invert the mask 
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and paint different strokes to bring out the variation in the skin. Used spray stroked for every 
brush.
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Rendering in ZBrush and Comp– For rendering I have rendered different passes and lights from 
ZBrush and composited in Photoshop. I played with different blending modes until I get satisfied 
with the look I want to achieve.

Vray Clay setup – A quick 3 point 
light set up in Maya brought 
forth the result. I have also cre-
ated different render elements 
so that I can control the colors 
and intensity later in composit-
ing. Material was vray material 
with simple settings. Later all the 
renders are merged in Photo-
shop with different blend modes.

What’s the reason of choos-
ing the Think Tank Training 
center for doing the modeling 
course and how do you rate 
the facilities and instructors?

I did some research about oth-
er schools before joining Think 
Tank. And I found this school pretty good in terms of fee and course structure. I was very im-
pressed by Think Tank’s state-of-the-art work stations, and render farm. The school did an excel-
lent job of creating the atmosphere of a real animation studio. Everyone was provided with their 
own workspace and computer. The classes were taught by many great industry professionals. 
Class size was under 12 students per batch.
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Do you have an aim or dream as an artist?  What are your hobbies and how you manage 
to combine your personal life and work?

Dreams change every day but I do have an aim. I would like to work in Weta Digital some day in 
the future. I consider myself very fortunate that my passion, interest and hobby are all the same 
which is CG.

What is your source of inspiration and how you keep yourself motivated?

My source of inspiration generally comes from good stories. I watch lots of TV shows and movies 
to get inspired. The good thing is that I can get easily inspired from small things.

For an upcoming artist can you give some word of inspiration and how they can improve 
their modeling?

Yeah I would like to tell all the artists just starting out that things are going to be tough and hard 
to survive in the beginning. If you are not passionate enough to fight those conditions then it will 
get hard for you. Regardless of the hardships, you should always run towards what you really 
want. That is passion. Sooner or later everyone learns the technical side of this field, but it’s this 
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passion which keeps you going. For any upcoming artist I would like to suggest focusing more on 
anatomy rather than the details in the beginning if you want to be a Character modeler. I will not 
suggest anyone who is just starting to do the exaggerated muscle because that is even harder to 
make it believable if you do not know how and in what volumes you can exaggerate.

How do you rate CGArena?

I honestly think CGArena is a good place to share our works. It has a good exposure.

I would like to thank CGArena for giving me this opportunity to share my thoughts and some 
experience.

Web - www.artofrishi.com

Email - rishiraj04@gmail.com

Portfolio - rishi.cgarena.com

http://rishi.cgarena.com
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PAINTER

Making of
 The Greenman
Loving History and Folklore, I’ve always wanted to paint a “green man”. The Green Man is a 
mystical figure found as ornament on many buildings, churches, abbeys, furniture, stones, etc. in 
many cultures across the globe.

So I thought of drawing and painting it exclusively for this CG Arena Making of/Tutorial. Here is 
why:  it is an excellent exercise for understanding how lighting and shading shapes the forms 
and give the illusion of depth.

WHAT YOU WILL NEED

This work you see here is a completely original or-
nament. It is my own design which I now share with 
you. It was hand-drawn, then rendered on Painter 
12 with the use of a Wacom Intuos 3.

If you want to start it from scratch, you can use the 
basic materials I have used to draw it: print/home 
office paper, any common pencil and any common 
eraser. You’re also encouraged to make your own 
design and apply the painting technique to it.

If you plan to just paint and exercise only the digital 
part, it is no problem. You can SAVE my drawing 
and follow through the tutorial. You can use ANY 
SOFTAWARE which you have: layers, blending 
modes, soft and hard brushes and blenders.

GETTING STARTED

I adjust the size of my canvas and fit the Green Man in the center. In my file, I am doing it 30x40 
cm, 300 dpi, but you can do it in low res or any other size you wish. The painting starts when I 
add a layer with a red-brown color UNDER the green man layer and set it to OVERLAY mode.  
The white paper now becomes the color underneath it.

If you wander why I don’t erase or use the magic wand to remove the white background it is 
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BY  ISIS SOUSA, NORWAY

because it would time consuming and would leave dots and other marks we would have to take 
care of. So I will use a trick to do it an easier way, which you learn later on.

