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Autodesk Releases Free App for 
Reviewing 3D Assets

Autodesk Inc. announced the launch of Au-
todesk FBX Review at SIGGRAPH 2013 for 
Microsoft Windows 7 and Windows 8 ena-
bled devices. The standalone app gives pro-
fessional artists and animators a powerful, 
lightweight tool to conduct detailed reviews 
of a wide range of 3D assets, including de-
tailed 3D models, environments and charac-
ter animations.

Autodesk FBX Review allows any user on 
a Windows device or platform to view 3D 
assets with a robust feature set, without us-
ing commercial 3D animation software. By 
supporting a wide range of open 3D file for-
mats, from popular digital creation formats 
like .fbx, .3ds, and .obj to .dxf, an Autodesk 
AutoCAD format, FBX Review gives artists 
the freedom to use their favorite 3D tools.

ChronoSculpt is a Game 
Changer for 3D Sculpting

Interactive 3D sculpting software has 
forever changed the way 3D modelers, 
texture artists and designers create and 
manipulate CG content. ChronoSculpt™ 
from the LightWave 3D® Group, intro-
duces sculpting over time, a revolutionary 
way to review and correct cache anima-
tion and dynamic simulation using time-
based sculpting tools. Its flexible interface 
supports leading file formats for all profes-
sional 3D software programs, including 
LightWave 3D®, Autodesk 3ds Max and 
Maya, Luxology Modo, and Maxon Cin-
ema 4D.

ChronoSculpt uses a powerful timeline-
based workspace that includes tools to 
sculpt and manipulate 3D deformations 
and character cache animation over time.

How to Become a Video Game Artist: The Insider’s Guide to Landing 
a Job in the Gaming World - Every year video games generate billions of 
dollars and some of the most dynamic and engaging artwork today. It’s an 
ever-growing field that holds great professional opportunity, but you need 
the right skills and savvy if you want to stake your claim. In How to Be-
come a Video Game Artist, veteran video game designer Sam R. Kennedy 
provides the inside track on everything you need to forge a career in the 
world of video game art. Starting with the basics of game creation Kennedy 
spotlights specific, key roles for creators.

Autodesk 3ds Max 2014 Essentials  - This Autodesk Official Press guide 
covers the fundamentals of Autodesk 3ds Max 2014 with step-by-step tu-
torials and hands-on exercises that give you firsthand experience with the 
tools and a good start on preparing for the Autodesk 3ds Max 2014 Certi-
fied Professional exam. Create a retro-style alarm clock, animate a thrown 
knife, model a chair, and more, while you learn modeling, rigging, animat-
ing, rendering, and other career-essential techniques. Whether you’re a 
beginner or migrating from another 3D application, this task-based book 
provides the solid grounding you need in Autodesk 3ds Max.

http://www.amazon.com/How-Become-Video-Game-Artist/dp/0823008096/ref=sr_1_29?ie=UTF8&qid=1375107546&sr=8-29&keywords=zbrush
http://www.amazon.com/Autodesk-3ds-Max-2014-Essentials/dp/1118575148/ref=sr_1_2?ie=UTF8&qid=1375107589&sr=8-2&keywords=3ds+max


Phone  
Fax 
Mail

++ 49 221 945 26 81
++ 49 221 945 27 21
info@rebusfarm.net

Our s
pecial fo

r C
GArena Readers:

 

Start 
today a

nd get 

Only for new registrants.

http://rebusfarm.net/en/


CGARENA MAGAZINE

Interview with
 Jose Alves da Silva

Explosive mix is a tradi-
tional art background 
with knowledge of the 

latest tools.

Hello Jose, could you tell us a bit about yourself and your background in CG and are you 
self-taught or have taken some training?

Hi! I work as a freelance character artist/ 3D illustrator and live in Portugal. Mostly I am self-taught 
in the CG area because when I started to develop my 3D skills, 20 years ago, there weren’t any 
schools around teaching this subject. I have a bit of background in art because I took a degree in 
Architecture in which we have drawing classes, color theory, perspective, materials, etc. Today, 
I would have preferred to have an Art/Sculpture degree, but in Architecture we are also taught to 
think creatively.

