


RIS RARAL S '.FI._' |
The Art of Oddworld v b
Lil T'I-?“ '_II a2 F ’1




CONTENTS

- :
%

g

BT %0 a0 e Abstract & Design 2D . . ... 114  Abstract & Design 3D 122

i

Surreal2D .. ..

AU - Environment20 .. ... ... 172

Robotic/Cyborg 2D AT [t ¢ Robotic/Cyborg 3D

saa s 08 Cityscapes2D ......... 188

N R e A B e T R N D I I Tl 12

S S vl
cﬂ.ﬂorlu R .:::-..... R R e o n Ar s aveth S WP e e ot o o B e i g e e b By e sl e T T 14
A 4 6 B R Sl S L SR S s e e S s s L S e

iiiii




Each year we appoint

Syd Mead s one of the most celebrated concept designers of our time, His
most well-known works include production designs for ‘Blade Runner', 'TRON',
‘AWiens' and "2010', the pivotal solence fiction movies that got many budding
visual effects artists inapired 10 enter professional careers In this field,

Lome Lanning is President/Creative Director and Co-Founder of the award-

winning video game development company Oddworld Inhabitants, He serves
a5 & member of the Visusl Effects Society, the Wired Brain Trust, as well as the

Exscutive Vice Chairman of the Academy of Interactive Arts and Sclences,

le ,
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Eric Hanson s & visusl sffects designer specializing in the creation of digital
anveonmaents and eflects for festure films. Manson has worked on 'The Day
Al Tomonow”, “Spider-Mar', ‘Cast Away', '‘Hollow Man', ‘Mission to Mars',

Tun MoGovern, & Visusl Eflects Supervisor, began in COI In 1081 when he
saried working ot Robent Abel & Associates. Tim was # founding member of
Matrobaght Bludios whers the visusl slects X-1ay Bikeleton sequence for ' Tolal
Hecall’ aarned b an Acadermy Awsd in 1092

ol the LA concept design oommunity. He

College of Dasign with & B8, dey
founded Design Bludio Press, co-authoring
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ADVISORY BOARD AND JURY

an advisory board to assist In nominating and Judging Images for the EXPOSE awares, A
elther leading artists In their own right or are experienced and respected editors and reviewers of digital c;m:'n:'::: .:rt?:t? BT
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Christopher Bloan Is the Art Director for the National
Mbm%mmmmwm,
writing articles for National Geographic including 'Feathers for T, rex’ as wel as

Dan Curry Is VFX Producer/Supervisor for ‘Star Trek: Enterprise’ Dan has worked
on the 'Star Trek’ TV series since 1087, first as visual effects supervisor on ‘Sl
Trok: The Next Generation’, and then as Visual Effects Producer on ‘Star Trek
The Next Generation’, 'Star Trek: Deep Space Nine’, and ‘Star Trek: Voyager

Jolf Mottle is President and Founder of www COarchitect com and s he
Creative Director—North America for Smoothe, an award winnng desgn
based In London, Manchester and Calgary. Jeff has also worked for SAED
International, one of the world's largest conatruction induatry leadens
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Slephan Martiniers s an Internationally renowned Somnce Fiotion and Fackasy
artisl. Mo 8 a0 an accomplished concept artint who has workee on moyies sl
a8 ', Robot', 'Star Wiwrs' Epinodes 2 A 3, 'Med Panel’, and “The Vinvos M toiw
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Kim Bauman Lasen 8 & losnsed Norwegian amhilec! atd s
(NG piatrie ol MLACERO BFFECTE. MHe has done | oinpter visul lll ;h”
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THE EDITORS

Daniel Wade | Managing Editor & Paul Hellard | Assistant Editor of Ballistic Publishing

The EXPOSE series of annuals is the flagship
of Ballistic Media's goal to advance and
grow the digital arts industry worldwide.
With the official launch of EXPOSE 2 at

The Call for Entries for EXPOSE 3 also
at SIGGRAPH 2004, and in the

-month entry period another record
number of entries were received. The

H

styles of and their subject matter

to evolve and this year we
created new categories to keep up with
this evolution, The new categories were:
Surreal; Robotic/Cyborg; Creature in

Repose; and Cityscapes. The addition of
these categories allowed us to expand to
meet the growing numbers of architectural
and character entries that cover so many
styles. With the growth of entries, we
decided to grow EXPOSE 3 by an additional
as many artlmm .uI:l.ﬁtw. IncludEod

as we could fit, EXPOSE 3
Is also the first time we have differentiated
the pages of the Limited Edition to the
softcover and hardcover editions, EXPOSE 3
Limited Edition features a sixteen page

feature on the Grand Master and Master
award winners for each category with
extra artwork and artist information,

|

Beyond the number of entries, another
:mnuro of success for Ballistic Media
8 where the artists who enter their work

into EXPOSE come from. It was extremely
gratifying for the Ballistic team to see entries
from more countries than the previous
EXPOSE, and we are pleased to welcome
entrants from Bangladesh, Barbados,
Colombia, Costa Rica, Ecuador, Honduras,
Jordan, Lebanon, Lithuania, Moldova,
Pakistan and Peru. Entrants literally came
from the four corners of the globe to
EXPOSE 3 from a total of 71 countries.

We were extremely fortunate to secure the
talents of an Advisory Board renowned for
their work in the field of CG. Luminaries
such as Syd Mead, Chris Sloan and
Lorne Lanning returned after their stint
as EXPOSE 2 board members and Jeff
Mottle, an authority in the architectural

visualization area, rejoined us from the
EXPOSE 1 board.