So I block in some basic shading with a Fine Tip Soft Airbrush, but you can use any soft brush. 
You can already see how immediately the Green Man gets some depth! Then I add basic lighting, 
with a soft brush as well as increment the background a little bit.

DETAILING IT

I want to separate my figure from the background, making it more distinguishable. So I paint a 
layer with dark grey around it and set it to HARD LIGHT blending mode. This way we darken the 
background while keeping its original gradient. 

Next step, we detail the EDGES with a hard brush, contouring it with the lighter color on top and 
right, with the red-brown down and left, and a third contour (using the same dark brown as the 
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BY  ISIS SOUSA, NORWAY

background shadow) on the deepest areas. That’s to add to the lighting illusion and somehow 
simulate wood carving. 

Now I add more intermediate and dark tones, to refine the shapes. Again, I repeat the process of 
adding a dark grey layer around the Green Man and set it to HARD LIGHT blending mode as I’d 
like to background to be even darker. At this stage I use blender brushes to SMOOTH OUT the 
painting and make the pencil marks disappear.
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TEXTURING THE ORNAMENT AND BACKGROUND

Here you see all the texturing I have used for this piece. It was basically created with vertical 
strokes of both hard and soft brushes as well as some strokes of dirty/texture brushes. As in most 
of my paintings, I have used the same Fine Tip Soft Airbrush I’ve been using during the whole 
process and as dirty brush I used a sponge.

If we break it down, you 
see on the right upper 
corner, the main textures 
for the ornament: thick 
n’ thin brush strokes in 
both dark and light tones. 
For the light ones I ap-
plied OVERLAY blending 
mode. For the dark ones 
I used GEL (Painter) or 
HARD LIGHT (any paint-
ing software with blending 
modes) – Always adjust-
ing the opacity down and 
each type of stroke in a 
separate layer.

On the lower corner you 
see the basic texturing 
for the background: a big 
sponge, the airbrush with 
high “jitter” (Painter) – for 
other programs, use a soft 
dirty brush and last, for 
the corners I used a white 
“nervous pen” (Painter) – 
for other programs, you 
can use filters which can 
age the edges or small 
dirty brushes. Just as 
done previously: the light tones in OVERLAY mode and the dark ones in GEL (Painter) or HARD 
LIGHT (any painting software with blending modes) – again, each type of stroke in its own layer !

The importance of keeping things in separate layers is that you have more control over the work. 
If some groups of strokes don’t look good you can always go to their layer and delete them, re-
placing them with better ones, for example.
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Hope this Making of/tutorial have been useful and fun for you!

Web - www.isissousadesigner.com

Email - post@isissousadesigner.com
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3DSMAX, ZBRUSH

Making of the
 Tribal Alien
For this personal project I wanted to work on something with allot of detail, since I mostly make 
game art all day. This would be an opportunity for me to try out a lot of new techniques.

I was specifically looking to learn an in depth understanding of mental ray, learning to paint a large 
portion of the image in 2d, and to attempt to texture everything entirely in polypaint in zbrush.
I chose to do all textures in polypaint as I wanted a stylized painterly look and photo reff texturing 
would definitely pull the image away from that.

For the actual character in the image, the tribal alien, I had just finished reading Orson Scott 
Card’s Speaker for the Dead and so I was inspired to create my own primitive alien race like the 
“piggies” in the book.

ROUGH POLYGON MODEL

I didn’t collect much reference for this 
project which is unusual; I just started 
working at a model in 3d Studio Max. I 
had the final image I wanted fairly clear 
in my mind at this stage already. I did 
collect some good examples of well 
rendered skin shaders and nice lighting 
treatments as inspiration though.

Initial modelling was quite simple low 
polygon work. Trying to keep the mesh 
as neat as possible and to keep a quad 
based layout. I did some very rough 
sketches of the character and his props 
on paper just to help me figure out his 
look. I used these images to finish off 
the characters low polygon modelling 
and get him ready for ZBrush. I also 
laid out his uvs at this stage, keeping 
all skin textures on one layout and all 
other props on another uv layout.
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BRINGING THE MODEL IN ZBRUSH

From here I brought the model into ZBrush and subdivided once. Then I started roughing out 
large form muscle groups such as pectorals, deltoids, glutes and so on. I also added all the other 
elements of the model such as the eyes and the loincloth as sub tools.