How was the journey from Architectural visualiza-
tion to Character Artist?

The passion for the characters was already there before 
the Architecture degree but at the time there weren’t 
any career opportunities in the area. Pixar’s Toy Story 
hadn’t been made yet. I couldn’t even dream about it 
being a profession.

I started exploring 3D tools during my teens in the Com-
modore Amiga500. However, the turning point was the 
moment I found 3DStudio1 (DOS version) on the PC. 
I immediately knew I had to put that tool to good use. 
As I was studying architecture I started applying 3D to 
my school projects, modeling the buildings in AutoCAD 
and rendering them in 3DStudio. Back then, teachers 
didn’t want us to use AutoCAD for drawing, they re-
garded it as cheating. Now we can laugh about those 
days, as every architectural studio uses some kind of 
CAD or 3D software. 
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However, presenting projects in 3D was something new at the time. So, I created a company 
(Pura Imagem) with 3 friends and started to make 3D for architecture. It was hard at first to con-
vince the market to accept this new technology. But with time it became mainstream and today 
every architectural office uses it.

After many years dedicated to Architectural Visualization I started applying those same tech-
niques to character creation. In 2009, I won the First Prize Master Award in CGSociety’s XXIV 
Challenge and realized that I could make a living out of my passion for the characters. In 2010, I 
decided to start working as a freelancer in order to follow my passion, until today.

On what types of projects you like to work best –films, advertising or games?

Actually I like to work in all of those fields. Technically the requirements of each area are differ-
ent and that brings some variety to my days. The projects I love the most are the ones in which I 
can participate in the character’s concept and then develop it until the finished model. From time 
to time, working based on another artist’s concept is also great as we always learn from other 
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people’s approaches, it is very enriching.

There is another area that I like a lot: the collectibles and toy industry: Creating characters that 
will be physically built. Nothing is more rewarding than seeing your character in your hands.

INTERVIEW WITH JOSE ALVES DA SILVA



INTERVIEW WITH JOSE ALVES DA SILVA

In your opinion, what are your strong points?

I guess being highly versatile and having knowledge of the full production pipeline is my strong-
est point. In the past, I have occupied most of the positions in a 3D pipeline: concept, modeling, 
Texturing, lighting, animation and post production. I can take a character and develop him from 
start to finish, but when I work in a team pipeline I also know what and how I should deliver to the 
following artist in order to make his work easier.

The fact of being self-taught and not trying to mimic other people’s work also contributes to cer-
tain originality in my work. This is extremely important as your work becomes more recognizable.

How much self-promotion for a freelance artist is necessary?

The success of a freelancer results from a balance between quality of his work and self-promo-
tion. If you produce great work but don’t show it, you will not be hired. If you spread your work 
everywhere but it hasn’t got any quality, you won’t be hired either.
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What kinds of details do you look for in the way light interacts with surfaces of CG crea-
tures and objects that tells you if it’s working well or not?

I would divide light into 2 parts: the physically correct behavior of light and the compositional as-
pect of light. The first is more important if you are looking for realism, the second one is essential 
if you want to create a good image. I try to use both.

Light is not that hard to understand, it either reflects, refracts or goes through surfaces. All the 
rest are variations from this phenomenon: diffuse color is the light that bounces from the surface 
and enters our eyes, if the surface is regular the rays are organized and you have a mirror like 
reflection, if the surface is rough you get glossy reflections. The same happens to refraction as 
light rays go through the surface, if the surface is regular you get clear glass like transparency, if 
it is bumpy you get glossy refraction. GI is the light that hits the surface and is reflected to other 
surfaces, if the surface is regular the rays are organized and you get caustics. Subsurface scat-
tering is the light that penetrates the surface and gets bounced back through the surface. Under-
standing this is enough to read most surfaces and replicate them.

The compositional aspect of light has to do with the contribution of light to the storytelling of the 
image. Light will set the mood; will help to give more importance to certain parts of the image, to 
read a silhouette, set the values and tones.

Which software’s you have in your arsenal and why you prefer to use them?

The main tools in my arsenal are: ZBrush, 3DSMax, Vray and Photoshop.