The number of entries for EXPOSE 3
Increased by 25% over EXPOSE 2.
Though this added a little more difficulty
to the judging process, it was the
jump In quality of entries that made
every category a painstaking task to
narrow down. On average one Iin 25
entrles were successful in EXPOSE 3
(down from one in four for EXPOSE 1
and one in fifteen for EXPOSE 2). The
preselection process alone took almost
one week to complete narrowing down
the almost-5,000 entries into manageable
numbers of 50-70 entries per category for
the judging to begin.

The Advisory Board used our online judging
system to narrow down their ten preferred
entries for each category which we then
tallied to determine the award winners for
those categories. The top images were
awarded Master Awards and depending
on merits 1-4 images received Excellence
Awards in each category. In all, the whole

judging process took around two weeks
to complete narrowing down the initial
5,000-odd entries down to 248 images
from 182 artists for printing in EXPOSE 3.
The artists came from 37 different
countries. Roughly half of the entries were
3D and half 2D (digital paintings)—a big
jump for 2D from EXPOSE 2.

Easily the hardest part of the whole
EXPOSE process was agonizing over all
the fantastic images entered that we just
did not have room to print. The quality of
the entries was astounding this year, and
only one in twenty-five images made it
into the book, compared to one in fifteen
for EXPOSE 2. We continue to explore
ways to promote all of the talented artists
who were not featured in EXPOSE.

Finally, we have managed to keep the
entry process completely free and we
are offering all the featured artists free
hardcover copies of the book. So please,
rave about the book, show it to all your
friends and then go on-line and see all the
work and join in yourself and tell us what
you think!

EXPOSE 3 5



FANTASY

The Fantasy category honors the highest
achievement in the mythic fantasy style.
Here, the artist's talent in evoking an
emotional response or attachment with the
image is paramount. This category focuses
on the mythic or fairytale aspects of the
work. Excellence in all technical aspects is
a must so as to create the evocation of
atmosphere required. As with EXPOSE 2, a
significant percentage of the EXPOSE 3
entries met the fantasy criteria with most
opting for the traditional faeries and dragons.

CHITECTURAL

An ever growing number of architectural
entries made it necessary to create a new
sister category of Cityscapes for EXPOSE 3.
This separation allowed us to show a
wider selection of exterior pieces across
the two categories. The Architectural
category honors the best architectural
visualization, Independent of style or
setting. The defining criterion here I8 the
artist's ability to create an image that is
not just believable but is inspirational, and
in particular, evokes a desire to visit the

6 EXPOSE 3

Of all the categories for EXPOSE 3, Fantasy
was the one that could have easily become
its own book. Of the five hundred images in
the category, the judges narrowed the field
down to seventeen. Not surprisingly, over
half of those selected were award winners.
All of the selected entries showed off the
artist’s great technical skills, while also
meeting the main criteria of evoking an
emotional response. The successful entries
all combined a storytelling theme hinting at
a depth of character and story beyond the

location/bullding/space. The Architectural
category was dominated by interior
visualizations for EXPOSE 3 encompassing
restaurants, galleries, corporate settings,
performance spaces, recreation areas and
even a yacht interior. Of all the successful
entries in this category the common link
between each scene was well-executed
lighting set-ups, With each new EXPOSE,
It's the Architectural category that most
clearly shows the progress in lighting
tools and techniques that help to produce

Bamboo, Photoshop
Cory Strader, USA

captured moment. The Master award
winner for the Fantasy 2D category was
Matt Gaser with ‘Gluba Vander Hon the
Giant’. Deak Ferrand, Martin Lisec and
Kornél Ravadits picked up Excellence
awards for the 2D category. The Master
award winner for the Fantasy 3D category
was Steven Stahlberg with ‘The King's
Fairy Catcher’. Laurent Pierlot, Alexander
Hedstrom, Olivier Ponsonnet and Sang
Hyun Bang picked up the Excellence
awards in the 3D category.

Almost White Room, 3ds max
Jorgen Bork, DENMARK

more realistic visualizations. Another
important technical skill Is the correct
choice of camera optics which simulates
the results that a traditional photographer
would achieve. The Master Award for the
Architectural 3D category was Jorgen
Bork for ‘Almost White Room' visualizing
a home entertainment space. All of the
architectural visualizations were {:rmatugi

in 3D which meant that there was no 20

sub-category and subsequently no Mastel

or Excellence award winners for 2D,
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CHARACTER IN REPOSE

Simitar to the Architectural category,
the character design categories were
Mmmumaﬁ&m
solution was 10 create two new categones
dmmmmm
10 accommodate the many great character
studies. The criteria for Character in Repose

- was for artists to create organic characters

mmﬂm
composition and, most of all, emotion.
The overall challenge was to test the artist's
ability to bring their characters to life.

CHARACTER IN ACTION

the highest achievement in capturing
Iolwmu\amotm::mm.

‘Chinese Persons of Ancient Times' by Weng
Ziyang, ‘Your Eyes Would Explode (if You Had
Seen What | Have Seen)’ by Jack Youngblood
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that 3D characters, require a great deal
of technical skill to produce a believable
result. Add to this the complication
of movement and the bar is set very
high to achieve a great result, Finally,
it takes courage to blur painstakingly-
created details in pursuit of an exprassive
moment in time. The Master award for
the Character in Action 2D category was
won by the prolific and overly-talented
Stephan Martiniere (who as an Advisory

Restrictions, Photoshop. Painter
Jiansong Chen, CHINA

and ‘Trading In Danger’ by Dave Seeley. The
3D category was dominated by Eun-Hee
and ‘Oriental Hero'. Both of these character
studies were stunning, and ‘Oriental Heroine’
was an early frontrunner and an eventual
choice for the EXPOSE 3 cover Pascal
Blanché, the Grand Master award winner,
was also well represented in this category.
Overall, the Character in Repose category
was an excellent exampie of the jump in the
quality of entries for EXPOSE 3.

