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Pixar Canada shuts its doors in 
Vancouver

Close to 100 employees at Pixar Canada’s 
Gastown animation studio lost their jobs 
Tuesday as the company decided to pack 
up the three-year-old operation and concen-
trate its operations in Emeryville, California.

“A decision was made to refocus operations 
and  resources under the one roof,” Barb 
Matheson, a spokesman for Pixar parent 
company Disney, said from Toronto. “Staff 
were just told today. Not great news, obvi-
ously. It was just a refocussing of efforts and 
resources to the one facility.”

The Vancouver animation facility opened 
with much fanfare at 21 Water Street in the 
spring of 2010, with a mandate to produce 
short films based on established Pixar char-
acters.

Technicolor opens a new Visual 
Effects studio

Technicolor announced the opening of a 
new Visual Effects studio boasting state-
of-the-art technology and a renewal of its 
post-production services with the reloca-
tion of the existing installations to a single 
site equipped with the very latest technol-
ogy. By doing so, Technicolor will consoli-
date its presence in Montreal (Quebec) 
while reasserting its commitment to the 
environment with support of the Govern-
ment of Quebec. 

Technicolor, the world leader in produc-
tion and post-production services, is pur-
suing its strategy aimed at extending both 
its range of products and services and its 
geographical presence while developing 
new solutions designed to support its cus-
tomers in the digital transition.

Animation Methods: The Only Book You’ll Ever Need - Whether you 
want to become a professional or just make your own animated movies 
and games. This book will show you all of the secrets used in a studio en-
vironment for specifically doing 3D Character Animation. This is a step-by-
step guide for learning Maya, animation tools, how to get into the industry, 
demo reel, interview process, body animation, and facial animation. You 
can quickly learn animation without ever setting a foot inside a classroom 
or paying a large tuition. This is the only book that comes alive as you read 
it through QR codes. Use your smartphone to scan the codes.

Blender Master Class: A Hands-On Guide to Modeling, Sculpting, Ma-
terials, and Rendering  - Blender is a powerful and free 3D graphics tool 
used by artists and designers worldwide. For those who have struggled to 
create professional quality projects in Blender, author Ben Simonds offers 
this peek inside his studio. You’ll learn how to create 3D models as you ex-
plore the creative process that he uses to model three example projects: a 
muscular bat creature, a futuristic robotic spider, and ancient temple ruins. 
Along the way, you’ll master the Blender interface and learn how to create 
and refine your own models.

http://www.amazon.com/Animation-Methods-Only-Book-Youll/dp/148012835X/ref=sr_1_1?ie=UTF8&qid=1381441666&sr=8-1&keywords=animation+methods
http://www.amazon.com/Blender-Master-Class-Sculpting-Materials/dp/1593274777/ref=sr_1_1?ie=UTF8&qid=1381441703&sr=8-1&keywords=blender+masterclass


http://www.gnomonschool.com/
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Interview with
 Hasan Bajramovic

Practice makes perfect 
so keep at it and don’t 
give up because you 

won’t achieve anything 
over-night.

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

First of all Hi to all fellow artists out there and a big thank you to CGArena for this interview. I 
was born in Bosnia and Herzegovina where I currently reside. I specialize in character modeling, 
sculpting and Texturing for games and film. I got my degree in Arts and Creative Multimedia in 
Malaysia in 2007. I also took a Python scripting course on TDCollege and a Realflow workshop 
with Allan McKay.    

So, currently you are working as a free-
lancer or working on a paid job too, 
please tell us how’z your experience 
as a freelancer?

I love everything about my job. Not a lot 
of people get a chance to do what they 
love and get paid for it at the same time. 
That being said doing freelance on the 
side is like having a second job and this 
can sometimes leave a toll on you. When 
deadlines kick in things can become hec-
tic and you’ll have to put in extra hours 
to finish everything up. In the beginning 
I had trouble catching up with deadlines 
but eventually as your skills improve you 
get faster and you spend less time think-
ing about what you need to do and more 
time just doing it. 
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How did you take your first artistic steps to reach where you are today? What was your 
first professional work?

