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Human tower; Modelled and rendered in Lightwawe, Tertures done in Photoshop,
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DBET Café: Modelled in 20Studio Max, testures done in Photozhop and
rendered with WRay,
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. La cuesta / The slope: Modellad in 20Studio Man, testuras
= done in Photoshop and rendered with WREaw (GI). The Slopeis a

0| real place in my wife'z town, one day going for a walk over there,
zaw the place, I photographed it and later on, revising pictures,
it convinced me for a 30 =cene,
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Portrait of Merce: Modelled in 3DStudio Mas, textures created in
Photoshop and rendered with Brazil v's, The hair was done with
ShagHair
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interview with juan siguier:
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Tell uz a little bit about vourself, vour interests, hobbiez,... whatever vou
like to tell us,

My name iz Juan Siquiern I was baorn in Albacete, a zmall Spanish city, I
arn rmarried and I have a 7 vear old daughter. My interests where alwaysz
tied to technology and &rtin general; I have been a muzician playing in
several groups, composed music for theatre and have collabarated in
recordings of diverse artiztz., Furthermore, I have been into traditional
painting making numerouz eshibitions, I alzo love looking at nature,
observing old houses and their marks of time az well as shooting photos
when talking a walk,

My paternal grandfather waz an artizt, producing drawings for a local
magazine and my maternal grandfather was a technologist, I believe that
all thiz factors opened the field of technology and Artto me.

How long have wou been in ©3G creation, and how did vou aquire wour
krnowledge?

My first contact with ©3G wasz in 1994 with an A&tari zt, drawing in 20 and
with 2 colors (black and white)l. I knew 3D StudicMAX [(MSDOS] and
worked much with it during a short period of time, before leaving <G for
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zome wears in benefit of muszic and returned in the wvear 2000, when I
“entered” the Internet, Since then, I have not ztopped working in CG
parallel to my musical activity, &Il I know about ©G iz zelf taught, learning
from books, forums, tutorials and, of course, warking with much dedication,

3D Mozt of vour renders feature placesz in spanizh villagesz, iz this where you
get waur inspiration from? What other sources of inspiration do vou have?

15 Inzpiration iz a motivation going through beauty, My city haz wonderful
corners for me, they zerve az inzpiration becausze they are near and
teasonable, butwhat really inspire=s me iz much more general; The beauty
in anything in itz multiple manifestationsz,

30 our work iz known for the awesame textures, Can vou tell us something
about the creation proceszsz of vour zurfaces?

J5 I uze to take photographz from wallz, pavementz, doorz, blindz etc..
Sometimes I make a meticulous compozition of all thoze photographsz
uzing 4 or 5 textures of wallz to create one zingle texture, Later on, I paint
an the testure with bruzhez and aerographz to add dirt and erozion, I alzo
like to add =zome graffitti,. The complicated process iz the mapping
becauze all the cracks and zpots are part of the compozition and muszt be
in the suitable placesz,

30 Two of my favourite renders of vours are "Portrait of Merce" and "Luz de
juventud f Youth "=z Light", &re vou planning more "organic” renders?

J5 I believe that I am not good at arganic modelling, I invest loads of time
and effort to reach a "fairly” decent rezult, I believe that my zpecialty iz
tecreating the work of the human being but not the human being itzelf

30 Are wou planning to stick with ztill imagesz, or have vou got ambitions
Concerning animation?

J5 I come from the world of traditional painting and am accustomed to
exprezz myzelf with ztatic imagez. Monethelezz, working on a good
project, being part of a team, creating something lasting would be cool. I
prefer to =zpecialize in "enwironmentz" and other artiztz zhould
concentrate on animation, My great dream iz to be part of 2 team,
contributing the masimum of my capacity, I'm a little tired of working alone,
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30 Hawve vou got any favourite artizts (be it 20, 20, music,...]? if ves, which?
15 TG Craig Mullins, Stahlberg, Plecsuz, 11 Palomo, Pupii, Savinoff
Pozavec, Gillez Tran...
20 Moebiuz, Flowed, Of Chirico, The Bozco, Goyva, Go Gogh, Joel-Peter
Witkin.
Muzsic: Cocteau Twins, 8T, Pat Metheny, Radiohead, Genesiz, Beatlesz,.,

3D For all people out there who wantto getinte ©G art, what advice would vou
give them?