From here on I progressed slowly through greater levels of subdivisions to add more detail to the 
character. I always make sure I am one hundred percent satisfied with the detailing I have worked 
on before progressing to a new subdivision level. I often only use a few brushes in ZBrush for 
my work. I have them stacked in the lower shelf so they are always there when I need them. I 
used Clay tubes, clay build up, move tool, flatted, pinch, dam_standard, inflate and slash3 for the 
sculpting of this character.

I mostly used the claybiuldup brush and the move tools to do all the major form sculpting, and 
then I progressed to the other brushes to start creating fine detail. The standard brush was used 
to sculpt medium level details, I often load alphas or create my own so I can get nice custom 
shapes to carve into the sculpt. 

I used slash3 brush and then followed that up with inflate to create wrinkles with puffy flesh 
around them. The reverse function of the slash 3 brush (alt) is also a nice way to fill over the 
edges of these wrinkles. Lastly I added a light layer of skin detail with the standard brush and a 
selection of skin and scale alpha textures.

POLYPAINT

I started off with filling the entire object with a colour that would be in the middle of the range that 
I would be texturing in. Then I went into stroke options in ZBrush and chose the spray option to 
mimic an airbrush. I made sure the flow was low and the colour slider was set to zero. If this is 
not done the colour will vary.



BY SAM KING, UK

Next I started to paint in darker areas and key features such as his fleshy tummy and tried to 
make his fin elements look somewhat transparent. One of the key things I often do, something 
I learned when I was an illustrator is to add unexpected colours into the mix to add depth to the 
paint process. So on warm reddish areas I would add slight hints of blue, purple or even green. 
I would often add these into areas that would normally be cold on a body, such as large fleshy 
areas with low circulation. For areas of skin that would stretch over muscle or bone I would make 
the skin lighter, and add lighter colours such as yellows. I often work in layers so I can switch 
them on or off, and mix them with the sliders. Once I am happy with the results I collapse all the 
layers. 

Midway through this process I started using the masking options in the tools palette to start 
masking off the peaks and valleys of high detail such as the skin and scales. This way I could 
use polypaint to paint in the dark areas between the scales and pores of the skin to reinforce the 
earlier skin detailing I had laid out with my alpha textures.

Lastly I took the standard brush and put some very fine alpha textures on it. Usually they mim-
icked a very fine spray or stippling effect and used these to paint very fine variations and anoma-
lies onto the skin so it was not too flat and rubbery looking.
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PROPS

For the props I kept it simple. Were they required details such as the binding around the flint 
blades on the spear and knife I modelled these in high polygon detail with the mesh smooth 
modifier in 3ds Max. Once these were finished I took them into ZBrush and added light detailing 
and then used the same poly painting process I used above. 

ENVIRONMENT AND ALIEN FLORA

For the rocks I created a very low polygon object in 3ds Max. I was not too concerned with form 
or details since I was going to figure out the look of it in ZBrush. 

I bought the mesh into ZBrush and started sculpting the rocks. I used to mainly flatten, slash 3, 
dam standard, clay build up and the trim dynamic brushes for this. I added a lot of alpha detail 
finally with the standard brush and a number of rock and noise alpha textures.

I did a very fast polypaint, using many of the techniques I used for the body, particularly the tool 
masking options. Finally I baked out the relevant maps; I included a cavity and Ambient occlusion 
bake into the diffuse texture as well as the green layer from the world space normal map bake to 
add a little detail as I produced this asset very quickly.

For the plants I spent some time drawing designs on paper to figure out how they would look. I 
wanted them to be a bit crazy and be able to be unique elements in their own right. 

The process was exactly the same for the character and rocks, just using more flesh friendly 
brushes such as clay build up, slash 3, inflate and the standard brush with relative fleshy alphas 
to sculpt them up to a high detail.



BY SAM KING, UK

Here are the ZBrush models of the plants. I made them in separate pieces so I could construct 
many variants using only a few key elements.