I graduated from a High School of Economics and after that I got in the Faculty of Law. After 
spending 3 years studying it I quit and decided to move to Malaysia and study arts and anima-
tion. I used to draw a lot when I was younger and I always had a thing for arts and music so 
quitting Law school was one of the best decisions in my life. I’m not going to lie it takes a lot of 
sacrifice and hard work to be a successful artist. I’m still learning every day trying to catch up with 
other people. I set standards and raise the bar with each one of my project.   

Have you always been artistic from 
childhood? Or did it start to appear 
later in life?

Well I used to be very artistic during my 
childhood and elementary school. I would 
sketch on paper, desk, wall what ever I 
could find and teachers would make me 
stay after school and clean up. In high 
school I got a set of turntables and my 
first vinyl and I started doing some DJ 
work. I guess I was always looking for a 
way to express myself and when I tried 
3d for the first time I was hooked.

You have an impressive portfolio of 
realistic characters, I think it will be 
interesting to our readers to know 
what was the project you enjoyed 
to work on most of all and why? On 
which projects are you working these 
days?

Thank you very much! I enjoyed working 
on every last one of my projects. Even 
the paid ones with tight deadlines. Each 
one of them was a unique experience 
with its own set of problems that I had to 
work out. I’m currently finishing up some 
projects and digging through my HDD trying to figure out which personal project should I pick up. 
I still haven’t decided on what to do next. Ideas ?! 
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Can you describe your typical workflow when you’re working on a project, whether it be 
personal or for a client?

I always start with a research. I spent at least 1/3 of my time doing research downloading photos 
and analyzing them. I’ll sketch some simple shapes and make a collage. This way I get to know 
my subject better and I get a clear image of what needs to be done. I can’t stress how this stage 
is important. Usually when I skipped this stage I ended up not knowing what I’m going to do next 
half way through the project. After that I’ll move to ZBrush and just go crazy with all the tools at 
my disposal. These days I hardly do any modelling in 3dsmax and Maya. I pretty much do eve-
rything inside ZBrush. I might make some tweaks and move a few polygons here and there but 
that’s it. I’ll do a lot of back and forth and I like to leave my work and sleep on it. Usually in the 
morning you know if you did something right or wrong. When I’m happy with the modeling I’ll do 
some poly painting and develop a color scheme and all the textures. Rendering is the easiest 
part of every project. That about wraps it up.

Let’s talk about “Daiichi”, tell me where the idea to create such a character came from? 

I really don’t know how the idea came to me. I guess it’s from all the Manga and Metal Gear Solid 
games that I’ve played. I just sat down in front of my computer and started making sketches in 
ZBrush. I knew I wanted a stealth warrior wielding a Katana and that was it. I was a bit stuck 
and couldn’t get any ideas so I sat down and wrote a short story about Daiichi and his unit. This 
helped me in visualizing him and his entire crew. From that point it was really easy. I was mod-
eling and Texturing like crazy.

INTERVIEW WITH HASAN BAJRAMOVIC







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

I have a few of them in my arsenal. Pretty much standard stuff but to name a few: 3dsmax, Maya, 
ZBrush, Photoshop, Vray, Arnold, Marmoset toolbag. 3dsmax and Maya are a standard choice 
in the industry.. Most of the time and that’s the biggest reason behind it. Now when it comes to 
ZBrush we’re talking about a true love. I really love this piece of software. It made my life easier 
so many times. It’s fast, easy to use, you get great results and they give free updates. 

How’z the computer graphics 
market currently in Bosnia 
and Herzegovina and recent-
ly in last one year many stu-
dios shutdown the business 
so do you think that it’s hard 
to find a job currently in the 
industry?

Well CG Industry in Bosnia and 
Herzegovina isn’t really bloom-
ing. It’s mostly freelancers do-
ing outsourcing. So far I didn’t 
have any trouble getting jobs 
even though the industry faced 
a lot of problems. I’m not tied to 
any of the CG studios and I do 
work for hire so that must be it.

What are the best things to 
put into the portfolio of an artist like you?

I think it’s important to not only have worked that show of great technical skill but also works that 
show the artistic side to it. The combination of technical execution story telling usually makes 
your work worth looking at.  

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

I love browsing the internet and looking at what other artists did. I’m a huge manga and anime 
fan as well and I often sit for hours watching them online. They really help me get going. Add a 
good beat on top of all of this and I’ll do anything.

www.cgarena.com   11

INTERVIEW WITH HASAN BAJRAMOVIC



Please give some advices to the aspiring 
Artists? So, they can give you some healthy 
competition.