On the way I, Photoshop
Xiao Yi, CHINA

Board member for EXPOSE 3 excused
himself from the judging of this category)
for ‘Monster’. Notable entries in the
category included ‘Turtle’ by Dave Seely,
‘Undead Encounter’ by Martin Bergstrom

and ‘Springheeled Jack 1° by Aaron

McBride. The Master Award for Character

in Action category was won for ‘Octopus’
by Platinum. Other notable entries included
‘Kinnaree' by Uaom Ruangpaisitporn,
‘3K-Athlete' by Carlos Bernardo Delgado
Virgen and ‘Calite’ by Renaud de Bellefon.

EXPOSE 3 7
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CREATURE IN REPOSE

A new category for EXPOSE 3, Creature
in Repose recognizes the greatest talent
in breathing life and personality into a
creature. This is independent of style or
of the organic nature of the character. The
defining criterion is the artist’'s ability to
bring the creature to life. This encompasses
technical skill, believability, composition

perhaps most of all, emotion. The
new category offered the opportunity to
feature characters which would previously
have been categorized in the Character in

OBOTIC/CYBORG

A new category for EXPOSE 3, Robotic/
Cyborg was another category that lent
itself to the abundance of character
studies with a biomechanical theme., The
Hobotic/Cyborg category recognizes the
highest achievement in bringing a robotic
or cyborg character into existence. The
defining criterion is the artist's ability to
create a believable being whether totally
mechanical, or a composite of organic being
and machine. This encompasses technical
skill, believability, composition and most

2 EXPOSE 3

Oddworld Stranger's Wrath: Hero Pose,

Photoshop, Maya, Oddworld Inhabitants, USA

Repose or Fantasy categories. The entries
for the inaugural Creature in Repose category
Included game characters, movie-inspired
categories and personal creations. Advisory
Board member Lorne Lanning abstained
from voting in this category, though this
did not affect the high number of votes
for several stills from Oddworld Inhabitant’s
‘Oddworld Stranger's Wrath'. The Master
award for Creature in Repose 2D went to
‘Riis, Lost in his Thoughts' by Pierre Droal.
The rest of the 2D award winners spanned

- -

——
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of all, emotion. This new category couldn't
help but benefit from the Machineflesh
CG Challenge run on CGTalk/CGNetworks
with a handful of entries finding their way
into EXPOSE 3. Many of the entries in this
category were very successful in eliciting
an emotional response. This is no small
achievement considering that the characters
with personality are metal. The Master award
for the Robotic/Cyborg 2D category went to
the atmospheric and confronting ‘Synergy’
by Eddie Smith. Notable entries in the 2D

the gamut of Interpretations of creatures
with alien-type beings, a regular pet cat,
and a hybrid elephant creature which defied
description. The Master award for Creature in
Repose 3D went to the highly talented Fred
Bastide for ‘My Uncle Cthulhu’ who also won
an Excellence award in EXPOSE 2 in the
Character in Repose category. Other notable
entries in the 3D category were ‘Oddworld
Stranger's Wrath: Hero Pose’' by Oddworld
Inhabitants, ‘Bumble-bee’ by Eugene Rabok,
and ‘Mole Warrior' by Pete Sussi.

..
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Painful Upgrade, Painter
Mark Evans, USA

category included the slightly dissturbinq
‘Vision' by Jason Felix, and 'Click Drones
by Sparth. The Master Award winner for the
Robotic/Cyborg 3D category went to the
talented Meats Meier for ‘The Last of the
Leaves'. Meats was also a Master awarc
winner for EXPOSE 1 for Visual Effects
and an Excellence winner for Character
in Repose. Notable 3D entries In Robotic/
Cyborg included ‘Xspace’ by Ngo Hock Lim,
‘Robot Carriste’ by Bouchet Christophe and
‘CyberSamurai’ by Andrea Bertaccinl.
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ABSTRACT & DESIGN

The Abstract & Design category
recognizes the most outstanding image

~ that is predominantly abstract. Here, the
~ artist's design and artistic expression
are paramount in creating an image that

~ defies categorization and excels in its
. pure design and visual appeal. Many of

~ the difficult to categorize entries found a
~ home in the Abstract & Design category.
~ The number of entries in this category
~ doubled from EXPOSE 2 making the

choice of styles to feature all the more

=
=

category recognizes the
), cartoon tmllnorou; S
3D, : , Satirical or just
pla ﬂdlu.lom.'l‘liacatogorylaallabout
MﬁuﬂnMMﬂhmmlmhout
Humorous category is a difficult
fill thanks to the subjective
e T aion. Wik one
y funny might only

a smirk from someone else. Away
i the fringes, a number of entries made
category easier to judge. Many of the

challenging. The category was well
represented by fractal-type illustrations
along with more current exploded abstract
designs and familiar traditional designs.
The Master award winning entry for this
category ‘The Household’ by Cherie
Treweek offered a remarkable design
with intricate elements that can take
several viewings. The Excellence award
winners covered the gamut of styles with
notable entries including ‘Avian Paranoia’
by Dan Blomberg, ‘Sequential Escalation’

Maya, mental ray, Photoshop, Igor Kudryavtsev, RUSSIA

entries opted for the “bread and butter”
approach to humor with cute characters
with exaggerated features. However, even
these entries plumbed a deeper level of
humor through the character's situation
or their surroundings. As a departure from
the entries in EXPOSE 2, few successful
entries opted for a satirical approach.
The judging for the 2D category was
surprisingly close with the Master award
going to Bobby Chiu for his wonderfully
executed ‘Three Samurai on Horseback’.