BAKING MAPS AND CREATING TEXTURES

Now all the sculpting and polypainting was complete I took the high polygon elements into X nor-
mal and baked the maps I would need. I baked the high poly vertex colour to diffuse and also a 
tangent space 
and world 
space normal 
map. I often 
use the world 
space rgb lay-
ers to help with 
my texturing a 
little. No ambi-
ent occlusion 
or cavity maps 
were baked, I 
would be rely-
ing on mental 
ray to do that.
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Next I assembled all the baked textures in photoshop. This was a very quick process as I had 
intentionally done the majority of the texture work in ZBrush. The most important aspects were 
to clean up any errors in the bake, and make skin layers for the subsurface scattering shader.

SHADERS AND RIGGING

I exported medium level detail models from zbrush for the render meshes. The skin object for 
instance was around 26k triangles. For the rig I did not need anything very complicated as my 
main goal was static rendered stills. I made a simple biped in the 3ds Max character studio and 
rigged a medium level mesh to it with the physiche modifier. I also added some simple morphers 
to it to add some facial expression, fix mesh errors in the posed view, and and to make the fin 
elements look floppy.
For shaders I went with Mental Ray shaders to go with the render engine.

I used the Sub Surface Scattering Fast shader for the skin of the creature, adding the skin tex-
tures I had created in Photoshop as the sub dermal layers in the shader. I also added the normal 
maps and a bump map. Autodesk generic mental ray material was used for the majority of the 
other shaders. I used Autodesk ceramic for the black eyes material and used my pet hamster as a 
direct reference for 
the black eyes. :)

Here are two of the 
shaders used. The 
skin material and 
the props material:

Once this was done 
I started render 
tests and through 
trial and error got 
the materials look-
ing how I wanted 
them.
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LIGHTING AND RENDERING

For the lighting I used a Photometric Lights with disc emitters and uniform spherical degradation 
as my sun simulators. I then added a series of small Photometric point lights around the scene 
as kickers to bring out details and light up areas that were getting too dark. I also loaded an hdri 
image into the environment to add ambient quality in the lighting and to give reflections to reflec-
tive objects such as the eyes.

To capture all the bounced photons from the lights I took a cylinder, inverted it and scaled it to 
encompass my entire scene. This way I could ensure the bounces stayed in the region of the 
character, would give it depth (as well as bounced light), not end up shooting away and not work-
ing as hard as they could be. Next up I added a large plain to the background and gave it a matte/
shadow material. This would ensure I got nice clean render layers. 

Lastly I added Mental Ray photographic exposure control. I played 
around with the settings until I got a result that worked. I made sure 
that the white point was at around 6500.0 kelvin as this is what white 
light generally burns at. This would ensure my scene would not get 
any unwanted tinting.
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FINAL COMPOSITING AND BACKGROUND PAINTING

For the final composition I started rendering out different elements in layers. I then took these 
rendered TGA files and started to composite them together in Digital Fusion. I rendered the fore-
ground elements into four layers so I could adjust them individually in Fusion. 

For the background I relied mostly on 
painting techniques in Photoshop, but 
I made sure I had good reference im-
ages such as mountains, clouds and 
planets. 

Here are some of the reference im-
ages I used to paint the alien back-
ground, I either used these images di-
rectly in my painting process or used 
them as reference for creating my own 
new layers of paint.



BY SAM KING, UK

Here is the result, ready for the final composition. A lot of paint-
ing, layers, effects and general tweaking. I often zoom the im-
age out to a very small size, this tells me if it is working well alto-
gether as with digital programs you can often get stuck working 
on small details and not clearly see the end result too well.

FINAL IMAGE

Once I had assembled all the elements in Digital Fusion I ex-
ported the render to Photoshop and did some final touch ups 
and general painting over of parts I did not like until it was fin-
ished. 