Learn how to take critique and listen to what 
other artists have to say about your work. This 
can only help you to become better. Practice 
makes perfect so keep at it and don’t give up 
because you won’t achieve anything over night.

How you rate the CGArena, Gallery and oth-
er features?

CGArena was one of the first sites I used to vis-
it when I was starting up. It’s a great site with 
great content. I’ve seen a lot of great and in-
spiring work in the galleries. I would love to see 
more interviews and breakdowns from different 
artists. I always love seeing and reading these!

Web: www.hasanbajramovic.com

Email: hasan.bajramovic@gmail.com
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PHOTOSHOP

Making of
 The Mating
This image was commissioned by the Chilean band Pressure, and it’s the first of four images 
meant to promote the upcoming release of their first album.  The other three won’t have winged 
beings, sorry folks!

The first step of any project is to 
discuss the concept with the client.  
I usually ask for a brief text with no 
more than 50 words defining title 
and main concept…   too much 
input can mess with your mind!   
The next step is to propose pen-
cil sketches based on this original 
concept.   After that, the client can 
either approve it as it is or maybe 
ask for changes and new ele-
ments.  In this case, the client ap-
proved the sketch but asked if the 
birds could be facing each other,  
right before colliding in full flight.  I immediately acknowledge it as a better idea.

Every digital illustration is different.  Some are 100% illustration, starting with a pencil sketch and 
then applying the color. Some are digital illustrations based on a lot of photo reference material.  
And some others are full photo manipulations with a lot of retouching and brushing on top.  This 
piece stands between the second and third type.

It started as a sketch, which lead me to 
take my own photo reference for the hu-
manoid characters (which I can’t share 
here for privacy issues).   With these 
photos I started drawing and copying 
some of the key features of their body 
parts. Sometimes I like anatomical ac-
curacy and sometimes I like to exagger-
ate with full drawings; it really depends 
on the project.
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BY  CLAUDIO BERGAMIN, CHILE

For the wings I went to St. Google and looked at 
a gazillion pictures of birds flying; ultimately I draw 
a rendition of the best poses I saw.   This was 
achieved with selections and filled color; I selected 
every feather one by one and then clone some to 
save time.  The girl’s wings are based on a dove’s 
and the guy is based on an eagle.

The clouds are composed with a mix of 
photography on overlay transparency and 
brush illustration.  The moon is a photo with 
a lot of filters to match the illustration feel of 
the picture.  The stars were done with my 
own photoshop brushes… in fact most of 

my brushes are custom made by me…  I encour-
age everyone to do this;  it will give an original look 
into everything you create.

The final step is to blend everything together…  
something similar to what a sound engineer does by mixing all the separate tracks of a song.  
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You use every tool available in 
Photoshop to balance colors, con-
trast and saturation.   This is why 
is important to keep all the key ele-
ments in separate layers…  it saves 
A LOT of time.   I usually use big 
fuzzy brushes to achieve distance 
and cool glow effects around every 
shape.  Most digital artist fails in this 
step…  which is for me the most im-
portant one…  you can have a very 
detailed and well constructed scene 

but if your elements are not well mixed with each other,  the whole illusion falls apart.   Surfaces 
reflect light and color and each element has a relationship with the one next to it.   

Sometimes, I would give it a break for a couple of days, just to forget about it and then look with 
fresh eyes.  This could mark the difference between a successful job or a mediocre one.

Web - www.claudiobergamin.com
Email - info@claudiobergamin.com 

Facebook - https://www.facebook.com/claudiobergamin.art

www.cgarena.com   17





ZBRUSH, PHOTOSHOP

Making of
 Fred the Mushroom
INTRODUCTION

This work was created during Kris Costa’s online workshop that I took some time ago. The main 
idea was to make a human-like creature with emphasize on anatomy, realism and character’s ex-
pression. Since I never make any kind of 
sketches for my personal work, I left the 
design of the model unfold as I went with 
it. That’s probably the main reason why 
some of the models that I made for my-
self took me so long to complete: I con-
stantly add new elements, tweak things, 
remove things etc. etc. to a point when I 
pretty much just tell myself to stop and 
be done with the darn thing. 

