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Would you enjoy the opportunity of 

teaching other artists, in a live online 

setting?  We are actively looking for artists 

or content creators to work with Digital Art 

Live as a partner, in presenting some of 

our live webinars.  

We’re particularly looking for artists and 

content creators who work with DAZ Studio 

and/or Poser, Vue and other landscape 

software, or digital comics production.   

We will also consider webinar ideas which 

relate to your specialist skills, or which help 

users to fully use a software plugin that 

you’ve developed. 

Webinars are recorded, and we profit-share 

with our presenters on any future sales.  

We sell on the popular DAZ content store, 

which has strong traffic and sales. 

Please use the link below to submit your 

application, and we’ll be in touch! 

https://digitalartlive.com/presenters 

SHARE 
 

YOUR EXPERIENCE AND 
YOUR CREATIVE STORY 

Chris Hecker, ‘Tigaer’ John Haverkamp Daniel Seebacher Tasos Anastasiades 

PARTNER WITH  
DIGITAL ART LIVE! 

Just a few of the talented webinar presenters who have partnered with Digital Art Live! 

https://digitalartlive.com/presenters
https://digitalartlive.com/presenters
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 DAVID HADEN 
 Editor of Digital Art Live magazine 

 david@digitalartlive.com 

FACEBOOK: www.facebook.com/3DArtDirect 

EDITOR’S LETTER 

RSS: https://digitalartlive.com/feed/ 

Welcome to the “Real-time” issue of your 

free Digital Art Live magazine.  Here we’re 

riding on the coat-tails of the great advances 

currently being made in real-time 3D rendering. 

“Faster, faster, faster” has always been the cry 

of the 3D digital artist, followed by an anguished 

“why is it so slooowww!?”  The ideal is that we 

can see the final art, and make incremental 

changes to it, as fast we can dream it. Of course 

users of DAZ Studio and Poser have long had big 

real-time OpenGL previews, and these could be 

saved out as a render.  Those who used DAZ 

and Poser for their original purpose — figure 

reference images — often found that a 4k 

OpenGL render was enough.  Just ink or paint 

over it.  Smith Micro later found an elegant way 

to marry the two approaches inside Poser 11. 

Their easy-to-use Comic Book Preview feature 

lays an adjustable real-time inking layer on top 

of filtered OpenGL colour-flats. Hopefully new 

Poser owner Renderosity will continue to refine 

and develop the real-time comics side of Poser. 

But for those who wanted realistic pictures, 

“faster” usually meant a spend of at least £600 

(about $750).  The Poser Firefly and Vue Xtream 

semi-pro user usually found a refurbished Dell 

T5500 workstation fitted with 2x Xeon X5650 

CPUs (or higher, up to X5690), and this would 

give 12 fast cores for CPU rendering.  The DAZ 

Studio iRay user and Poser 11 SuperFly user 

usually fitted two slot-in Nvidia Titan graphics 

cards, and wrestled with fitting the new power-

supply unit and cooling needed to run the hot 

new GPUs.  Even then, one could wait some 

appreciable time for a smooth 4k render with all 

the finest visual refinements and details. 

The rest of us built our scene by excluding a 

mental checklist of items known to cause slow 

renders — ‘bad’ hair, fur, fog, water, and 

similar. We tweaked arcane render-settings 

for an optimum balance of speed and quality. 

Then we left the PC to chug for 10 hours 

overnight, hoping there would be no crash.  

This can still be done, but is not ideal. 

Others tried real-time videogame engines, via 

software such iClone, Muvizu or even Garry’s 

mod. FlowScape is the latest entry there, with 

a sweet price of just $10 for easy access to 

the power of the Unity game engine. 

Real-time raytracing, via the latest Nvidia 

Titan RTX cards, is now changing the equation 

for GPU rendering, especially for time-pressed 

artists with $1,000+ to spend. It’s well known 

that Blender 2.8 has its new Eevee real-time 

engine. Less well known is that DAZ Studio 

turned on RTX 2019.1 in its 4.12.x beta, 

enabling fully interactive 3D rendering.  Even 

less well known is that the iRay dev team has 

quietly reported of iRay RTX 2019.1.3 that: 

“… we optimized some parts of iRay 

interactive to render faster on all GPUs, so 

one can expect a 2x speedup for most scenes 

even on non-RTX cards … iRay photoreal also 

got a free ~2x speedup when using the CPU 

for rendering.”  A 2x iRay speedup for free, 

and RTX 1.3 is available now in DAZ Studio 

4.12.0.42 or higher. Thanks, devs and DAZ! 