ZBrush because you can sculpt freely, explore concepts in 3D and create extremely detailed 
models in an artistic friendly environment.  3DSMax to model hard surface objects/characters, 
assemble the whole scene and work on the lighting and materials. Vray is the rendering engine 
of choice because of its quality, permanent evolving and because I grew up with it. Vray was -
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especially used in architectural visualization before the entertainment industry started to look at 
it. Photoshop is used for 2D Concept, Texturing and final image Post production.

What do you think is the best work you’ve ever produced? 

That is really hard to say. I push myself in every project and like a lot of them. The most important 
is “Mouse Love” because it was a life changer. Winning CGSociety’s Challenge boosted me into 
what I do now.

The challenge had the theme “Secret Agent” and I tried to stick to the theme but the search for 
an original approach. In terms of storytelling it is probably my best image. It has got tons of little 
stories all around the image making it very enjoyable to observe.

As the image was going to be judged against a thousand fellow contestants, my main focus was 
to make the image an eye stopper, so,  I invested a lot in storytelling to keep the viewer interested 
and make the image memorable.

Unlike other images the development was a bit chaotic because I didn’t have today’s experience 
in character creation. I was participating to have fun. However, I did some things right like creat-
ing the image from the composition by building temporary geometry just to block the weight and 
values of the elements. This provided a solid foundation on top of which I detailed the environ-
ment and characters.
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The biggest obstacle was time as we had 2 months to create the image but it was all created after 
work and during weekends. So, I didn’t sleep much during that time. But it all paid off!

Can you share how to calculate the quote for the commissioned work, which things need 
to be remembered so just don’t give the shock to the client.

The client is a very big word. It includes a lot of people. Those who value your work, which are 
part of the industry and know the effort and time involved in character creation, but also includes 
people who don’t have a clue and do not value your work and time. I don’t work with that second 
group.

Establishing your value has got to do with the amount of time involved and technical difficulty of 
the task. Each person has got to define their own hourly/day value and make their calculations 
of how much time it will take them to develop that project. If you are serious and your client too, 
no one will be shocked.
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What are your major influences? Any artists in particular who influenced you a lot, or 
other media such as music and movies?

My influences are a bit blurry. Being self-taught I only learned to look at other people’s art and try 
to absorb it very recently. For character design my biggest influence comes from Comics, when I 
was young I loved the Astérix series by Goscinny and Uderzo. Albert Uderzo’s character propor-
tions are still very present in my work.

More recently, with the internet boom and by relating with other artist colleagues I am exposed 
to a lot of art daily. I tend to appreciate the kind of work that I cannot do, so I love more gestural 
expressionistic painting in which you tell a lot through hinted detail rather than explicit exhaus-
tive detail. One artist whose work I love and sum all this is Sergey Kolesov. I also appreciate the 
stylized approach of Shane Glines and Otto Schmidt (thanks to my friends Andy Hickinbottom 
and Serge Birault). But it is unfair to talk 
about one artist, there are too many to 
mention.

Regarding music, I am a bit eclectic. 
I don’t like genres or categories. I like 
songs, albums 
or specific interpretations. I love things 
that are as far apart as Tori Amos, Iron 
Maiden, Depeche Mode, James or 
Smiths.

About movies, I try to see every 3D Ani-
mation film from the major studios, to en-
joy and learn. But my favorite film doesn’t 
have much 3D, it is Tarantino’s “Pulp Fic-
tion”.

Do you believe in ‘talent’ or just daily 
practice and understanding concepts 
will help?

I believe that talent results from finding 
something we obsessively love to do. If 
we love doing it we won’t mind dedicat-
ing a major part of our life to it. Reading, 
practicing and trying to learn more will be 
effortless.
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Do you feel your life is more or less stressful than people in non-artistic careers?

To be honest, there are stressful projects and crunch times but I think that I have a less stressful 
life than most people. The projects can present difficulties/challenges but I am following the path 
I chose. There are people who hate their jobs, pass the time counting the minutes to leave so 
that they can finally live a little. I feel that I am using well my life time and happy with my choices, 
that’s the most important thing.