In this case, however, I knew several 
things from the start: it would be a blend 
of a mushroom and a human, the char-
acter would be old, it would have a “calm 
and gentle” look to it opposed to some-
thing aggressive and evil. Because of 
those three things, gathering references 
were fairly easy – I looked for old Chinese people. Here are some 
of the examples of what I randomly found on the internet.

SCULPTING

Usually I start my models with a pre made base mesh, that I have 
plenty of, to save some time and bypass the hustle of creating a 
new one. This time around I decided to start from scratch. Thanks 
to DynaMesh, the decision on how to approach the creation of the 
base mesh was easy to make: I went with ZSpheres.
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For all my sculpting work I use the technique I 
picked up from Zack Petroc many years ago by 
watching one of his DVDs. The idea is quite sim-
ple: start from the very first subdivision level and 
slowly move up putting as much form and detail 
into every level as possible. I know many people 
who would subdivide a model up to almost a mil-
lion of polygons and only then start sculpting, but 
there is no right or wrong ways about it. Use what-
ever method you are comfortable with and gets 
the job done. I prefer the “start from low” method 
better because I feel I have a lot more control over 
what I do this way. Plus, if you are working on 
a piece of cloth for example, by sculpting on low 
subdivision levels and then going up, some “hap-
py accidents” happen when  after the subdivision 
process I notice a new form or a fold in places 
where before there was just a mess of polygons 
that barely showed anything interesting.

I use Clay Buildup brush for 90% of all my sculpt-
ing work. ZBrush has tons of neat little brushes 
but the Standard and Clay Buildup are usually my 
weapons of choice. Slowly but surely using those 
two brushes I got to a point when I was somewhat 
happy with the model.  Also at that point I intro-
duced some asymmetry to the model and made 
the face expression that was perfect for what I had 
in mind for the character.

When I was making the model, there hadn’t been 
no ZRemesher yet, so all the retopologizing work 
was done in TopoGun. I have used this piece of 
software for several years now and find it to be 
pretty much perfect for my needs. From time to 
time I use 3ds MAX’s Graphite modeling tools to 
help me retopo a model, but it’s mostly when I 
make something mechanical where I need better 
control and precision.

With the new topology in place I moved on to posing. Originally the model was supposed to be 
of a “cinematic quality”, meaning it was supposed to be animation friendly and not just a raw 
sculpt. Keeping that in mind, I was planning to rig and pose the model in MAX. However, during 
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the process of creation of this piece some unexpected things happened that prevented me from 
working on it for almost three weeks. We had only two lessons left in the workshop when I was 
able to get back to the model. Because of that bump on the road I had to make a sacrifice and 
decided to pose the model in ZBrush and not worry about any technical side of things.

I wanted to capture a feeling of relaxation and calmness in the pose which resulted in me posing 
quite a bit in front of the mirror as I couldn’t find any good references. It’s usually a good idea to 
take a picture of yourself or a friend in the pose you’re going for (unless you can find something 
close to it online), but I figured why bother taking a couple of pictures when I could just run to a 
mirror every five minutes while I’m working on the model.

With the pose in place, I 
went on to making “mid-
range” details like skin 
folds and bigger wrin-
kles. The process usu-
ally goes something like 
this:  I cut the wrinkles 
with the Dam_Standard 
brush and add some vol-
ume to the areas around 
it (Standard brush here). 
After that I take the In-
flate brush and go over 
the wrinkle with it. What 
this does is basically give 
a really nice “fleshy” look 
with a tight wrinkle and 
round skin folds around 
it. I also used Standard 
brush with Alpha 58 to 
make wrinkles on the 
chest, belly, back and 
arms. I used it mostly as a guide, making a couple of strokes to indicate where the wrinkles 
would be and applying the technique I described above afterwards. This was the first time I used 
an alpha for this process (usually I do most of the detail by hand) but it worked out quite nicely. 
This is what the model looked like after this phase. It’s important to note that I got rid of some of 
the asymmetry I created earlier as it wasn’t doing any good to the model in the pose I chose for it.

The final stage of detailing is pretty straight forward. I gathered a bunch of high res pictures on-
line to have some nice references when I was making pores, finer face wrinkles and all that other 
juicy stuff.  Putting “black and white old people” in the search bar gave me exactly what I was 
looking for. I used several custom made brushes to make the face detail:

www.cgarena.com   21



BY  ALEKS KIRILENKO, ESTONIA

22   www.cgarena.com

1) A brush to make some random bumps on the surface adding another level of “fleshiness” 
and realism to the model. Take the standard brush, set the stroke style to Spray, choose Alpha 39 
or something similar, go to the alpha settings, invert the alpha and put these values in: MidValue 
– 50, Rf – 20. You might want to play with those settings; it can give you some interesting results.