“ 
WELCOME... 

https://www.facebook.com/3DArtDirect
https://digitalartlive.com/feed/
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Chris Hunter is busy making the hot new $10 real-time game-tool 

FlowScape, but he took time out to talk with Digital Art Live about 

how the software started, how it’s being used, and where it’s going. 

DAL: Chris, welcome to the Digital Art Live in-

depth interview. We’re very pleased to have you 

here, and that you can take a time out of your 

very busy schedule to talk with our free 

magazine.  A month ago you launched your 

amazing new real-time landscape maker on the 

Steam service.  I’d imagine you feel like you’re 

riding a rocket, at the moment! 

CH: Thanks. It truly was more of an out-of-

control rocket to be honest. I had no idea if it 

would be successful or would get lost among the 

graveyard of bad games.  

Thankfully it did well enough for Steam to put it 

on their front page! FlowScape has sold very well 

and continued to do so. Which is uncommon for 

games, as sales tend to drop off very quickly 

after launch. But so far it hasn’t, which will allow 

me to work on this for quite a while longer. 

DAL: Super. Congratulations on a big hit. Ok, 

well… to step back from that whirlwind...  
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You were in the VFX scene for 20 years before 

making the first release version of FlowScape.  

Can tell us on what that career involved, and 

what the high points were for you? 

CH: Sure. Since it is such a broad field, I have 

been involved in so many different projects that 

it has kept things quite fresh.  As you never quite 

know what you will be working on next. I have 

done a fair bit of work for architects, helping 

them visualize their buildings. But also animated 

characters for cartoons, and have brought to life 

a plethora of sea life for a documentary! Modelled 

and animated helicopters and weapons for the 

armed forces.  Showed the inner workings and 

intricacies of cells for biomedical companies. 

Created VR worlds to explore, working with large 

teams on movie VFX. It has been fun to be able 

to do something completely different for every 

project for sure, but one of the things I don't 

miss is waiting overnight for renders to finish… 

only to discover I forgot to ‘unhide’ something 

important! 

DAL: Yes, we’ve all been there.  And you’re in 

Australia.  Which bit of that vast nation, and 

what’s the view like from your work studio? 

CH: I moved out of the big city a few years ago, 

and am thankful that I did. I have the beach a 

short walk away now, and a nice view from my 

studio. All for the price of a crappy apartment in 

the city. If you can find a way to make that 

happen without a commute, by freelancing as 

much as you can, I couldn't recommend that 

enough. Living in a big city really sucks the 

creative energy out of you. 

DAL: Very true. And then... FlowScape!  How 

would you sum it up?  Easy-to-use 3D natural 

landscape construction, built on a videogame 

engine that offers genuine ‘What You See Is 

What You Get’ real-time rendering? 

CH: “Let nature flow from your brush” was the 

original tagline, but since launching on itch.io 

back in January 2019, you can now do a lot more 

than just make nature scenes. I definitely love 

creating and seeing exactly the final output in 

realtime, adjusting a setting and waiting to see 

the result isn’t terribly artistic, so having that 

freedom is very liberating. 

DAL: Congratulations on making it.  I purchased 

it almost as soon as it came out, and tested it to 

1.2.  It’s very nice software at the right price and 

has continued to improve rapidly.  I hear that it 

was originally made so that your young daughter 

could easily make beautiful 3D landscapes, and it 

needed to be simple enough for them to use it? 

CH: I have been making tools to help me place 

objects in my projects for a while now. Because 

there seems to be only two ways to do this in 

most 3D programs — copy one at a time or 

procedurally scatter things. I have often needed 

to have more artistic control to just “paint via a 

brush”. When I started dabbling with realtime 

engines I found the same issues there, and 

started to port my tools over to Unity and Unreal.  

