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vever one for being tied down and alway 3D Artist: Can you tell us about your
triving for omplete Independence, hi educational background and how it has
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tays motivated by helped your career?
remaining an etficlent, one Till Nowak: After founding frameboX [
man unit, with more project tudied media design at the University of
offers than he can possibly Applied Scilences in Mainz. I didn’t really
wccept. This malke need to go there to learn the software and
nepotiating easy for himand techniques, but from an artistic inputand
puts him in the enviable feedback point of view it was essential
position of being able to F'hrough studying I learned about the mar Y
hoose exactly what work irtistic possibilities with electronic medla
he takes on weel-by-week that I didn’t know about before. Without It
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66 Most of my projects are completely 3
managed online, and some of my clien
I don’t even meet at all for work reasons

e

experimentaland fineart - I discovered that
there was a much more exciting side to
media than the business one.

3DA: What is it about animation and
filmmaking that captivates you and caused
your shift in direction?

TN: Asa consumer of all kinds of art,
nothing captures me more than movies, and
s0 1 see the key to my happiness in making
them, to become part of what 1love most.
I'don't want to separate my work from my
private interests. In order to become

happy, my passion, motivation and skills
have to come together in my job

3DA: What services does frameboX offer
and what expertise do you need to have
in order to keep the studio afloat?
TN: | offer design illustrations and concept
art, mainly for environments, products
and vehicles, 3D visualization for
documentaries, visual effects, music
videos and light installations
My studio basically consists of ten
computers with lots of software licences,
abigscreen, a telephone, and all sorts of
things that have come tegether over the
years, | operate everything, but I also share
my office space with a ¢ ouple of good friends
who work independently as designers
When | founded frameboX in 1009

together with a good friend of mine. Tobias
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Hofer, who left the company 1‘n f()’t)}l, \]‘\]J;:(‘&;
offered the typical kkind nfsm.ail g_,lr:lggjgﬁ :
freelance work like web and p_mj (, “.-"
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between frameboX and regular free ';] e
then was that right from the bt‘;‘:]n”'l”:"m“
only ever worked from nu‘r slndjt? ]\flvvlm ik
own equipment, ;)r‘es‘cﬂ]l}llgfu] I‘SE s .
mmpzmyhumi!l(-slml. This made 8,
possible for us to worlk on several lm,”, ”.,
the gaps in between - usually

k - to manage
our hard-ear ned
the company

once, using
while waiting for feedbac
other work. By investing
money bacl into equipment,

grew by itself ’ et
Over the last few years I've changet my\m
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time management from working on 5¢
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rojects peryear
e ; which

;)huln-(.ill:imln 30 to 1 per day, et
: edicate
malkes me much happier as I cant

more time to things

of vour maitr

3DA: Can you name some ;
wu're

clients and tell us what projects yt
currently working on?
TN: Over the last month:

of concept art and design for Aardman

s |'ve CI¢ ateda lot

Animations. In October | ;“-memh large

geale light installation ona cas tle for the

Monumedia Festival in Napl¢ and earlier
thisyear| created a music video for the
German pop group Ben*Jamn which was

‘ lva"'_ :

atSIGGRAPH 2009 in New Orlea;

['ve been working with HR Gige ‘.
ptanimations that were exhibjt.,

nt Giger exhibition in (;ermemy e
and lalso created a record Cove ‘
recent album of the German bang

presented
gince 2007
on conce
inarece
Finland,
for the

Toklo Hotel. :
Right now I'm working at Aardman

Animations in Bristol, England asan

environment designer onanew full cg
feature film, which isactually working
tside my own studio for the first time

ou
in ten years.

3DA: How does your location in Germap,
benefit your studio and makg you a greq;
choice for clients looking to hire you?
TN: I didn’t choose Germany because qf
its business opportunities; [was just bor;
there, Butit'sa good country to live and
work in because our infrastructure worlc.
\-«.u-ll{mcivvuwlhmgis safe, in a way. Byt
honestly, with the way | work it probably
doesn’t matter mu hwherelam -as lon;
as | have my equipment and a fastintern;
connectionl
Most of my projec tsare completely
managed online, and some of my clients
don’'t even meet at all forwork reasons. |
his weird electronic world, locations ane
1atances are not thatimportant any mory,
hich of course makes it even more
ary to step away from the screens
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and office at times to stay in touch with the
real world outside.

3DA: What hardware and software do
you find yourself using most often now,
and why are they essential to your
production pipeline?
TN: The base for everything I do is3ds Max:
[use it for sketching out and pitching ideas
from the early beginnings of a project
through to the detailed final modelling and
rendering. Iwill also often useit to plan
light installations on real buildings - as well
as to plan where to put furniture in my new
flat when I move! Max has become as
egsential and universal for me as a piece of
papera nd a pencil would be. And the more
essential it is, the more difficult it becomes
to try and learn other packages, such as
Maya or XSI for example. Max is just the
software I started with early on; I've
learned to control it.

1 also use V-Ray, After Effects, Photoshop
and SynthEyes, as well as some other small
tools and plug-ins here and there.