Feelings, Fractal Explorer
Titia van Beugen, NETHERLANDS

by Brandon Williams and ‘Crystal Light’
by Agnes Dodart. The Master Award
for Abstract & Design 3D went to Tim
Borgmann for ‘Shape.92#2’. In addition
to cleaning up in this category with two
more Excellence awards, Tim was also
the Master award winner in this category
for EXPOSE 2. Other notable entries in
this category included ‘Au Petit Matin’ by
Renaud Louis, Tomasz Opasinski for his
two Graffiti pieces and Ryan Etter for his
‘Armor’ and ‘Time’ designs.
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The (last) Flight Of A Mouse,

The remaining plaudits for the Humorous
2D category went to Elena Sedova for two
entries titled ‘Just Married’ and ‘Crazy Cat’.
‘Life is a leaf’ by Xiao Yi was also a notable
entry with great character expressions.
The Master award winner for Humorous 3D
was Nenad Jalsovec for ‘Ceremonial Cats
Il (Cat no. 4)’. Notable entries for Humorous

3D category included ‘Valentine’s Day

Piglet’, ‘The (last) Flight Of A Mouse’ by

Ilgor Kudryavtsev and ‘Automatic Milking

Machine' by lla Soleimani.

EXPOSE 3 9




SURREAL

A new category for EXPOSE 3, Surreal
recognizes the highest achievement in
bringing a surreal character or scene into
being. The defining criterion is the artist’s
ability to create a dreamlike or nightmarish
scene which invokes an emotional
response ranging from wonder to
disturbance. This encompasses technical
skill, composition and, perhaps more
than any other category, emotion. Not
surprisingly, there were several Dali-esque
entries in this category with one particular

entry ‘Out-Dali-ing’ Dali according to one
of the Advisory Board members for its
disturbing content. There were also other
styles of surreal paintings represented
with several montage pieces inspired by
the work of Hieronymous Bosch and Rene
Magritte. The inaugural Surreal category
was dominated in the judging by Teodoru
Badiu with ‘The Painted Horse’ winning
him the Master award for the Surreal
2D category. Teodoru also received an
Excellence award in the category along

Thallasa, Photoshop, 3ds max
Christos Magganas, GREECE

with Egil Paulsen for ‘Furioso deluge’ and
Francesco D’Isa for ‘Unfinished but ended’.
Teodoru Badiu also won the Master award
for the Surreal 3D category along with
an unprecedented two Excellence award
rounding out a near-sweep of the category.
‘Ripeness’ was a great combination of
the surreal and the humorous, making
it a worthy Master award winner. Also
recognised in the Surreal 3D category was
the hugely talented Christos Magganas
with his beautifully executed ‘Thallasa’.

ITRANSPORT

The Transport category awards the best
device for moving about in. Whether exotic
vehicle, classical Venetian gondola or
animal to be ridden, this category seeks
out the best images of transportation. The
defining quality sought after here is the
artist's ability to capture and evoke the
desire to travel to a place, or by a mode
of transport or to travel in a particular
way. The modes of transport represented
in the category varied from space travel
to futuristic vehicles, hot air balloon and

10 EXPOSE 3

animal transport. The standard of entry for
the Transport category was exceptional
and in an eerily similar situation to the
Environment 2D category in EXPOSE 2,
Stephan Martiniere managed to win multiple
awards (even while abstaining from the
voting). Though the voting across the whole
EXPOSE book was uniformly close, the
Transport category saw the Master award
winners take out their categories with
huge margins. Nick Pugh won the Master
award for the Transport 2D category with

The Jump, Photoshop, Painter
Damien Thaller, AUSTRALIA

‘Liquid Car'. Stephan Martiniere cleaned
up the rest of the Excellence awards rp
the 2D category with his paintings ‘0,
‘Nautilus’ and ‘Skinner’. The clear Master
award winner for Transport 3D was
Michael Sormann for ‘T.R.Barracuda’. The
Excellence award winners in the category
went to Daniel Trbovic for ‘Marser’, Razxfan
Maftei for ‘Ducati on Street’, Fred Bastide
for ‘Helix Rugens 1’ (a finalist in the Gra_nd
Space Opera CG Challenge) and Riza
Endartama for ‘Palm Tungsten | M".
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ENVIRONMENT

The Environment category recognizes the
best set or location. This could be indoors,
outdoors, underwater, in space—wherever.
Here, the artist’s ability to evoke a sense
~ of wonder and a wish to see more is
paramount. This category demands a
combination of artistic interpretation, detalil
and lighting to create a believable and
. enticing (or evocative) environment. The
- successful entries for this category varied
~ greatly in scale and subject material, from
wvast panoramas to building interiors and
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- CITYSCAPES

A new category for EXPOSE 3, Cityscapes
feécognizes the greatest talent in realizing
a cityscape independent of time or
Space. The defining criterion is the artist’s
ability to create a city or civilization
which entices the viewer to virtually
Visit a city of the past, present or future.
This  encompasses technical skill,

believability composition and

_ ) , perhaps
mostofall,mood.Thenewcategory allowed
Us to segment the Architectural category

to feature more interior visualizations. The

geological features. Half of the successful
entries made great use of atmospherics
such as mist and dust to add an extra
dimension to the scene. The 2D category
was overloaded with outstanding entries.
The Master award for Environment 2D went
to Gary Tonge for ‘The Room’ after winning
an Excellence for the same category in
EXPOSE 2. The Excellence award winners
in the Environment 2D category included:
‘Old Unused Passage’ by Ales Horak, ‘In the
Jungle’ by Emrah Elmasli and ‘Dubrovnik