My daughter was watching me test it out painting 

some trees and really wanted to “have a go”. Cut 

to several hours later and I could not get her off 

the computer!  So I figured at that point that 

maybe there is something more to this, more 

than just a tool that I use for work.  I started the 

first basic prototype of what something like this 

would look like, with my daughter as the chief 

play tester. Having a kid play around with your 

game is also invaluable, as they tend to click in 

unexpected ways and find bugs much faster than 

if you gave it to someone with experience to test. 

DAL: Super. And we’ve all benefited, because 

that means it’s easy to learn and use.  And there 

have been further workflow and UI changes 

you’ve made since launch, to make it even easier 

to use? 

CH: I am not a UI expert and that has been very 

challenging to make sure it doesn’t show! As the 

program grows, I have been adding more and 

more buttons and sliders, and some of them 

don't make sense to be placed where they are. 

But I’m learning and adapting the UI to make it 

more cohesive. 

DAL: FlowScape has quickly developed various 

types of users.  One of these is the tabletop RPG 

gaming community.  They have taken to 

FlowScape in a big way, for making their grid-

maps and game-world books and materials.  How 

closely have you worked with them to implement 

what they want in FlowScape? 
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 What is FlowScape? An easy-to-use 3D natural 

landscape construction.  It’s built on the Unity game 

engine that offers genuine ‘What You See Is What You 

Get’ real-time rendering.  While initially sold as a game 

based on nature scene creation, the integration of .OBJ 

import means that any scene can now be visualised.   

Since the launch a number of free asset packs have 

been added: snowy mountains; lava and ice; oceans 

and ships; deserts and semi-desert ecosystems; 

fantasy houses, castles and dragons; place-able lights; 

ground fog; and much more.  Chris’s development of 

this great $10 software continues at a fast pace! 
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CH: Yes the ‘Dungeons & Dragons’ community — 

as I think of it — very quickly jumped on 

FlowScape from the beginning.  

I have added orthographic map export with grids 

for them, so that they can make battle maps 

very quickly. It’s still very much limited to 

outdoor scenes, but I have a dungeon builder in 

the works for them that should make them quite 

happy. 

DAL: Yes, that sounds great.  And the other 

unexpected user-base that’s emerged is in 

China, I hear?  Have you seen any special type 

of landscapes being made there?  Bonsai trees?  

Ancient classical Chinese water-gardens?  

Pagodas?  Scroll-like filtered paintings?  

CH: I did at one point add Asian inspired 

buildings, and that was a good move as the 

Chinese and Japanese community really loved 

that aspect. Currently it’s selling more in China 

than the rest of the world.  

DAL: Great. Quite an achievement, given their 

rate of piracy. 

CH: I do have a local community manager there 

now, that interacts with the community and 

helps answer questions. This has been 

invaluable as Google Translate would probably 

fail rather hard at this. /Laughter/ 

DAL: Indeed.  Are there any other user-groups 

for FlowScape that you didn’t expect? 
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 CH: It has taken me by surprise at all the 

different ways people use FlowScape, I have 

people making comic book backgrounds, and the 

anime [Japanese animation] community seems 

to like it as well. A few music videos have used 

it, book covers have been made — but the most 

surprising thing that happened today is seeing 

someone use it for a stop motion video! Its 

super cool seeing what people come up with. 

DAL: Wow. And one main super-user-group is 

your daughter — I see you added unicorns and 

rainbows recently.  What’s next on the wish-list?  

CH: Ha! Yes, she actually has a lot of things that 

aren't in the released version, I have some 

things like fairies that she has been playing with, 

she is clearly happy with them — but of course 

they need a lot of polish for commercial release. 

The giant turtle was also one of her suggestions, 

I wasn't going to release it. But she insisted that 

it should be in there! So I smile when I see 

images where people used the turtle. 

DAL: Which nicely leads in to me asking: how 

ambitious can artists be with the current 

FlowScape 1.6x?  You seem to have most things 

in there now, re: atmospheres, ground fog, .OBJ 

import and suchlike.  But are artists still asking 

for unusual new stuff? 

CH: Oh, the list of things that people want is 

very large, but thankfully I added .OBJ import 

right at the beginning, so that people can bring 

“Currently you can natively 

output 4 times your screen 

resolution, and that only takes 

a second or less to render.” 
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There are also animated creatures in the free assets 

packs; with basic looping animations.  On the opposite 

page we see deer, and the new unicorns.  Below we 

see — in the far distance — one of the dragons.   