15 I would tell them that it iz important to start off with an artiztic education,
Later on, one can chooze in what field he wantz to zpecialize, When you
know exactly what yvou want to achiewve, it is much easier to find the
appropriate toolz, In addition, I alwayz zay: "Do not forget pencil and
papet, the new technologiez do not exclude the old ones"

30 Juan, thank vou for the interview,

35 Thank you for paving attention to my work and to offer me the opportunity
to share my small thoughtz, Z0nspiration iz a great magazine, I hope that
it zerves az a motivation for many new artiztz who, alike myzelf, look for
beauty in the world in order to charge our creative capacity,

It was an honour for me to have this interview with vou,
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The Adwventurez of Henry Dowle: The renderz on page 7 are of
environments for an animated film under development, "The &dventures
of Henry Dowle", www henrydoyle.com The idea waz to maintain the
energy and stwle of my original production sketches while ztill providing
a conwincing 30 world for the characters o inhabit, The sloppy and wiggly
linez an mozt objectz' zilhouettez map pretty well to the original
production sketch, while the detail and cuztom zhaderz I uze promote the
believability of thiz =zlightly crooked universze, To further enhance
believability, I alzo spend a lot of time on lighting, az vou can zee in the
image onthe top of the previous page. However becausze I'm not throwing
a lot of computer power at my scenes, I avoid lighting plugins that are zo
populartheze davz, Anyway, I prefer to work on the lighting az part of an
overall artiztic approach to the zcene rather than in a queszt to reproduce
100% accurate phyzical lighting modelz,

&z the film iz being produced on pretty low-end home PCz in my spare
time, I'm careful to limit my polygon counts, Perhaps vou can zee zome
of my cheats in the wireframe on the lower right on the previous page,
Luckily my time zpent in the RealTime 20 Computer Game Industry has
helped me in developing efficient geometry and simple shaderz that get
vou a lot of bang for the computational buck,

)5
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Down in Fronti The theatre render iz for "Down in Front", a short
animation I'mworking onin my zpare time, It's aboutone Bug'strialz and
tribulations just trying to go to the Cinema, I'm trying to prezent a
believable environment while still maintaining the look and feel of my
ariginal production sketches,

Forthe dezign of the theatre, I combined a couple of influence. I have
alwayz been taken by the thought of the clazzic old Art Deco movie
palaces from the 30z, and 40z, But a large component of thiz zhort iz
about frustration and dizcomfort, and zo I felt that the plaztic armrests
and cramped nature of the modern movie theatre would be more
Appraopriate,
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Bag End (Bilbo's Houszel: Modelling, lighting, testuring and rendering
(Mrayl done by Corey Butler Frodo painting on wall created by Lorraine
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Sad Rabot: Thi=s bot iz fraom an image in progress, which will feature *robot
zales®, Thiz sad quy will be for sale too, as well az some of hizs robot pals
which are being modelled right now, I am using 205tudio Max's Lighttracer
and one zkylight for lighting, Monethelezz, the finizhed scene will not be
uzing any lighting pluginz, Textures were made from zcratch in Photozhop,

issue #1 | nspiration |




short Brydon: The renderz on thiz page are taken from the animated
short in progress “short Bredon® It tellz the rather dark story of Brydon
and hiz tragic meeting with a bug, which finally affectz him in a grotezque,
kafkaezque way,

There iz only one setting, namely the room seenin the render, The shaort
iz held in black and white, only the light coming from the fire, the book in
the top left corner and the dice are in color Concerning the lighting, no GI
pluginz were uzed, granting total control owver the light sources. The light
from the fire alone iz realized with 7 different light zourcez, Tentures
partly taken from photographs, partly done from scratch in Photohop,
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The Mantiz Parable: Modelled in 2DStudio Max and rendered in Wraw
Thiz iz a ztill image from a perzonal short film project titled "The Mantiz
Parable". I am going for zomething a little zimpler and a bit lezz "photo-
realistic", more of a ztulized realizm here, MHote that no Global Hlumination

plugin orwhatzoeverwaz uzed, ¥ou can follow along the progrezz ofthe film
at www.themantizparable,cam.
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- Choo Choo! Modelled with 20Studio Max and rendered with YMrawy,
S Jozh Staub’s daughter My daughter haz a wooden train-zet like this
ane, Took about 12 hours to create, spread out over a week and a
half, just for fun,

issue #1 | nspiration



n=piration

issue A1 |



The Z0nzpiration team would like to thank all participating artists far
submitting their work and their support. Furthermore, we would like to thank
our family and friendz, (ezpecially Heikel for their help and endlezs
patience when we were working overtime, If wou hawve any questions,
suggestions, comments of critique, feel frae to wizit our official webzite
www. 2Dnspiration.com or send an e-mail to info@ Z0nspiration.com, don't
forget to submit yvour cg artwork for Z0nspiration issue#Z, which will be
publizhed on the S5th of october 2003,

Jokannes sammbs and the J0nspiretion tearn
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