Cityscapes category attracted a large
number of matte painting style scenes.
At the pinnacle of these matte paintings in
the 2D category was Master award winner
Dylan Cole with ‘City Plateaus’. Dylan is
a renowned matte painting artist whose
recent work has included ‘Lord of the
Rings: Return of the King’, ‘The Chronicles
of Riddick’, ‘I, Robot’, ‘Van Helsing’,
‘Sky Captain and the World of Tomorrow’,
and ‘The Aviator’. Other notable entries in
the 2D category included ‘Avanty World’

Glade, Photoshop, Painter
Chris Beatrice, USA

Matte Painting’ by Patrick Jensen. The
Environment 3D category was even more
packed with quality images with four
Excellence awards. The Master award for
Environment 3D went to Frederic St-Arnaud
for ‘Waterfall Castle’. The Excellence
award winners for the category included
‘Mantra’ by Thomas Juul Krahn, ‘Notre
Dame Sunday’ by Luciano Neves (the
Master award winner for the category in
EXPOSE 2), ‘La Hacienda’ by Daniel Schmid
Leal and ‘Birdhouse’ by Clement Choblet.

4 i e

City Plateaus, Photoshop
Dylan Cole, USA

by Sparth, concept art from the movie
‘I, Robot' by Stephan Martiniere and his
‘A Shadow in Summer’. The Master
award for the Cityscapes 3D category
went to Rudolf Herczog for ‘Traffic'.
The Excellence award winners for the
3D category included ‘Warfare and
Harmony' by La Hodong (which was
also a finalist in the Grand Space Opera
CG Challenge), ‘Fantasy Life' by Jiri
Adamec and ‘Memories of my hometown
by Wang Ranyun.

EXPOSE 3 11
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THE PUBLISHERS

Mark Snoswell & Leonard Teo | Founders of Ballistic Media, Ballistic Publishing,
CGSociety, CGTalk, CGNetworks, CGWorkshops, and CGProshop

Ballistic Media is just two years old. We
established Ballistic Publishing to fund
our global community of digital artists—
CGTalk.com and CGNetworks.com. Between
the books, conferences and advertising this
has been hugely successful. The community
has grown exponentially, and we have been
able to add many new features and services
while keeping everything free. At the same
time we have done our best to lead the
community, to implement guidelines, forum
leadership and community-building activities
like the Challenges. Now the CGNetworks
community is the highest profile, strongest,
largest and most dynamic group of digital arts
professionals in the world.

As this book goes to press we are proud
to announce the next stage in our growth:
the CGSociety. This brings together
everything we have been doing already—
the community, the conferences, the
awards, the training. The CGSociety will
deliver member benefits in four main areas:
events; training; publications; and artist
promotions. There is way too much to
cover here in detail and we invite everyone
to visit us online, learn more, and join in!

CGSociety Manifesto

The CGSociety is for Creative Digital Artists.
This is anyone who uses computers to tell
a visual story. No matter what the format
or scope, from a still image to a complete
film or game, telling a visual story is the

A

C IYCGSOCIETY

I ) ENHANCING DIGITAL ARTS

\ 4

thread that ties this community together.
The CGSociety seeks to enhance the
global state of creative digital arts. It
celebrates, aggregates, supports, trains
and promotes creative digital artists in
their local and global communities. It’s
also way cool!

The CGSociety is the most respected
and accessible global organization for
creative digital artists. It is unbiased in its
enthusiastic support of all genres, styles,
tools and outlooks. It supports professional
chapters in: Film; Games; Concept Design;
and Visualization. It celebrates everyone
from enthusiastic beginners to industry
leaders in every aspect of our community:
pure artists; designers; animators; directors;
programmers; producers; and hardware
developers.

The CGSociety offers value in a number
of areas: publications; events; training;
and artists promotions. Among these
will be: special discounts and access to
books, the CGN magazine and products
on CGProshop; privileged access to
CGNetworks, CGTalk and CGSociety web
sites and services; the CGConference and
film festivals; the CGAwards; CGPortfolio;
member and industry promotions.

Above all the CGSociety will be the coolest
and best way for creative digital artists to
further their individual and collective goals.

Creative digital artists—we salute you all
Creative digital artists strive to re-create
the world around us and to extend it into
future, alternate and fantasy realms. This
includes: product design; character design;
animation; architectural visualization; game
design; matte painting; visual effects;
and film design. More than just creating
impressive work, the creative digital artist
is characterized by the desire to reach out
and touch the viewer—evoking a desire, a
feeling, an empathy or a laugh.

No matter what the genre (fantasy, realistic,
surreal, concept, manga), style, or number
of dimensions (2D, 3D, 4D), creative digital
artists have been empowered by a rich set of
digital tools. Fueled by artistic desire and the
never-ending onslaught of new hardware and
software, the creative digital artist has a foot
in two worlds—they must be super artist and
super nerd at the same time. The CGSociety
brings together the creative digital artists qnd
the whole community that supports, supplies
and enjoys their endeavors.

The tools and technology available now
enable the digital artists to go way beyond
the images and animations created | by
traditional hand methods. Digital artists
can mimic reality or create fantasy with
greater intensity and believability than ever
before. Add interaction and the viewer now
becomes a player or participant in the digital
artist’s world.

CGSociety.org CGTalk.com CGNetworks.com BallisticPublishing.com CGWorkshops.com CGProshop.com
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| moved to Canada and worked for
an animator, then lead animator
first French/Canadian full CG movie

GRAND MASTER

The EXPOSE 3 Grand Master Award winner
Pascal Blanché shares his insight into the realm
of 3D art today. Starting out as an art student in
southern France, Blanché is now a prominent
art director in one of the world’s biggest gaming
conglomerates, Ubisoft.