The software has obvious uses for making speedy 

backplates for props or characters rendered with 

traditional methods — such as the Poser Bolladons 

seen above with FlowScape behind and below them. 

This is a demo of using a FlowScape render 

as a backplate only, in other software, and 

then placing two Bollandon from Poser in 

the foreground for more polished rendering 

with another render engine. 
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in their own models. OBJ import allows them to 

make stuff far beyond with what is ‘in the box’. 

For the moment I tend to look at what people 

are creating, and the limitations they are hitting, 

and adding features that would help them with 

that. 

DAL: The initial press-release talked of you 

being “inspired by Bryce, Terragen and Vue”.  

The dream of a real-time Vue has been a long-

time coming — but I reckon you’re made the 

closest real-time landscape software yet.  

There’s Lumion of course, but that’s aimed at 

the CAD market among architects, for whom the 

$3,300 Lumion price-tag is just tax-deductable 

pocket-change.  So… what did you have in your 

“things to avoid” and “things to do” columns, 

when you were thinking about other similar 

software and drawing up your design-specs list 

for making FlowScape? 

CH: When I was younger I put a ton of hours 

into Bryce and Terragen, and the main 

frustration with them was vegetation. So the 

core focus has been to easily do that in 

FlowScape. What it does not have at the 

moment is procedural landscapes, but I have 

some prototypes that are looking very promising 

with realtime feedback, that shouldn't be too 

long before that’s a feature. 

DAL: Great, we have a posthumous interview 

with the maker of MojoWorld a few issue back, 

and I’m sure he’d be pleased to learn there’s 

another procedural landscape tool on the 

horizon.  There’s also a “painting with a brush” 

feel to using FlowScape.  Was that a deliberate 

design choice, or did that arise from the nature 

of the engine and its tools? 

CH: I see a lot of high-end 3D software out 

there, but there are none that are current and 

that cater to the non-technical crowd. So it was 

a goal from the beginning to make it as easy-to-

use as possible — so that people with no 3D 

technical knowledge could pick it up and within 

minutes start creating. The painting aspect is a 

big part of it, as it breaks down the barrier-of-

entry a lot. As I add more and more features it 

does get more complicated, but it is a fine 

balance to i) keep things simple but ii) allow 

enough control for people to make what they 

want. 

DAL: Right. I worry that some types of real-time 

rendering are getting way ahead of the mass-

market of non PC-gamers, in terms of requiring 

powerful and expensive slot-in graphics cards.  

And to run supposedly ‘free’ software such as 

Blender.  Is that something you consider? 

CH: While I do get the occasional person trying 

to run FlowScape on a crappy old laptop, it still 

is a game engine — so they can turn down a lot 

of settings like anti-aliasing and shadow-quality 

and thus keep their frame rate high. People with 

high-end computers will always be able to create 

scenes with better frame rates, but that has 

always been the case with traditional rendering. 

So there is no surprise there. I do look forward 

to getting my hands on an RTX card one of these 

days, as real-time raytracing has always been 

the holy grail. These kind of cards will drop in 

price eventually, and then be standard in the 

coming years, so I don't see an issue with it in 

the foreseeable future. 

Sometimes I get people used to AAA games 

saying “I only get 10 frames per second!”  I 

usually congratulate them by saying, “Wow you 

are getting 1/10th of a second rendering times!” 

DAL: Yes, we would have been amazed at that a 

decade ago.  I haven’t had a chance to go back 

and use FlowScape creatively over the summer 

— since 1.2 — and your development since then 

has been very fast.  I think you’re now at 1.5x 

or even 1.6x, at the end of summer 2019? 

What’s the picture export from FlowScape like 

now?  I imagine that many digital artists reading 

this may be wondering about that in particular.  

I mean in terms of current ‘ease of export’ (one-

click icon?), levels of anti-aliasing, time-to-

render a file to 4K and 8k, the possibility of 

getting sufficient resolution for print use, and 

suchlike? 