I probably work and dedicate more hours to study than many people in other professions, but I 
rarely feel that I am working.

What other interests do you have 
that helps influence your work and 
keep you motivated?

Unfortunately I guess I am a bit bi-
ased and all my interests are around 
art, sculpture and drawing. Permanent 
contact with art affects my work be-
cause everything is processed by our 
mind and later used as reference and/
or inspiration. I love learning, so study-
ing is a sort of a hobby. The internet 
and social networks allow us to be up 
to date with the latest tendencies and 
evolution within our area, so motivation 
to be better is everywhere.

What would you suggest to some-
one wanting to become part of this 
industry? What are the essential 
skills to focus on when one starts?

I would say that the explosive mix is a 
traditional art background with knowl-
edge of the latest tools. All the investment you make in learning the basics of art will be useful 
for the rest of your life. The tools/software are permanently changing and evolving and you will 
need to be up to date.

In the beginning, you should invest in the fundamentals of art (believe me; I learned it the hard 
way!). Learn about composition, color, values, anatomy, proportion, animation timing, etc. That 

16   www.cgarena.com

INTERVIEW WITH JOSE ALVES DA SILVA





www.cgarena.com   18

will be your base and it will keep growing as you evolve as an artist.

After you have some minimal knowledge about this, learn the software that is being used in the 
industry to maximize your possibilities of being integrated into a team. Of course you will have to 
train a lot in order to be skillful with those tools but also be prepared to leave them behind and 
grab new tools when evolution happens.

Are you working on any projects currently? Please share, if you can!

I cannot share my current work but I can say that I am currently working on a long term project 
for a big company in which I am developing 12 characters from concept to the final model. It is a 
great project that I am loving. In a year, I might be able to show it!

Recently I have finished a 3D illustration in cooperation with my friend Serge Birault in which he 
was responsible for the concept and I made the 3D. It represents the mascot of the “Trojan Horse 
was a Unicorn” International VFX Festival that will take place in September in Portugal and which 
will bring in top talent speakers from around the globe.

Web: www.artofjose.com

Email: jose.zeoyn@gmail.com

Portfolio: http://zeoyn.cgarena.com

INTERVIEW WITH JOSE ALVES DA SILVA



http://www.ssontech.com/index.html




PHOTOSHOP

Making of
 After School
I have been working as a 3D artist in the commercial/vfx field for nearly seven years. Whenever 
I have spare time, I try to practice my 2D illustration skills by assigning myself a personal pro-
ject. I would like to first thank CGArena for the opportunity to showcase my illustration and I am 
incredibly thankful and humbled by the amazing talents that share their artwork to the CGArena 
community on a daily basis.

For this illustration piece ‘after school’, I wanted to portray a scenery of a hot midsummer after-
noon somewhere in Midwest suburbia- perhaps in the 1970’s- times when video game/Internet 
entertainment culture was, pretty much non-existent.

In my illustration, the kid finds simple joy 

in playing fetch with his companion dog.

Though I use Photoshop to complete majority of 
my illustration projects, I usually prefer sketching 
out the concepts using pencil and paper.

Once I have the loose sketch I feel satisfied with, 
I scan the image and start blocking the shapes in 
Photoshop using mid tone colors.
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BY  SUE JANG, USA

 After blocking, I work on adding volume and values. 

My digital illustration process is similar to that of 
oil painting Process. 

I created the layer shades on top of one another to create the illusion of light and shadow. For 
this illustration piece, it made sense for me to divide the layers into 3 separate layers- the boy, 
the dog, and the background.
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BY  SUE JANG, USA

I also added an electric light post at the end to help bring a sense of distance and added subtle 
atmospheric effects. 

Since the characters were in different layers, I was able to move the layers around to finesse my 
composition.

Often times, I rarely have a specific goal in mind when I work on my illustration pieces. I may 
have a basic idea and direction but it doesn’t necessarily mean I can envision the final finished 
product. So the process of illustration for me is ac-
tually searching for a “goal”.

I try to experiment with different options by trying 
different mixing modes and adding a different hue 
to the overall image, changing composition etc. 
Keeping the illustration sensibly organized in lay-
ers definitely helps to make adjustments even later 
in the process.