‘Kaena: the Prophecy’, distributed by Sony.
It was the first time a production of this scale
used only standard out-of-the-box software
and hardware. It was also the first time | had
such a specialized animation assignment.
The quality and level of complexity of this
assignment was very high, and it really was
a tough job. | remember animating a scene
with ten human-like characters moving
around and interacting each other at the
same time—a real nightmare! Unfortunately,
the production of the sequel was stopped.
This was a pity because with the experience
we'd gained, the second movie would have
been interesting to do."

Fun and games

Tilt magazine closed its doors, and Blanché
found his first assignment in the video
game industry with a little company called
Virtual Xperience, where he worked with five
other guys on a video game for three years.
“| started creating characters in clay, then
used a digital camera to take a picture
of each pose and reproduce the whole
animation with an Amiga 2000. The resuit
wasn't bad considering the tools we had,
but the hard drive melted and destroyed our
work. We started over the whole visual in 3D
with 3dstudio 4, the DOS version of what
we now know as 3ds max. | learned every
aspect of the software—from modeling and
texturing, to lighting and animation. After two
years of hard work, the game, ‘Atripolis 2097
was almost done, with almost 50 minutes of
cinematics, a whole city entirely modeled
and its little citizens running everywhere.
Then the boss came in and pulled the plug
on the entire project, After that | worked two
years at Xilam Studios on the adaptation

of a French kid's cartoon called ‘Home

to rent'. | was in charge of the modeling

of the characters and lead cinematics.

Thomas Szabo, the director and scriptwriter
of the project was also one of the scenarists
of the series. He taught me a lot about
framing and storyboarding; how to place a .
camera; how to tell a story in a few shots.
He would come in on Monday morning with
a few strips and act out the entire cinematic
in front of me. With no time for full modeling,
half the time | was animating and modeling
what | had in the frame, and the other half
mixing up little recipes on After Effects to
save time. Within three weeks, and after a
lot of coffee, my first game was released.”

Video game industry

“I've been working in the video game field
for eleven years now, and | still smile in the
morning when | go to work. Working in video
games IS more about working with people.
| still learn from my co-workers and each
production has its own energy. I've worked
in small companies with five employees,
and | work now as Art Director at Ubisoft,
one of the biggest development studios
in the world. There are 1,300 employees
in the same building and still counting.
We put out three AAA games a year, with
huge structures and pipelines, and short
deadlines. But in the end, the work Is all
about passion.”

Future

| think that CG arts fields will continue to
grow, and the 2D and 3D mediums will
converge more and more. This will happen
in all areas of professional creation: concept
design; matte painting, architecture; and
VFX. More traditional artists will switch
to CG. Things are only starting to get
interesting.
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Steel

3ds max, ZBrush, Photoshop

This was my first attempt at using
ZBrush in my work process. | quickly
came up with a very nice re-definition of
the muscles and general proportion.
Pascal Blanché, Ubisoit, CANADA

(top left]

Boulderdash

3ds max, Photoshop, VRay

Revisiting old mythologies IS & proven
trick to get some new ideas and
concepts. Here is my version of the
Sisyphus Mythos, The ball is basically
a medley of all the technological
elements I've been modelling for the
last six years,

Pascal Blanché, Ubisoft, CANADA

[above]

Snailmaster

3ds max, Photoshop

Inspired by the works of Arthur Suydam
and Sam Keith. | really like the way
they both play with human anatomy,
and their attachment for surrealistic

characters.
Pascal Blanché, Ubisoft, CANADA

[left])

Recon

3ds max, Photoshop, VRay

Inspired by old 60s Sci-Fi covers and
posters. They always try to retell the
entire movie in the one image.
Pascal Blanché, Ubisoft, CANADA

(right]
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Mermald
3ds max, Photoshop

It started with a little mind game
around the mermaid theme. Maybe
my best work 8o far, you never know
when It happens, but suddenly, there
I8 a clear picture In mind and you know

that you can make It right.
Pascal Blanché, Ubisoft, CANADA

[top left)

Journey

dds max, Photoshop

Inspired by the odd, dark universe of
Nihel Teutomu, | like the way he drew
his female characters. They look fragile
and strong at the same time. Not the
usual manga chiek.

Pascal Blanché, Ubisoft, CANADA

[above)

Armoredsult

Jdds max, Photoshop

This Is another lllustration inspired by
8al-FI covers and manga. | mixed
those two main themes, half-rusty
and old achool, half-technologloal and
soxy. It was really interesting to find a
niee balance between the two worlds,

Pasoal Blanehé, Ublsolt, CANADA

[loft]

Arcanum XN

Jds max, Photoshop

An Image built around dark amblence.
| wanted to create something that
Inspired fantasy and lost civilisations,
but without using the usual visuals.
Perhaps H.R. Giger's ‘Alien’ design
work was not 8o far-fetched.

Pascal Blanché, Ubisoft, CANADA

[right)
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Photoshop
Matt Gaser, USA










Forest Dragon
Photoshop
Martin Lisec. CZECH REPUBLIC

73
23




Forest Dragon

Martin Lisec CJECH R




e aa

Excellence

I!