CH: Currently you can natively output 4 times 

your screen resolution and that only takes a 

second or less to render.  But I added Ansel 

support and that has a super resolution option, 

which makes it pretty easy to output insane 

pixel counts. 
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 “Sometimes I get people used to AAA 

games saying “I only get 10 frames per 

second!”  I usually congratulate them by 

saying, “Wow, you are getting 1/10th of 

a second rendering times!” 
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“I have a lot of features in the 

works, such as volumetric 

clouds, procedural landscape 

tools, dinosaurs, underwater 

assets and sea life.” 
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DAL: Great. “Ansel” there is the Nvidia Ansel 

Plugin, named after Ansel Adams, which I hear is 

available free on the Unity store. 

CH: You can also save out panoramas, and make 

a simple camera track that will take consecutive 

screenshots up to 8k that you can down-res in 

your editing package. This allows you to have 

smooth animations without any real-time 

artifacts — as downsampling does a great job of 

cleaning up the image. 

DAL: Ah, I see thanks.  What has been the 

greatest challenge in the development process, 

and how did you succeed in getting past it?  

CH: Funnily enough making it easy-to-use has 

been the biggest challenge. Its all too easy to 

add tons of buttons and sliders and complicated 

methods to get the job done, but that gets you 

right back to using the complex software that I 

am trying to get away from. Often I’m iterating 

on what features each tool would need, without 

it becoming crazy complicated. 

DAL: Great.  Looking further ahead, what do you 

hope that FlowScape 2.0 will look and feel like, 

in terms of the planned feature-set and assets? I 

know that’s a lot to ask, as you’re probably deep 

into version 1.7 at present. 

“Dune Stalker” by Ralph Damiani. 
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 CH: I do have a lot of features in the works, 

such as volumetric clouds, procedural landscape 

tools, dinosaurs, underwater assets and sea life.  

DAL: Wow, yes… underwater dinosaurs! Fun. 

CH: I work on these and add them as they are 

completed, most of them will be added before a 

version 2.0 so-to-speak, as I have no real 

roadmap. I tend to just ‘get a feel’ for what the 

community needs and then work on giving them 

more assets, tools and controls. I love the fluid 

‘no stress’ development that entails, as I don’t 

have to have certain features delivered by a 

certain time.  

FlowScape will grow more powerful over time, 

but I am careful to not over-promise on features 

that I may not be able to achieve easily. Real 

time is a very fun environment but also 

challenging… as raster based rendering still is 

very limited compared to traditional raytracing, 

but that gap is closing fast. 

DAL: Super, well… we realise you’ve very must 

so we’ll we wish you the best for the future and 

leave it there.  Many thanks for this in-depth 

interview with Digital Art Live magazine. 

CH: Thanks to you too. 

FlowScape is online at: 

https://pixelforest.itch.io/flowscape 

https://store.steampowered.com/

app/1043390/FlowScape/  

And on YouTube at: 

https://www.youtube.com/channel/

UC574YMDt0hWe2anzd7pJCLQ/videos 

https://pixelforest.itch.io/flowscape
https://store.steampowered.com/app/1043390/FlowScape/
https://store.steampowered.com/app/1043390/FlowScape/
https://www.youtube.com/channel/UC574YMDt0hWe2anzd7pJCLQ/videos
https://www.youtube.com/channel/UC574YMDt0hWe2anzd7pJCLQ/videos
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Issue 4  Jan 2016 

The new Poser 11 

● Charles Taylor (on 

   the new Poser 11) 

● Ariano di Pierro 

● Paulo Ciccone  

   (the Reality plugin) 

● In-depth 8,000-word  

   review of the new  

   Poser 11 Pro! 

 

Issue 3  Dec 2016 

’A Galaxy Far Away…’ 

● Neil Thacker 

● Jean-Francois 

Liesenborghs 

● Gallery: “These are 

not the planets you’re 

looking for…” 

● Gallery: SpaceX 

manned Mars mission 

Issue 2  Nov 2016 

Alien Plants/Creatures 

● Matthew Attard 

● Exidium Corporation 

● Gallery: Ryzom 

concept illustrations 

● Gallery and essay: 

the future bodily 

evolution of humans in 

space 

Issue 1  Oct 2016 

Designing Future Cities 

● Tarik Keskin  

● Christian Hecker 

● Gallery: Future 

Cities, a huge 32 page 

mega-gallery! 