I personally prefer to have a painterly feel in my 
illustrations and I think that brush types such as 
soft round, rough round bristle and air brush pen/ 
opacity flow help achieve such a look.
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BY  SUE JANG, USA

Here is my finished illustration.

For this illustration, I intentionally left much negative space around the subject with a loose paint-
erly feel to fit the overall easy going mood of the artwork.

Thanks a lot for reading my making of. I hope you enjoyed looking at it as much as I enjoyed 
making this artwork!

Web - www.analogrobot.tv
Email - seail_jang@yahoo.com
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3DSMAX, ZBRUSH, PHOTOSHOP

Making of
 Hunter
INSPIRATION AND REFERENCE

In this Making Of I’m going to show you an overview of the workflow that I used for my Hunter 
model. I’ll try to share the interesting parts about this project and find what I say useful. I created 
this character for the challenge and the rule was creating a character that best match in the Mass 
Effect universe game, but I didn’t follow the rule exactly! My character is very similar to the Cry-
sis’s character but the female version. :) But I knew what I wanted to do at the beginning “creating 
a sexy character in nano suit and armor”. 

At this point I started gathering references from various websites to complete my ideas. I watched 
some movies too to help me find some inspiration. I think it’s a good idea to collect references 
before going into the modeling stage so you won’t be confused later. These are my inspiration 
and reference images.

MODELING

I intended to do the whole modeling process in 3dsmax and not to use any secondary or plug-in 
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software’s as possible as I could. I usually work on a base 
geometry in ZBrush, but this time I decided to use a differ-
ent technique for increasing my ability. After I had created 
a base mesh in 3dsmax, I did just a little bit deforming in 
ZBrush. When I was contented on a shape, I went to max 
and I did modeling by using graphite modeling tools and 
retopologizing technique. 



BY CRISTOPHER PARNIAN, IRAN

Also I had the experience with Maya, XSI, ZBrush and Topogun too, in my opinion for retopolo-
gizing technique it’s better to use ZBrush or topogun because the polygon will snap on the sur-
face very well. These images shows the final modeling and ready to render.
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TEXTURES AND MATERIALS

I used the mental ray arch and design material and SSS system for this project, as they are very 
good at portraying metal materials. The arch and design materials have some good preset set-
tings with which to create all sorts of realistic materials and are a good starting point from which 
to create your custom set-ups. I also used an HDR image in the reflection map slot, which helped 

greatly in achieving real-
istic metals instead of re-
lying only on the environ-
ment reflections. The arch 
and design materials dra-
matically increased the 
render times, but I think 
the end result was worth 
the wait. For scratched 
and weathered parts of 
the armor I paint alphas 
with some other dirty tex-
tures in Photoshop. Here 
you can see some con-
figurations of the mate-
rials and textures used. 
For UV unwrapping I use 
the UV editor in max and 

most of the textures such as face and patterns was created in Photoshop.



BY CRISTOPHER PARNIAN, IRAN

LIGHTING

I used only three groups of lights which each one has two lights in the whole scene. Also I used 
Mr Sky portal lights; this would give me the smooth shadows I wanted. Below image shows my 
entire lighting rig, consisting of six lights in three groups.
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Shows the settings I used for this light and a clay render.



BY CRISTOPHER PARNIAN, IRAN

RENDERING

Because some of the materials were quite heavy and took a long time to render, I set my render 
test settings to a very low quality. This is always good practice and will speed up your workflow. 
The last thing you want to be doing is waiting around for test renders. I used the default draft set-
tings for the tests and kept the render size small. Once I was happy with my render and the light-
ing looked reasonable, I moved on to a larger render. This render had slightly increased settings 
such as bounce and final gather rays cast. Here you can see the render configuration that I used.

COMPOSITING IN PHOTOSHOP

For the composting, I worked with the final render with some 
passes (AO, Alpha). These are the final shots and some ad-
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ditional images.