Playing card series
Paunter, Photoshopd
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Deity-king Yangjian Serpent King Her Valentine
Painter Photoshop, Painter Photoshop
Jiansong Chen, CHINA [above] Jason Chan, USA [top] lan Field-Richards, GREAT BRITAIN [above]
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Bamboo
Photoshop
Cory Strader, USA

[above]

- Dance of the Lotus
¥ Painter, Photoshop
Jian Guo, CHINA

[top]
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The King’s Fairy Catcher

Maya, Photoshop
Steven Stahlberg, MALAYSIA
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3ds max
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Almost White Room
3ds max
Jorgen Bork. DENMARE
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Baby
3ds max, VRay, Photoshop

Client: Meyer en van SLI“L}LHEIT
Olivier Campagne. FRANCE




Stair v4.0
WIZ, Photoshop
rey Packer, GREAT BRITAIN







. Quays Point
'8 On Paseo de Gracia, Barcelona 3ds max, VRay, Anthony Hartiey-Denton.
* , Photoshop

GREAT BRITAIN [above)
, GREAT BRITAIN (top) A X




Art Museu
m
indoor
LightScape

ViZ
Chen Qingfeng, CHINA
Chen Qingfend
[above /

[top]

a2 EXPOSE 3




-

o -
M v S

. N

p

4
7 4

3ds max, VRay, Photosho
Xu Zhelong,CHINA

- An Atrium

|
1




Architectural 3D
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Interieur
3ds max, VRay, Photoshop

Client: Meyer en Van Schooten

DT lobby
Olivier Campagne, ERANCE [above]

LightScape
Chen Qingfeng, CHINA
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Rebuilding Bank of China
3ds max, VRay, Photoshop
Xu Zhelong, CHINA

[top]
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Proposed Restaurant
3¢s max, FormZ, Photoshop
Lon Grohs, USA

EXPOSE 3 47




Architectural 3D

DNA Stair v2.0 Square gallery, Midday
' _ Photoshop
VRay, Photoshop, VIZ :':lf stizn Polak, AUSTRALIA
Geoffrey Packer, GREAT BRITAIN b‘:}ve ]
[top] [a

48 EXPOSE 3




Architectural 3D
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A Restaurant
3ds max, VRay, Photoshop
Xu Zhelong, CHINA
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Existence

Photoshop
Jose Manuel Fernan




Bodhisattva
Photoshop, Painter

Jiansong Chen, CHINA
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Young Princess

Photoshop

Valentin Fischer, GERMANY
[above]

Unknown Model Study
Painter
Ji Hyun Kim, KOREA

[top]

Self pPortrait

Photoshop .
David Cathro. GR

[above]
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Chinese Persons of Ancient Times
- Photoshop, Painter

Weng Ziyang, CHINA
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Your Eyes Would Explode ;
(If You Had Seen What | Have ¥

Photoshop
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Jack Youngblood, G
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Trading In Dan

Photoshop
- Dave Seeley, USA







Character in Repose 2D

* _Elanie Chalk
Painter, Photoshop” Painter
Katarina Sokolova, UKRAINE Eric Browning, USA

‘a.
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Character in Repose 2D

Chalk

Painter

Painter, Photoshop

Eric Browning, USA

KRAINE

Katarina Sokolova, U
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Character in Repose 2D
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| Memories of Hangzhou
Painter, Photoshop
Robert Chang, CHINA
’
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Restrictions
Photoshop, Painter
Jiansong Chen, CHINA

[top]

Freya
Photoshop
Kim Syberg, DENMARK

[above]
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| Hero
' , Photoshop, Brazil r/s, Client: SONOV
 gONOY ® Chol, KOREA




Steel
3ds max, ZBrush, Photoshop

Pascal Blanché, CANADA




Armoredsuit
3ds max, VRay, Photoshop
Pascal Blanché, CANADA




Crucitixion: Shellshock Nam'6?

67 s
I'm the Evil Shellshock Nam'6? Rescue: Shlllthock Nam’é ReVision
Maya, Photoshop, Client: Eidos

~hent: Eidos 3ds max, Photoshop
Maya, Photoshop, Glient: Eidos Maya, Photoshop, Client: Bidos  VGS

-0 ANCE ftop]  Kenn Brown, Chris Wren. C -
Xavier Marquis, FRANCE [top) Xavier Marquis, FRANGE [above] Xavier Marquis, FRANCE (100
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Turtle
Photoshop
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Undead En counter

Photoshop

Martin Bergstro™ b




Springheeled Jack |
Photoshop
Aaron McBride, USA




Olympic Runner
Sketchbook Pro
Bobby Chiu, CANADA

[top]
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Gathering

Painter

Christian Alzmann, USA
[above]

Knight af fUr}'—

photoshoP
Jaime Jon¢°

[ EJDOL’E:’I

= |



fury

r4,F1!

Painter, Photoshop
Todd Lockwood, USA
[top left]

The Crystal Shard
Painter, Photoshop
Todd Lockwood, USA
[above]

Character in Action 2D

The Grimoire
Photoshop, Painter
Djief, Studio Grafiksismik, CANADA

[top right]
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immortals
Photoshop

Shawn Ye Zhongyi (Yap Chong Aik), SINGAPORE
[top]
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Sons of Qrumsh
Painter, Photoshop
Todd Lockwood, USA
[above)

Dust empire
Photoshop, Painter
Marc Simonetti, FRANCE

[above]
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Xiao Yi, CHINA

On the way i
[above]

Photoshop

Kornél Ravadits, HUNGARY

[top]

The Baron’s flight
Photoshop, Painter
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Wildberries

Escape in jungle " In the Sewers
Photoshop Photoshop
Franz Steiner, GERMANY

Plerrick Martinez, FRANCE | Gary Freeman, USA
[top] [above] [above]
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Octopus
LightWave 3D, CINEMA 4D, Photoshop

Leonardo Vilela, Flavio Albino,
Luciano Honorato, Bernando Barbi. Platinum, BRAZIL
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\é finalRender, Photoshop
o8 Bernardo Delgado Virgen, MEXICO




)

Calite
3ds max, VRay:
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Character in Action 3D
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Goliath Alone on the battlefield
3ds max

Maya, Photoshop, Painter . | | |
Lukas Jevcak, SLOVAKIA [top] Vitaly Bulgarov, MOLDAVIA [above/
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Character in Action 3D