● The Imaginarium 

(regular feature, in all 

subsequent issues) 

HAVE you missed out on an issue of 

our free magazine?  Please enjoy 

this new handy double-page index 

of our past issues, and check if 

any are missing from your 

collection. Our 15,000 

readers are also able to 

access back-issues of 

our previous title 3D 

Art Direct.  

Every new issue 

can be sent to your 

email address, simply by 

subscribing to our mailing-list... 

https://digitalartlive.com/ 

Inset: Issue 28 (’Future Oceans’ issue) cover art by Artur Rosa. 

https://digitalartlive.com/
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Issue 8  May 2016 

Our Future Frontier 

● The Mars Society 

● Ludovic Celle 

● Gallery: Orbiting  

   Cities in Space 

● Gallery: Space  

   Colonies/Outposts 

● Gallery: Mars in 

   1950s pulps 

Issue 7  April 2016 

Future Female Heroes 

● Leandra Dawn 

● Aaron Griffin 

● Paul Frances 

● Troy Menke 

● Bob May’s collages 

● Gallery and essay: 

Female future heroes 

Issue 6  March 2016 

Cyber-humans + VR 

● Tara de Vries  

   (Second Life) 

● Ludovic Celle 

● Elaine Neck 

● Anders Plassgard 

● Gallery: Future  

   cyber-humans 

Issue 5  Feb 2016 

Cosmos (space art) 

● Dave Hardy 

● Ali Ries 

● Tobais Roersch 

● Oyshan Green  

   (Terragen 4) 

● Gallery: The art of  

   the cosmic. 

 

Issue 9  June 2016 

Blender: special issue 

● Colin Masson 

● Thomas Piemontese 

● Shane Bevin 

● Tutorial: How to  

   export a clean .OBJ     

   from Blender 

● Index of past issues 

● Gallery: Blender art 

Issue 12  Sept 2016 

Second Skin (tattoos) 

● ‘Pixeluna’ 

● Paolo Ciccone 

● Deane Whitmore 

● HiveWire: new Big 

   Cat for Poser 

● Gallery: Second Skin 

● Imaginarium 

Issue 10  July 2016 

Steampunk 

● Renderosity 

● Suzi Amberson   

   (’Kachinadoll’) 

● Bob May 

● Sci-fi in PC pinball 

● Steampunk gallery 

● Imaginarium 

Issue 11  August 2016 

Future Landscapes 

● ‘Artifex’ 

● Lewis Moorcroft 

● Rob Wildenberg 

● ‘Tigaer’: ‘making of’ 

● Gallery: Future  

   Oceans and Craft 

● Imaginarium 

https://digitalartlive.com/


24 

 
 

Issue 13  Oct 2016 

Spacewrecks (TTA) 

● Vikram Mulligan 

● Xistenceimaginations 

● Craig Farham 

● TTA series tribute 

● NASA’s rescue-bot 

● Index of past issues 

● Gallery: Space hulks 

   wrecks, crashes 

Issue 14  Nov/Dec 2016 

CyberTRONic 

● ‘CG Artiste’ 

● ‘Keplianzar’ 

● Jacques Pena  

● TTA series tribute 

● Ugee 1910b pen 

tablet—in-depth review 

● Gallery: Neon and  

   ‘cyberglow’ artists 

Issue 15  Jan 2017 

Mistworlds 

● Chuck Carter (Myst) 
● Cynthia Decker 

● Cathrine Langwagen 

● Ulco Glimmerveen 

● Evolo competition 

● Index of past issues 

● Gallery: Myst-like  

   digital art 

YOUR 

ART 

HERE? 

Issue 16  Feb 2017 

Future vehicles 

● Syd Mead interview 

● Vadim Motiv 

● Adam Connolly 

● Mark Roosien 

● UK’s Bloodhound  

   supersonic rocket-car 

● Index of past issues 

● Gallery: “Vrooom!!” 

Issue 17  March 2017 

Movie magic 

● Greg Teegarden 

● Tobias Richter 

● Phil Dragash 

● ESA’s Moon Temple  

● Scott Richard 

● Index of past issues 

● Gallery: the spirit of  

   the cinema 

Issue 18  April 2017 

Vue 2016 special issue 

● Barry Marshall 

● Vue 2016 R2 review 

● Anaor Karim 

● NASA’s tunnels  

● W.P. Taub 

● Index of past issues 

● Gallery: Nature  

   Grows on You! 