Web - sam-king.posterous.com

Email - samking3d@yahoo.co.uk 
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CGARENA STORE

LEARNING MAXON CINEMA 4D R14 - In this Maxon Cinema 4D R14 
training course expert author Chris Martin teaches you the basic tools you 
will need to create 3D models in this software. You will start out with a tour 
of the interface and lessons on understanding what 3D objects are. Once 
you have learned the basics, Chris jumps right into teaching you how to 
create 3D objects using Splines, extrusion, sweeping and lathing. You will 
learn what Nurbs are, how to create basic 3D components using The Knife, 
Bevel, Bridge and other Cinema 4D tools. You will be taught how to utilize 
lighting, add textures to your models, and animate them.

CLASSIC FURNITURE VOL:1 - Classic Furniture video tutorial series are 
designed to give you all the building blocks you need to successfully model 
and map classic furniture with 3ds Max. In this tutorial they will be focus-
ing on the techniques you need to create and modify the basic elements 
for classic furniture – Frames, Panels, Moldings, Turned objects, Cabriole 
legs and the curved shape of a Bombe chest. These are the basic build-
ing blocks you need to master before adding any decorations, seats, etc. 
6 hours of fully narrated video explaining how and why model these things 
the way they do.

I AM IRONMAN - TEXTURING, LIGHTING & COMPOSITING: VOL 2 - 
Continuing from our highly appreciated Iron Man Volume 1 training, here 
you will learn how to take your Iron Man 3D model and apply textures, cre-
ate a proper light setup, and finally composite your final render on a real 
photograph (compositing). Learn how to create several render passes for 
your Iron Man 3D character. You can easily use the skills leanred here to 
composite any 3D model you design onto photos or videos. This training 
contains the highly detailed 3D model of the Iron Man character, and video 
tutorials lasting almost 3 hours.

visit
 www.cgarena.com/store

BUY NOW

BUY NOW

BUY NOW

http://www.cgarena.com/store/learn-maxon-cinema-4d
http://www.cgarena.com/store/modeling-classic-furniture-3dsmax
http://www.cgarena.com/store/ironman-vol2-texturing-lighting-compositing




MAYA, ZBRUSH

Making of
Jealousy
Hi, I’m Ehsan HM, an artist and a technical director working in Lighthouse VFX based in Istanbul, 
Turkey. I’ve been working in the CG field for over a decade now. Being passionate about CG has 
made me good in many different aspects of my job. I’m able to do many things from character 
design to developing new tools.

CONCEPT AND REFERENCE

I think one of the most challenging parts of creating 
an art is the idea. “Jealousy” was supposed to be 
a completely different thing but I changed my mind 
a couple of times.

Here are some images showing references and 
different ideas of what this piece was going to be:

Different concepts which I backed down from:

                                                                                            Final Concept - 
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MODELING

I modeled base meshes with very simple tools such as, split edge, move, sculpt geometry tool in 
Maya. During the modelling stage, I go back and forth between Maya and ZBrush a lot, because 
it’s much easier to achieve a special form in ZBrush and it’s easier to change the topology in 
Maya.

I wanted to avoid rigging in this project because it was supposed to be a still image and I didn’t 
want to spend too much time on it. Moreover, I was never sure if the current model was the final 
one and I didn’t want to redo modelling then posing process over and over so I did Modelling and 
Posing at the same time in ZBrush, experimenting many different body and face shapes. They 
didn’t just need to look nice individually but also as a part of the whole.

Here are some images showing the character development process:



BY EHSAN HM, TURKEY
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It’s always good not to assume 
your current version as the final 
one. Doing so helps you to work in 
a more flexible way; otherwise, you 
will feel lazy to make big changes. 
For example, after finishing mod-
els in pose, I thought some fins 
would add a lot to characters, so 
I took posed characters to Maya, 
extruded some polygons as sim-
ple fins and opened the eyes, then 
exported them back to ZBrush 
and sculpted them to find the final 
shapes.