Battlefield: Shelishock Nam’67
Maya, Photoshop

Client: Eidos

Xavier Marquis, FRANCE

[left]

Crab in Living Room

3ds max, Brazil r/s, Photoshop
Fernando Reule,

Seagulls Fly, BRAZIL

[left]
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Uncloaked Nightmare
Photoshop

o7 Excellence

Creature in Repose
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Photoshop,
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King Kong Alone
Alexandre Tuis, FRANCE

Photoshop
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Moonlight
Photoshop
Kerem Beyit, TURKEY
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Scary fish
Photoshop
Jeff Haynie, USA

[top]
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Bullseye
Photoshop

Jeff Haynie, USA
[above]
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Photoshop
Mark Covell, USA







Oddworld Stranger’'s Wrath: Hero Pose
Photoshop, Maya

CG: Rich McKain. lain Morton, Character Design: Raymond Swanland
Art Direction: Lorne Lanning, Oddworld Inhabitants, USA







Creature in Repose 3D
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Blue-bee
8 ma, P 3ds max

Eugene Rabok, CANADA [above|

3ds max, Photoshop, HDR Shop
L tG er, CANADA [top] |
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The Germ
LightWave 3D, Photoshop

Pete Sussi, USA '
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Creature in Repose 3D

Oddworld Stranger’s Wrath: Captured By Outlaws

CG: Rich McKain, lain Morton, Rajeev Nattam
Character Design: Silvio Aebischer

Art Direction: Lorne Lanning, Gautam Babbar,
Oddworld Inhabitants, USA [top]

EXPOSE 3

oddworld Stranger’s Wrath: Ending

Maya, Shake i '
CG: Rich McKain, lain Morton Matte Painting: Raymond Swanlan

Character Design: Raymond swanland, Silvio Aebischer
Art Direction: Lorne Lanning, Raymond Swanland,
Oddworld inhabitants, USA [above]
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Oddworld Stranger’s Wrath: Native Rebels

Maya, Photoshop
- CG:Rich McKain, lain Morton, Character Design: Silvio Aebischer

Artfkection: Lorne Lanning, Oddworld Inhabitants, USA
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Synergy
Photoshop
Eddie Smith, USA
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Number Six finds a Friend

Photoshop
Matt Dixon, GREAT BRITAIN

[top left]
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Reluctant God

Photoshop
Francis Tsal, USA

[above]

rnas Znomgi
Painter

Martin gergstro™
[top right]

zZone
Photoshop.




The Heavy Unit
Photoshop
Mike Hill, GREAT BRITAIN

(top]

Odde

Photoshop

Jiaxing Reng, USA
[above]
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Found At Last

Photoshop, Painter

Chris Young, GREAT BRITAIN
[above)
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RG002 200 03

Photoshop
Shawn Alan Peters, USA

[top]
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Gundam
FreeHand

Wei Ming, CHINA
[above]

Cable Girl

Photoshop
Mikko Kautto, FINLAND

[above]
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Robot Carriste

holosiiv)
LightWave 30, Fh

Bouchet Christophe
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CyberSamural
U5 miag, Photoshop, combustion i
Andrea Bertaceinl, Tredistudio, |




Tree Frog
Maya, Photoshop
Kurt Boutilier, CANADA

[top]
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Robot Hopper

3ds max, Photoshop, Brazil 1/s

Tristan Bethe, NETH
[above]
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Robotic/Cyborg 3D

Arabian Warrior Horse Prototype
Lightwave 3D, BodyPaint, Photoshop 3ds max, Photoshop
Khalid Al-Muharraqi, BAHRAIN

Nareg Kalenderian, LEBANON
[top] [above]
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The Household

Photoshop
Cherie Treweek, SOUTH AFRICA
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Sequential Escalation
Photoshop
Brandon Williams, USA
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Abstract & Design 2D

N - |
The Eye

:4
Metamorphosis Confidence AfterEffects
Photoshop Ultra Fractal Photoshop, IIlustrator - 1.1 A ALAY
«ual Line, MA
Morten Bak, DENMARK [top /eft] Nicholas Rougeux, USA [above] stephany See. ViSUe
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rractal Explorer, Photoshop
\gnes Dodart, USA




Abstract & Design 2D
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Alien Heart Surgery
ads max

John Vega, USA

[top left]
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mechONE
Photoshop, Maya

Mikael Lugnegard, SWEDEN
[above]

Photoshop Realst
Tim gorgmann.
[top right]




l1‘l -

Armor Wone

| ightWave 3D, Photoshop, lllustrator
LightWave 3D, Photoshop, lllustrator ' :yg“ Etter, USA p

Ryan Etter, USA [above]

[top]
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Humorous 2D

Sir Bunny vs,
The Wockwurm
Painter

Ursula Vernon, USA
[left]

Bunnies with
flamethrowers
Painter )
Martin Rebas, SWEDEN
[left]
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aS er Maya, Photoshop. f”“;;_.,"._.‘{ ;

Nenad Jalsovec. -
Humorous 3D






The (last) Flight ot A Mous® Automatie
i iln Imax. |\
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Dr.Maxwell Posing Test oo |
3ds max ads max Maya, Lightwave >
Keytoon Team, SPAIN Keytoon Team, SPAIN Dave Yound: o
[top left] [above] [top right]

Dr.Maxwell




Humorous 3D

The Incredible Power of Myopia
Flying Squirrels

08 max, VRay, Photoshop
J:" M. Andres. SPAIN =h
o} Donald Hanley, USA

[above]
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The Painted Horse

Photoshop

Tl_" i
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Philip Blramk
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USA
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USA
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