Issue 19  May/Jun 2017 

Sci-fi comics 

● Patrick Gyger  

   (leading sci-fi  

   museum curator) 

● Georges Peters 

● Arne Cooper 

● RoboSimian  

● Index of past issues 

● Gallery: comic-book  

Issue 20  July 2017 

Digital clothing 

● Kim Schneider (’Arki’) 

● Melissa Moraitis  

  (’BlackTalonArts’) 

● Marvelous Designer  

   6.5—in-depth review 

● Jepe 

● Index of past issues 

● Gallery: Future Fashion 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

A FREE MAGAZINE 
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Issue 21  August 2017 

Ecofutures 

● Hal Tenny 

● Frank Little 

● Organics in pulp art 

● Linda Granqvist  

● Index of past issues 

● Gallery: visions of    

   the ‘ecofuture’ 

● Imaginarium 

Issue 22  Sept 2017 

Lighting for effect 

● Joe Pingleton 

● Davide Bianchini 

● Characters in the 

   public domain  

● Lee (aka ‘Conlaodh’)  

● Index of past issues 

● Gallery: characters 

● Imaginarium 

Issue 23  Oct 2017 

Gateway to space 

● Neil Blevins (assets  

   artist at Pixar) 

● GrahamTG 

● Arthur C. Clarke 

● Oshyan Greene 

● Gallery: Arthur C.   

   Clarke tribute 

● Imaginarium 

Issue 24  Nov 2017 

Abstracts in sci-fi 

● Andy Lomas (The  
  Matrix, Avatar) 
● Erwin Kho 

● Alastair Temple 

● Gallery: ‘At the borders   

   of abstraction’ in  

   science fiction art 

● Imaginarium 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

Issue 25  Dec 2017 

Dynamic posing 

● Jaki Blue 

● Tasos Anastasiades 

● Brian Armieri 

● Sugary Ashes  

● Index of past issues 

● Gallery: World of  

   Wearable Art 

● Imaginarium 

Issue 26  January 2018 

To the skies! 

● Kevin Conran (Sky 
  Captain movie) 

● Alois Reiss 

● Airships over Venus 

● Vladimir Yaremchuk 

● Index of past issues 

● Gallery 

● Imaginarium 

Issue 28  April 2018 

Future oceans 

● Artur Rosa 

● Matt Nava (Journey) 

● Samuel de Cruz 

● Future oceans timeline 

● Index of past issues 

● Evola mini-gallery 

● Gallery 

● Imaginarium 

Issue 27  Feb/Mar 2018 

Giant monsters 

● ‘Sanskarans’ 

● Simon Beer 

● Jean-Marie Marbach 

● John Haverkamp 

● Index of past issues 

● Comic strip 

● Gallery 

● Imaginarium 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

FOR DIGITAL ART 
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Issue 30 June 2018 

Alternative history 

● Mike Doscher 

● Fredy Wenzel 

● Small Brown Dog 

● Index of past issues 

● Alt.history tour-guide 

● Gallery: alternate  

   histories 

● Imaginarium 

Issue 31  July/Aug 2018 

Sci-fi rocks! (music) 

● Robert McParland 

● Darius (TheBakaArts) 

● 3mmi 

● Index of past issues 

● Classic album covers 

● Gallery: Rock album  

   inspired art 

● Imaginarium 

Issue 32  Sept 2018 

Design for videogames 

● Wildfire Games 

● Neal Stephenson 

● Stefan Kraus 

● World Creator review 

● Index of past issues 

● Gallery: Game themed  

   artwork 

● Imaginarium 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

Issue 29  May 2018 

Fantasy portraits 

● Kevin McBriarty 

● Rebecca Elsey 

● Mirjam 

● Index of past issues 

● Gallery: fantasy  

   portraits 

● Imaginarium 

 

YOUR 

ART 

HERE? 