 

It’s important to decide how detailed 
you want your characters to be. It’s 
very easy to overdo the details while 
enjoying sculpting or painting. The im-
age below is a good example:



BY EHSAN HM, TURKEY
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UV UNWRAPPING AND TEXTURING

I created UVs with Unfold tool in Maya, which was good enough for my simple characters. I 
don’t want to redo what others have done. Here is a great video about UV unwrapping in Maya. 
<<LINK>>

Textures are all hand painted in ZBrush. I tried to have the maximum flexibility so I created every 
part of my texture in a different file and exported everything to Photoshop to combine. In the im-
age below for example, base color, little dots and zebra lines were painted in black and white, as 
three separate texture files. Doing so gives me many different options in Photoshop for combina-
tions. I didn’t use any special technique for painting, only default standard brush with no alpha.

http://vimeo.com/16590844


BY EHSAN HM, TURKEY
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COMPOSITION

Your image needs to be clear, easy to understand, also needs to draw the audience’s eyes to 
different parts of it.

Notice clear silhouette and how I put the characters in golden points. It’s also important not to 
have straight lines in your image unless you know what you’re doing.
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LIGHTING AND RENDERING

Underwater lighting is a 
really hard thing to do, 
for me at least. There are 
so many lights coming 
from every direction and 
shadows are hard to see 
underwater. Lights also 
needed to be very soft so 
I used three large Arnold 
quad lights.

Keep in mind that lights 
have red, green and blue 
colors which I’ll explain in 
compositing stage.

I used XSI and Arnold for 
Rendering. On next page 
there are some important 
settings for correct linear 
workflow as well as set-
tings that are working for 
almost any situation:
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Not being sure whether modeling and composition of the image was good enough, I tried so 
many light setups.
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Having many objects in the scene with different textures and shaders makes the job even harder.

One way to keep things simple is to have simple shader with a temporary diffuse color close to 
your textures while lighting. You can apply the textures and tweak the shaders when you’re happy 
with the lighting.

Another way which I chose was to create all necessary passes with simple settings and make my 
shaders in composite. Actually, this is what render engines do. They calculate different parts of 
the shader and combine them to create the final material.

I’m using a 3 year old laptop and it was crashing all the time during creating my shaders and 
lighting tests so I rendered passes you see in image below and combined them in nuke and Pho-
toshop to get the final look. It’s much faster. Nobody likes to go to Photoshop then back to XSI 
and wait for 5 minutes to see a simple texture color change. Instead I could change everything 
very fast in real time.

Some Example Passes:

Most of shaders were cre-
ated like you make them 
in mental ray (Fresnel, 
Depth, Color, etc.), which 
are explained in many 
tutorials before so I skip 
them. Objects which you 
want them to have the 
subsurface need to have 
Arnold Parameters ap-
plied to them. You can 
see SSS pass with its set-
tings:
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COMPOSITING AND RETOUCH

I used Nuke and Photoshop for compositing. I wanted to have full control over my final image so 
I rendered all necessary passes and combined them in Nuke.

I also needed to keep the file sizes as small as possible, so I combined some similar passes in 
one pass. For example, in the image below you can see I have combined 3 light passes in one 
pass by giving colors to my lights then I can extract my light passes very easily in Photoshop or 
Nuke by selecting Red, Green or Blue colors. I can then change the intensity or color of my lights.

Here is a different pass. While 
compositing, I decided to have 
a little highlight and more sub-
surface for the seadonkey. I 
created a light pass by com-
bining Diffuse (red), Specular 
(Green) and SSS (blue) of one 
light.
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CONCLUSION

Being a good 3d artist takes a lot of 
effort. But if somebody shows you the 
right path, it would be much faster. Un-
fortunately, it can’t be true for all of us. 
I’ve mostly, learned by trial and error 
which is the slowest way. It has taken 
more than a decade for me to learn the 
things I know.

Here is an advice which I wish some-
body has given me 10 years ago; Do as 
much drawing as you can, learn anato-
my, color theory, photography. Technol-
ogy is changing very fast. 3d Packages 
are getting very easy to use but rules 
for creating art are the same as they 
were hundreds of years ago.

Thanks for your time and I hope this 
was helpful. Don’t hesitate to drop an 
email if you have any questions. 

Blog - ehsanhm.wordpress.com

Email - hm.ehsan@yahoo.com
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3DSMAX, RHINOCEROS, VRAY, PHOTOSHOP

Making of
 Ghostbusters EctoBeetle
Hello! My name is Paulo Henrique Storch, I’m product/graphic designer here in Sao Paulo - Bra-
zil, where I worked for some design agencies after finishing the university, and now I work as a 
freelancer  but also love to do some stuffs for hobby, like this EctoBeetle 3D model.