BY CRISTOPHER PARNIAN, IRAN

ANIMATION

I also made an animation for the 
helmet, just to show how it will be 
open and close.

https://vimeo.com/59767917

CONCLUSION

I would like to thank you for read-
ing this Making Of. This is an op-
portunity for me to show a little of 
my workflow. If anyone has any 
questions about this Making Of or 
any of my other art works then feel 
free to contact me 

https://www.facebook.com/chris-
topherarts

Good luck, Cheers!

Web - www.christopherarts.com

Email - dr.cc.parnian@gmail.com
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CGARENA STORE

ADVANCED UNITY 3D GAME DEVELOPMENT - In this Advanced Unity 
3D Game Development training course, expert author Robert Wiebe teach-
es you how to use some of the advanced features available to you within 
the Unity 4 game engine. This course is designed for the experienced Unity 
developer. You should have a working understanding of the Unity 4 engine 
and features before taking this tutorial. You start the training with a quick 
review of the basics of Unity 4. Robert then jumps right into advanced, 
Multi-player Network Gaming. He shows you how to implement not only 
Internet based Network Gaming, but also LAN based using .NET Sockets.

LEARNING 3DS MAX 2014 - In this 3ds Max 2014 training course, expert 
Joel Bradley introduces you to the fundamentals of using this 3d software 
from Autodesk. 3ds Max is used for modeling and animation, and contains 
a plethora of tools to allow you to create models for games or movies and 
even to create movie effects and movie pre-visualization. This tutorial is 
designed for beginners, and covers fundamental features that have been 
around for a while, and new features to the 2014 version of 3ds Max. This 
training also covers the new features in the Mental Ray engine, how to use 
String options, enabling hidden features, UVW Mapping & much more!

LEARNING MAYA 2014 - In this Autodesk Maya 2014 training course, ex-
pert trainer Todd Palamar introduces you to the core features of Maya. 
This course is designed for the absolute beginner, and even if you have 
never worked in Maya before you will quickly understand and become fa-
miliar with the basics of creating 3D models in Maya. In this video tutorial, 
you will learn the basic concepts of modeling, animation and rendering in 
Maya 2014. Todd not only shows you how to access the tools in the Maya 
interface, but also how to apply them. You will create projects throughout 
this Maya 2014 tutorial that will reinforce how to apply the modeling tools.

visit
 www.cgarena.com/store

BUY NOW

BUY NOW

BUY NOW

http://www.cgarena.com/store/advanced-unity-3d-game-development
http://www.cgarena.com/store/autodesk-3dsmax2014
http://www.cgarena.com/store/learning-maya2014




3DS MAX, ZBRUSH

Making of
The Cyborg
Hi all, how are you?  This making of is different for me because normally I am an archviz render-
ing man, and this time I made a robot :) and yes this is my passion since I was a kid, and I love ro-
bots. I used 3dsmax 13, Vray, Photoshop cs 3 , ZBrush4 R4 and Wacomb intuos 5 in this image.

BASIC CONCEPT

I always a big fan of Ben Mauro and I inspire from his robot, especially for detail and originality as 
you can see here http://benmauro.blogspot.com/2013/05/zbrush-for-concept-artists-vol-1.html

But I don’t take too much Ben influ-
ence because indeed I need to find 
out many possibilities and detail, so I 
cover up and make  the concept de-
sign sketch in Photoshop using an 
image reference, especially from Ben 
itself.

MODELING IN ZBRUSH

I must admit that ZBrush makes me 
fun, and so much help me, especial-
ly for hard surface 
sculptures you can 
see here, I give you 
some quick screen-
shot about my mod-
elling because it’s 
just a normal sculpt 
method that every-
body already uses. 
In my habit I use 
dynamesh to create 
base mesh.
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BY ROMI VOLENTINO, INDONESIA
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I use hpolish brush, masking, move brush and clay brush to make good crisp and hard surface.

3DSMAX EDITING SCENE

After I finish all, I import and move down to 3dmax 2013



BY ROMI VOLENTINO, INDONESIA
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Well as you can see, this model is a so high polygon, because I don’t retopology on this cyborg, I 
only do for the still image rendering purpose. For this stage, I use vray as my rendertools, as you 
can see from the cyborg paint color, I just use 2 types of color material.