2) A brush to make all the main pores. This one is harder to make because you will need a 
high res picture of someone’s face (taking pictures of yourself would be the best solution I think). 
Choose a nice section of the face where the pores would be most visible (probably cheeks or 
forehead), crop it into a square and make it black and white. You can increase contrast and add 
some other effects in Photoshop to make the pores stand out more. Bring the image into ZBrush 
and load it as the alpha for your brush of choice. Set the stroke to DragRect. In the alpha set-
tings increase the Rf value so you won’t get any sharp edges on the surface when you drag 
your stroke (probably somewhere between 0 and 10) and play around with the MidValue slider (I 
usually set it to 30-50 but it all depends on the alpha/picture you have). Also, increasing the Blur 
setting will give smoother results when you apply your strokes.

This is what the head looked like after the surgery 

At that point I started introducing some accessories and elements to the character to better con-
vey the idea that this guy lives in some kind of a forest, to add a little story and some background 
to him. I put quite a bit of time trying to rationalize every element that I add. The idea here is to 
create something that makes sense and doesn’t simply work as a means to grab viewer’s atten-
tion. You can make a really cool looking thing but if it doesn’t contribute to the design and doesn’t 
work on a basic level, it’s probably a good idea to get rid of it.  But it all depends on what you are 
going for, I guess. After all, an old half naked Asian man with mutated fingers and a mushroom 
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cap for the head doesn’t make much sense either.

All the accessories, apart from the feathers, were done in MAX. There is nothing special about 
the process, just some raw poly modeling with a sprinkle of magic dust in ZBrush. For the staff 
rope I used a little plugin called “Helix Pro”, which I highly recommend. It works beautifully for this 
type of things and is dirt cheap. The feathers were done in ZBrush. I used Cylinder3D as the base 
and FiberMesh for the actual “hairs”. The GroomMagnet brush works well for giving the feather 
the shape you want, whereas GroomBlower and GroomTurbulence work nicely on the root of the 
feather to, again, add that extra layer of realism. I used FiberMesh to create the hair as well. I 
wasn’t going for the “real hair” look here, but rather something that would look like some kind of 
halm that would fit the character.
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With all the accessories completed and put in place, I went back to the character sculpt and gave 
it that final pass of refinement.  You should be careful with this pass and know when to stop. Oth-
erwise it’s possible to spend forever polishing as there are always things that can be improved 
popping up here and there. This is what the final sculpt turned out to be:

I wasn’t planning on doing an original 
and interesting stand for the model be-
cause I was running out of time in my 
class, but I put together a little some-
thing at the very end of the project.  I 
used MAX (main plants) in combination 
with Fiber Mesh (grass, leaves on the 
bush) to make it. Can’t really say I was 
happy with how it turned out, but the 
stand wasn’t the main focus of the pro-
ject so I wasn’t worried too much about 
it.
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TEXTURING

I used Mari for all the texturing on this project. This was my second time playing with this piece of 
software and the first time with version 2.0. I’m not going to lie, my first experience with Mari was 
overwhelming to say the least. It took me quite some time to get my head around how the crazy 
“shaders and channels” system worked but I got used to it eventually. Version 2.0, however, was 
a beast of its own. It took me an hour or so to understand how it behaved and I just couldn’t be 
happier about all the changes. If for some reason you haven’t tried Mari yet, I highly recommend 
you do that. I can’t see myself going back to Photoshop or ZBrush for texturing after using it.

The texturing process was pretty straight forward. I unwrapped the model in ZBrush using UV 
Master and generated all the displacement maps with Multi Map Exporter. I also used xNormal 
to generate height maps for some of the accessories (staff, smoking pipe) as ZBrush was giving 
me problems with those. After all the map baking, I gathered a bunch of references from 3D.sk 
and some random images I found online to help me paint the dirt. 