The idea was to add Cadillac Ecto´s gadgets from the famous Ghostbusters movie (1984) into a 
VW Beetle. So, here is a little “making of” of my personal work, done with Rhinoceros 3D, 3ds-
Max, Vray and post-production with Adobe Photoshop.

MODELING ECTOBEETLE

As I said, everything was modeled with Rhinoceros, except the Beetle car (downloaded from 
gfx-3d-model.blogspot.com). I used some reference images found on Google to model the gadg-
ets. See Below:
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http://gfx-3d-model.blogspot.com
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As you can see, this car has too many details, especially the roof gadgets (what would be the 
most important thing in this work).

First, I exported the beetle model from 3dsMax and imported it into Rhinoceros (3ds file – mesh 
model), to use the roof and side curvature as reference to model all the parts.

I tried to be as faithful as possible in modeling, even not knowing what would be the size of each 
part.



BY PAULO HENRIQUE STORCH, BRAZIL
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After every part modeled, I exported all gadgets from 
Rhino to import them into 3dsMax, to render with Vray. 
Everybody knows that Rhinoceros has a Vray plug-in, but 
I prefer using it in 3dsMax because of some additional 
stuff.

ENVIRONMENT

Now, when I start to work in 3dsMax, 
the first thing I do is imagine what kind 
of lighting and “studio background” that 
I´m supposed to use. In this case – for 
the background – I modeled a “letter C” 
studio format. 

For illumination, I used two lights: one vray light above 
the car and one target spot behind the car, pointing to 
the background. And to capture everything, I used Vray 
Camera. 
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                              Lighting Parameters                                              Camera Parameters
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MATERIALS

The next thing I do is set the materials. Every gadget was set into a simple gloss material (for 
shining effects working with the lights), and the same idea with the car (a basic white car paint 
material).

For the background, I used a material with some kind of texture effect. On the bump map, I added 
some noise.
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FINAL RENDER SETUP

OK, everything settled up, and after doing some lighting and setup parameter tests, I finally got 
a good quality render with the settings below:
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THE RESULT

Here are 2 final images rendered, without post 
production. They seem to be a little bit dark, 
but I can change this in Photoshop.

POST PRODUCTION

Now, in Photoshop, I play a little with adjustments, like 
“selective color” (to adjust colors separately), “color bal-
ance” (to get some vintage effect to the image).
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Then, I want to add more vintage effect to the 
images. And I got it with overlay textures (found 
in Google).

So, these are the final images, with textures 
added.

Here, I made a 
“clay” effect to 
the hole car and 
gadgets, with 
wire texture. Just 
for fun! Thank 
you for watching!

Portfolio - behance.net/paulohdesign

Email - paulohdesign@yahoo.com.br

http://behance.net/paulohdesign
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http://bit.ly/MXRjOU


http://www.topogun.com/


Aamirart, UAE
aamirart@live.com
ZBrush
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Adam Lacharite, Canada
adamlacharite@gmail.com
3ds Max, ZBrush
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Amir Akbarshahi, Iran
a_max3d@yahoo.com
3ds Max





Milan Tofel, Slovakia
tofel@aol.sk
Softimage, Mudbox
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Ryu jeong soo, Korea
ryujeongsoo1974@gmail.com
Maya, ZBrush
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Ryu jeong soo, Korea
ryujeongsoo1974@gmail.com
Maya, ZBrush

Chen Zhang, China
zcwww--2030212@163.com
Maya, ZBrush
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Reinaldo Handaya, Indonesia
reinaldo_handaya@yahoo.com
3ds Max, Vray



Brian Chan, Canada
brian.yl.chan@gmail.com
3ds Max, ZBrush



Tiago Medeiros, Brazil
tiago@triadestudio.com.br
3ds Max, Vray
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Metro Cubico Digital, Portugal
info@metrocubicodigital.com
3ds Max, Vray
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 Please consider the environment before printing this magazine. 
Save Paper. 100% Environment Respect.



Have you created your
CG Portfol io?

www.cgarena.com/portfol io

https://www.cgarena.com/portfolio/


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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