Then I just put some vraylight in front of my cyborg obj, and I use vray physical camera. Below is 
my vraylight dan vray physical camera setting:
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I put HDRI into the slot, and don’t forget, this HDRI is large so it will consume 
more RAM. If you guys like HDRI, for more free HDRI you can grab in here 
http://www.hdrlabs.com/sibl/archive.html
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I have some small tricks for the new 
guys which just start using and learning 
3dsmax .If your obj are too heavy, just 
right click on the obj and click display as 
box, then click ok, that make your pan 
or zoom more light and easy to move 
but make your obj quite light, which can 
save a lot of ram, no worries, it’s just a 
tip for 3dsmax to saving your Ram on 
working on a heavy scene or objects. 
Sure that display as box, can be applied 
to architecture obj example trees, cars, 
etc. To turn back the box obj into normal 
obj, just simply right click obj and unclick 
display as a box.

This is the settings, not much special:

I am not crazy for rendering an element, which 
make me confuse, so I only add render element 
that I feel more important and improves the art-
work.
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Then this is final render in vray.

As you can see there are 2 kinds of images, 1st is a raw render, full of gamma and so flat, you 
need to adjust the gamma correction, and blend it with all render elements. The 2nd image be-
side him is a finish blending mode which I have already applied all vray elements using multiply 
and soft light blend.

POST-PRODUCTION IN PHOTOSHOP

My interest to this cyborg is make him a 
damaged one as I can, which is important 
to learn real-time composting and render-
ing texture in Photoshop, some parts I done 

with minor digital painting. So for that, I use many 
reference images.

For making damaged cyborg, I find some good 
textures at cgtextures.com or mayang.com and 
textureking.
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I make the damaged look from a trial error test which make so long time to process, which I think 
consume much time to design the damage and scratch placement itself. In this process, I nor-
mally use soft light blend mode to reduce and filtering area and texture image itself.
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I also add some little details like knob, bolt and writer sign for making realistic look and make 
another new layer for adding smoke using smoke brush it’s free and you can find in google.

Finished making the damages, I apply knoll light factory plugin to light up and bring dramatic 
situation.

Then after everything is finished, I also apply lens correction. And the last one I apply some color 
balance modify to get some nice looking color mode.
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Thank you for reading. I hope you enjoyed this Making of.

Ok that’s it, I hope it can be useful to you guys who read this, please remember I am also still 
learning new stuff like this, so if you guys like, please visit to my website. Ok then ... HAVE FUN! 
:)

Web - www.romi3d.wix.com/3dart
Email - romivalentino@hotmail.com

Facebook - www.facebook.com/Romi3dart





3DSMAX, ZBRUSH

Making of
 Authorized Bounty Hunter
Hi there! I’ve been invited to write this ‘making-of’ about my last job: Authorized Bounty Hunter. 
I’m very pleased to do, so here we go!

I made this character for last Ficzone (a kind of Comicon event) here in Spain. I had to support 
from official concept art for Infinity the Game made by their owners, Corvus Belli. (I don’t attach 
image due to copyright). This didn’t let me to improvise as I’d liked and I had to adjust to this 
concept art to make all the dressing design, accessories and armament.

It was pretty limited deadline. I had less than a month to make the entire job. To have it all just in 
time, I decided to focus on this character and create some fictitious environment.
I created later a cleaner version where all details and CG work come up.

As I had a stretch deadline I chose to develop the general anatomy of the character starting with 
a Z standard mesh: Nickz_human_Average tool. In order to work comfortably and create a non-
destructive pose I prefer rising the characters in 3dsmax and make a simple rig using IK in the 
limbs. Z transpose is powerful and versatile but I sometimes find it uneasy and a little slow to 
work with.
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by Miguel Fuster, Spain
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I considered some options for the model pose, some of them more dynamic thinking in an action 
image, but finally I had to choose a more static pose that let me avoid possible problems due to 
the time I had.

First of all I modeled the main weapon of the 
character. So I could determine his pose and 
some proportions. Most of the objects are mod-
eled in 3dsmax with a correct topology and then 
export to Z for adding detail like little dents or 
deformations. That way I tried to save time on 
retopology phase.