(c B Humanoid is an album
cover created for
Tokio Hotel.” With
the band being an
international number one
hit seller, this image has
been great exposure for
Nowak's 3D still work

© 'This music video,
Spring, was created
for the German pop
group, Ben*Jammin
using 3ds Max native
particle systems to
create water and
debris during the
jump scenes.’
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Iris ning-minute surreal short film opened the doors to
a| n;r:akmg for me. It was presented at SIGGRAPH 2006
nd has won more than 35 awards all over the world,

mclu.ding the AFI FEST Hollywood and the Animation
Festival in Annecy,

3DA: Could you give us an insight into
your typical production pipeline for a short
CGI film?
TN: My workflow is a bit unusual because I'm
very often improvising and not worrying too
much about how things are ‘usually done".
I'start by designing directly in 3D, without
sketches on paper, because I can express
my ideas better and faster this way than
canwith a pencil. This is just because I'm
nottrained to draw, although I do admire
those who can! I then build my scenesasa
universally working set for all camera
angles, rather than breaking it up into
different scene files for close, wide or other
shots, as film productions usually do. This
means [ animate a whole scene and then
search for the camera angles instead of
other way around - 1am more live-action’
oriented in my way of thinking. I then
render image sequences, usually with an
extra z-depth pass and several matte passes
to mask objects, and polish it altogetherin
After Effects. I often render much more
material than 1 will finally need, which

@ "In some of my images
you can see my
passion for bold,
spherical shapes, for
example in this
concept car design

@ "Me and some good
friends share our office
space while having
completely independent
businesses ... This kind
of working environment

| love to play with the is the best and most

simple yet perfect relaxed | have seen
curves of a circle.” so far.”

[F ]

gives me freedom in editing and leaves the
whole rhythm of the piece open until the
end.Hm.mmmtumpmdurl.w would have
to lock the editing down using an animatic
beforehand, since that’s the only way to
manage the capacities ofa big team.

3DA: How about for a still image, what

is your workflow then?

TN: Forastillimage | usually start by
modelling the keyidea or key object within
the first few hours, and then build thescene
around it during the following days. As with
animation, I jump over several production
steps and include materials and lighting in
my scene from the very beginning. [ just
don't like to model a whole scene firstin grey
shading, do the materials nextand the
lighting last; Iwant to see it all at once.
There is one step at the end that is the final
reward, making it all worthwhile: the 2D
post-polishing in Photoshop. Whatever
render might come out after two weeks of3D
fine-tuning will be boosted to double the
quality by just two or three hoursin
Photoshop when working on top ofit;
defining lighting accents, enhancing the
mood, colour, depth, atmosphere, lens
distortion and so on.

3DA: You can’t tell us too much about
the current project you're involved in at
Aardman unfortunately, but how about the

DArtist @
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Key Project 2
Salad - CG Image

Salad was created with 3ds Max and
Mental Ray, printed on canvas, brushed
with a special, thick vamish and
presented in a heavy wooden fra
SIGGRAPH 2007 in Boston. It's a tribute
1o HR Giger and Giuseppe Arcimboldo,
who created portrails of v

other objects in the 16th C

Giger is the Swiss artist responsible for
the original Allen design, and Giger
himsell invited me to visit and work with
him after he saw this image. We became
friends and have worked together since
on some animation concepts.

Another offspring of this friendship
has been the in , Blowout at Exit 16A,
which was created for the book project
Carnivora, curated by Leslie Barany, who

is Giger's agent

66 I've been working with HR GigeT
on concept animations that were .
exhibited in a recent Giger exhibIti0
in Germany and Finland
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VFX and direction you did on the music
video Spring?

TN: Spring is a musicvideo filmed witha
shaky, documentary-like handheld camerd,
extended with match moving visual effects.
The visual effects gain theirimpact from the
rough and seemingly unplanned footage -
and the shots were indeed not planned! The
rough story and the locations were defined,
but on purpose no preparations or exact
definitions existed for the scenes; I just had
to be careful to keep the actors out of the
line of sight between the camera and any
potential VFX object. Later I selected the
most promising scenes and spent two
months building the 14 VFX shots.  used
camera mapping and match moving to
transform existing objects from the actual
locations into 3D objects and throw them
through space.

3DA: What is the most difficult part of a
project like that, and how do you go about
solving problems when they arise?

TN: The challenges inherent ina ny project
are probably communication and different
creative opinions. In this case the record
label and the band loved the video, but
vanted to see more direct performance in
it. The original version of the video had a
pure, realistic documentary style without
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hat has been your most
(:cmmp!r‘slwd work to date?
TN: In2005 | created my short film_p,
hin Six months, created as my gra

3DA: W

with
work after studying.

didn’t expect much and entereq
!hrevsnm]l film festivals. It won aw;,
fthem, so Isentitto 50 more,
her 5o after that. Itbrought
lling from one festiva] {
than 35 awards, incly,
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€ Schott AG

@ Souvenirsis an Morning is a training )
experimental video piece from 2003, the ’ in ironic © In March 2008, Till
prnduc»d in 2007 by year | spent |\-;:>.;L\.,\‘. I our society Nowak created various
Till Nowak and his on] photorealism. The h electronic aircraft interior
brother Nik Nowak bubbles on the water hlam designs for SCHOTT
with the help of are a simple bump vself and AG to be used as a
two friends, Ivan map and a white y it demo environment for
RoblesMendoza and bubble texture on a e than SCHOTT's glass and

Tobias Hofer lighting solutions

raytracing material

3DAtist @ 47