I wasn’t quite sure what color scheme to use for this guy with skin variations ranging from baby 
pink to black eye bluish. I was struggling with the accessories colors as well as I wanted to add 

some contrast in the image and break the monoto-
ny. Here’s a WIP shot of the process:

I knew that I would go for a slightly exaggerated 
look of the textures so I wasn’t shy about adding all 
kinds of detail all over the model like veins and skin 
pigmentation all wrapped up in a nice layer of dirt. 
Also, for some reason I like to make noses for my 
characters quite a bit reddish so I added this effect 
here as well, trying to balance it by adding some 
red to the knuckles and other areas.

RENDERING

It’s only recently that I’ve started properly 
render my works instead of using ZBrush 
for this task. Due to the lack of free time, 
I can’t really allow myself to go deep into 
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studying all the technical sides of rendering, like shader creation, lights etc. etc. and so I’ve made 
the decision to get KeyShot as my rendering app. It’s a neat little program if you want decent look-
ing renders in a short amount of time and I’m sure it’s going to get only better with each update.

A very simple lightning setup was used for the 
scene: a rim light and a fill light. I’ve also add-
ed a small extra light which I used just to make 
the character’s face a bit brighter (there wasn’t 
enough light in that area because of his “mush-
room cap head”). For the environment lighting I 
used one of Keyshot’s default HDRI’s.

The final image was composed out of several 
passes I brought from Keyshot. Again, noth-
ing fancy here. SSS, reflection, diffuse etc. – a 
standard mixture. There was a bit of retouch 
work done in Photoshop as well, but it was mostly 
some color adjustments and other small tweaks 
that aren’t worth mentioning.

CONCLUSION

It was a fun and challenging project to work on. There are some things about it that I don’t really 
like but I was limited in my time so I had to make some sacrifices in order to make the whole 
thing done. 

There are plenty of tips, tricks, techniques and advices out there that I don’t want to repeat, but 
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here’s an advice which is absurdly obvious: know your tools. Like a painter knows his brushes, so 
should you know what programs that you use can and cannot do. Only this way will you be able 
to come up with techniques that fit your style of work and think outside the box in order to come 
up with solutions to any given task in front of you.

Thank you for reading and I hope it was somewhat helpful to some of you.

Email - alkirilenko@gmail.com
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CGARENA STORE

LEARN VRAY INTERIOR LIGHTING - This is a Video tutorial with Vray 
and 3ds Max, topics covered in this Video: Vray ies, Vray HDRI, Vray Dome 
Light, Vray Camera, Render Settings, Materials Tips, Post-production. This 
file contains: Full Vray Interior Scenes for 3ds max 2010 and above, Video 
Tutorial for lighting Setup, Senes with more than 40 3d models fully tex-
tured, High Resolution Textures maps, High Resolution HDRI, PSD file for 
post production, 2 Render presets – High and Medium Quality, Severals 
renders from the scene. Video Tutorial + PSD + Render Presets. You will 
surely learn from this training.

TOPOGUN - COMPLETE INTRODUCTION - In this tutorial, instructor 
Stephen Wells will take us through the complete pipeline of the software 
Topogun, as we learn the interface and functions needed to retopo game 
assets. We’ll cover all the most important tools needed as we take you 
through the process of retopologizing several complex character assets.

ZBRUSH 4 CHARACTER PRODUCTION PART 2-3 - In this DVD, instruc-
tor Michael Pavlovich continues where he left off in part 1 to produce a 
low poly version of the cowboy character to use as a game-res asset. Af-
ter getting the high-res sculpt organized and ready for rebuilding he goes 
into several different methods to re-topologize the sculpt. In ZBrush he pri-
marily utilized 2 methods to simplify the sculpt: ZShpere Re-topology and 
ZRemesher. He also goes over many tips and tricks to increase your speed 
and accuracy while re-topologizing in Autodesk Maya.

visit
 www.cgarena.com/store

BUY NOW

BUY NOW

BUY NOW

http://www.cgarena.com/store/vray-interior-lighting-video-tutorial
http://www.cgarena.com/store/topogun-intro
http://www.cgarena.com/store/zbrush-character-production-2


http://www.cgarena.com/store/3d-cyborg-production




ZBRUSH,  MAYA

Making of
Promethus
In this tutorial, I’d like to show you how I created Prometheus fan art. Hope you will enjoy reading 
this making off.

First of all, I needed a base mesh for this character. So I started base modeling from the base 
mesh in ZBrush.