After sculpting in Z first general deformations, I 
made the ‘unwrap’ of all objects having that most 
of them were fabrics and clothes, so the layout of 
the ‘shells’ or patterns was going to be the key to 
save on more time and generate texture bases 
directly in Photoshop. With that in mind I split the 
character in objects to make easier texturization 
phase. Armors, straps and accessories, jacket, 
jumpsuit, etc. 

For the Jacket, once I created first wrinkle vol-
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umes and shapes, I used a ‘protection’ to ‘move’ and make the hexagon shapes in a specific way. 
These shapes were made with Photoshop applying layer effects in order to create the ‘movie’ in-
formation. Having a correct continuous tile with hexagons, I deformed it following unwrap forms/
shapes. I ‘moved’ the hexagons to complete the modeling phase of the jacket defining well the 
wrinkles.

I took from Z -using Multimap- AO and cavity to ease the texturization phase. I started with the 
rifle, because it’s the object with most different shade. I always start to texture the less risky 
areas so I can keep pace. The rifle wasn’t very complex. I used 2 bases for metal texture: one 
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metal base and another painted metal one all created in Photoshop. Masks for the corrosion and 
scratch areas were made using a variety of brushes and textures. With this mix of maps and 
masks I created the reflection maps and ‘highlight glossy’.
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For skin areas I used a basic configuration with a SSS2 material. Diffuse, specular, Scatter and 
bump.

Fabrics are made using Vraymtl with Ward. To simulate the fur effect I used a falloff map, the 
original texture in ‘front’ and a ‘composite’ in ‘side’ with corrected texture and a multiplied black 
and white map, very forced to generate a ‘cutoff’ in the more extreme areas. All little detail like 
seams and threads was made as a texture. Model it with ZBrush is always a temptation, but most 
of the times it’s more effective and fast make it at texture phase.

To test all shading process I like to gen-
erate a very generic lighting, using some 
spots fill with neutral tones in order to ap-
preciate materials.
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The final lighting for the clean render was made in a traditional way: using almost only standard 
lights spots and a little Vray panel on a side to power some volumes.

For a scene with so simple lighting there wasn’t need for many ‘pases’ to obtain the final com-
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position. Diffuse, AO, multimatte, Specular 
and Reflexion ‘pases’ were made and some 
of lightvolume, particles and lens effects 
were added.

I hope you enjoy this making of. Greetings!

Email - thakiana@yahoo.es



Have you created your
CG Portfol io?

www.cgarena.com/portfol io

http://www.cgarena.com/portfolio


http://www.topogun.com


Hassan Muhammad, Syria
hassan.muhammad.3d@hotmail.com 
Maya, ZBrush
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Emerson Augusto da Silva, Brazil
emerson3ds@hotmail.com
3ds Max, ZBrush



Jose Calventus, Spain
josescalventus@gmail.com
Maya, ZBrush
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Arseniy Korablev, Russia
arsdraw@gmail.com
3ds Max, ZBrush



Dhanushka Lakmal kannangara, Sri Lanka
dartproduction@gmail.com
Maya, Mudbox, AE
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Niyazi Selimoglu, Turkey
sniyazi@hotmail.com
ZBrush, 3ds Max
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Niyazi Selimoglu, Turkey
sniyazi@hotmail.com
ZBrush, 3ds Max

Aleksandr Kuskov, Ukraine
natikks@gmail.com
Maya, Mental Ray





Andrew Averkin, Ukraine
andrewaverkin@yahoo.com
3ds Max, VRay
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Raorohith, UAE
raorohi@gmail.com
Maya, Photoshop
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Mohamed Hassan, Egypt
mohamedhassan3d@yahoo.com
3ds Max, VRay



Mohamed Hassan, Egypt
mohamedhassan3d@yahoo.com
3ds Max, VRay



Mridul Sen, India
mridulsen2007@gmail.com
ZBrush, Maya
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Derek Henriques de Araujo Guimarães, Brazil
derekhenriques@gmail.com
3ds Max, VRay
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 Please consider the environment before printing this magazine. 
Save Paper. 100% Environment Respect.



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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