As always, I’d like to use few basic 
brushes in ZBrush to start sculpt-
ing. I don’t use any fancy brushes 
when I sculpt.

by Sup Choi, USA
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At this stage, I tried to focus on main shape and volume of face.

And then, I used different alphas to create skin and wrinkles on the face. I just used a basic 
standard brush with different intensity.
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Before moving forward, it’s a good time to unwrap UVs in Maya, and import back to ZBrush. 
I just used simple and basic ways to unwrap UVs in Maya. 

Now, I could work on texture by using Polypaint in ZBrush. I just used a simple standard brush 
with spray stroke and Alpha 7. 
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I created the cavity map by using Masking option in ZBrush.  This map will be very helpful later 
in creation of diffuse map and bump map. 

I baked a displacement map and normal map with subdivision level 2, so I could have better 
resolution.



BY  SUP CHOI, USA
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Now it’s time to create SSS shader in Maya. 

Here’s the SSS Shader setting and maps.
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I set up 4 Area lights and created Image Based Lighting by using an HDRI image. I turned on the 
Raytrace Shadow option for each light for shadows.



BY  SUP CHOI, USA
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I used Maya fur/hair for eyelashes and eyebrows.
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The eyes are made of a cornea, iris, and tear duct mesh. The cornea has an alpha map for the 
iris part. 

Here’s a rendered image that I got. I did a lot of test renderings in every step. 



BY  SUP CHOI, USA
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And then, I moved on to the body. I created a suit in Maya.

 
Here’s the maps.
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I used Shave and a Haircut plug in to create hair in a separate file. 
I composited rendered images together in Photoshop later.  

I used several different Mental Ray preset shaders for the suit.
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Now, it’s time for compositing in Photoshop.
I have 2 different rendering images, the body and hair, to composite them in Photoshop. 

I did some touch ups on the image in Photoshop. I also used Level, Curves, and Hue/Saturation 
functions for a final touch.
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Here’s the final image! 
Thanks for reading my tutorial! 

Email - whatsub82@gmail.com



http://www.topogun.com




3DSMAX

Making of  Spatium Navis - 
 How to make a Sci-Fi Env.
INTRODUCTION

My name is Adam Lacharité and I’m a 3D artist from Montreal.  I did this making of to present 
you the pipeline of my work on my sci-fi corridor. In this tutorial, I’ll show you every step from the 
modeling to the post-process, in order to demonstrate my complete workflow for the creation of 
this image. This is the way I worked for this project but there’s so many ways and tools to use that 
it becomes difficult to choose the best technique for what you want to achieve. I used 3ds Max, 
Photoshop and did the render with Mental Ray.

GETTING STARTED

I had a precise idea of where I wanted to go with this environment at the beginning. I wanted to 
do the interior of a spaceship with big windows looking in space. The idea of the biosphere came 
to me later in the process and allowed me to add a more organic feeling to the image. 

MODELING

The first thing I did is the 
blocking of my scene with 
really rough shapes. At this 
point, I decided what would 
be the composition of my 
image. It’s better to set your 
composition at the beginning, 
this way, you know exactly 
what you see and what you 
don’t need to do. You can 
also do some concepts to de-
sign your scene but I started 
directly in 3D for this project.

While you’re thinking about your design, it’s a good thing to think about a modular way to build 
the environment.  I knew that I wanted to do a corridor with a lot of windows on both sides of it 
so I separated the architecture in 5 pieces; the window, the base of the wall, the floor, the ceiling 
and the columns. 
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by Adam Lacharite, Canada
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I considered each of these parts as a module that would be repeated. By deconstructing the 
environment in pieces, it becomes easier to identify what you need to do and to work efficiently. 
For the space and the vegetation of the biosphere, I did some matte paintings in Photoshop after 
the render.

After theses few steps, I based the modeling of the real meshes on the blocking I did, refining 
the shapes and adding details where I wanted. I didn’t use any complicated techniques for the 
modeling: it was really straight forward using the Editable poly modifier. You can see below a 
wireframe render for each of my modules.



BY  ADAM LACHARITE, CANADA
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For the pipes, I work mostly with 
curves because I can always go back 
and modify their shapes.  When I want 
to do a more detailed pipe, I do a small 
part of it and duplicate this piece along 
a spline. You can easily do that using 
the Spacing Tool (Tab Tool, Align, and 
Spacing Tool).
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TEXTURES AND SHADERS

I did some specific textures only for the largest pieces. To make them, I started with a base color 
and I added scratches and dirt with pictures I took on cgtextures.com. From the diffuse, I did a 
black and white texture for my specular map. Then I did the normal maps with crazy bump from 
my diffuse. You can see below some examples of the textures I did.

For all the little pieces and the pipes, I only used tileable textures. I chose to unwrap all of them 
on the same texture and added some dirt on these parts on the final image in Photoshop only 
where I needed it. You can see below some tileable textures I used.

I will not go into more details for this part because there’s a lot of tutorials on this website that 
explains some texturing techniques very clearly. Now for the shaders, I only used Mental Ray’s 
Arch & Design. I applied a diffuse, a normal bump and a reflection map in each material. The only 
things I tweaked further are the reflections and glossiness settings to make sure that the results 
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came out like I wanted. I did a lot of back and forth between 3ds Max and Photoshop to change 
the textures directly when I worked on the shaders. You can see below an example of one of the 
materials.

LIGHTING

The lighting is a part that I really like in the process of doing an illustration. My objective with this 
environment was not to do a photorealistic lighting but I still wanted it to be credible. I wanted to 
achieve a more lyrical and organic atmosphere with the lights. I took the time to experiment a lot 
to create the right atmosphere. I made the volumetric light effects in Photoshop because it was 
much easier and less time consuming than rendering and tweaking them in 3DS Max.

There are two main light sources in this image; the main one comes from the big sun from the 
left windows and the second one comes from the biosphere (the windows on the right). I isolated 
theses two light sources to show you the direct lighting of them separately.

After my direct lighting was satisfying, I started working on the fill lights. I used some subtle lights 
in the interior to have more control in the post-process over the general look of the lighting and 
isolated them to show you how they look.

On next page you can see a screenshot of my scene to see exactly where all of the lights are. I 
only used standard omni and spot lights.
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As I said, I used Mental Ray for the rendering. I activated the Final Gathering with the quality set 
to high. I left everything else to default. For the passes, you can choose them in the Render Ele-
ment panel in the Render Setup.

POST-PRODUCTION

I always like to see how far I can take my 3D render and bring it to another level in post-produc-
tion. The four passes I had for the compositing where the beauty, lighting, reflection, and the 
specular and also had the isolated lighting passes that I showed you before. You can see below 
what the different passes look like.
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The matte paintings 
were done in Photo-
shop using pictures 
and digital paint-
ing techniques. You 
can see what the 
space matte painting 
looks like without the 
spaceship’s struc-
ture in the image be-
low.
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In Photoshop, I used simple blending modes (multiply, overlay, screen...) to merge theses differ-
ent passes. After that, I did a lot of work to accentuate some highlights and shadows, some color 
corrections and I also painted all the volumetric lights manually. There’s a sequence of images 
that shows all my progress for these corrections.
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CONCLUSION

This is a personal project I did and I really wanted to challenge myself in term of quality and pro-
ductivity. I really enjoyed doing this making of and I hope that some of you will be inspired by it.  
Thank you!

Email - adamlacharite@gmail.com



Have you created your
CG Portfolio?

www.cgarena.com/portfolio

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


Jorge PepeLife, Brazil
jorgepepelife@gmail.com
3ds Max, ZBrush
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Eduardo Lobo, Brazil
eldesigncreative@gmail.com
Maya, ZBrush





Lele Chen, China
lambert_chen@hotmail.com
3ds Max, ZBrush



Yuri Alexander , USA
y.s.alexander@gmail.com
Maya, ZBrush



Felipe Bassi, Brazil
felipe_bassi@hotmail.com
3ds Max, ZBrush
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Humam Munir, Iraq
humammunir@yahoo.com
3ds Max





Hossein Atashkar, Iran
ifuture.max@gmail.com
3ds Max, ZBrush
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Lucas Berto, Brazil
lucasberto7@gmail.com
3ds Max, ZBrush
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Raoni Nery, Brazil
raoninery@gmail.com
3ds Max, ZBrush



Alexandr Novitskiy, Ukraine
tigersfather@gmail.com
3ds Max, Maya





 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.

http://www.cgarena.com/submit.php