 

Issue 34 Nov 2018 

Future Interiors 

● Tarik Keskin 

● Daniel Maland 

● ‘Petipet’ (Petro  

   Apostoliuk) 

● Index of past issues 

● Gallery: Future   

   Interiors  

● Imaginarium 

Issue 35  Dec 2018 

Getting value for your art 

● Chris Hecker 

● Drew Spence 

● Gene Raz von Edler 

● Index of past issues 

● Mini-review: Meshbox  

   ‘H.P. Lovecraft 3D’  

● Gallery: To the Beach!  

● Imaginarium 

Issue 36 Jan 2019 

Megacities 

● Lorenz Ruwwe 

● Jon Hrubesch 

● James Ledger 

● Index of past issues 

● Review: Bryce 7.1  

   landscape software 

● Gallery: Megacities  

● Imaginarium 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

Issue 33  Oct 2018 

Abstract characters 

● Ulrick V. Jensen 

● E. Golavanchuck 

● Lovecraft posters 

● Claudio Bergamin 

● Index of past issues 

● Gallery: Abstract  

   Characters 

● Imaginarium 

YOUR 

ART 

HERE? 

Support this free magazine via Patreon!  Your Editor kindly requests 

your personal help, if you wish to support the production of this regular 

free magazine.  As little a $1 a month will make all the difference.  

Please become my patron on Patreon, today. 

 

https://www.patreon.com/davehaden
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Issue 38  April 2019 

Super Skin 

● Dave Abbo 

● Anestis Skitzis 

● Pixeluna 

● ‘La Femme’ review 

● Index of past issues 

● Gallery: exotic and  

   alien skins 

● Imaginarium 

Issue 39  May 2019 

Deserts 

● Armando Savoia 

● Ken Musgrave 

● MojoWorld tribute 

● Steffen Brand 

● Michael Efriam 

● Moon contest 

● Gallery: Sci-fi Deserts 

● Imaginarium 

Issue 40  June 2019 

Depicting character 

● Glen, aka ‘Glnw43’  

● Anja von Lenski 

● Lisa Herron 

● Lovecraft on covers 

● Moon contest 

● Gallery: Expressing  

   character 

● Imaginarium 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

Issue 37  Feb 2019 

Giant Historic Creatures 

● ‘AM’, aka Alessandro  

   Mastronardi (LAMH) 

● Arthur Dorety 

● Herschel Hoffmeyer 

● Index of past issues 

● Gallery: underwater  

   prehistoric creatures 

● Imaginarium 

YOUR 

ART 

HERE? 

Poser Pro 11  

#4 | January 2016 

Ugee 1910b (pen-monitor)   

#14 | December 2016 

Vue 2016 R2  

#18 | April 2017 

SOME OF OUR IN-DEPTH REVIEWS: 

Issue 42 Aug 2019 

Comics 

● Atomic Robo 

● Kara, ‘Karafactory’ 

● Ricardo Bresso 

● Best graphic novels 

● Index of past issues 

● Gallery: Comic and   

   cartoon art 

● Imaginarium 

Issue 43 Oct 2019 

Real-time 

● FlowScape 

● ‘Crazy-Knife’ 

● Michelangelo Cellini 

● Jonathan Winbush 

● Index of past issues 

● Gallery: PCs and 

   devices as creatures 

● Imaginarium 

Issue 44 Nov 2019 

Ethereal 

 

Issue 41 July 2019 

Moon 

● Xin Liu 

● Jeremiah Humphries 

● Jan van de Klooster 

● NASA Moon art 

● Index of past issues 

● Gallery: Bases and  

   outposts 

● Imaginarium 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

Are you interested in 

being interviewed in a 

future issue of the 

magazine?  

Please send the Web 

address of your gallery or 

store, and we’ll visit! 
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eVolo is inviting architects, students, engineers, and 

artists from all nations to take part in its 2020 

Skyscraper Competition.  The competition is one of the 

world's most prestigious awards for high-rise 

architecture.  It recognizes outstanding optimistic ideas 

that redefine future skyscraper design through the 

implementation of technologies, materials, aesthetics, 

and spatial and digital organization.  Contestants are 

encouraged to ambitiously explore the relationship 

between the skycraper and nature, the city and its 

resources, its peoples and territories.   

Individual entries are accepted.  But it seems that 

winners will most likely have a multidisciplinary team, 

as eVolo expects not only visuals but also ‘buildable’ 

structures and serious background research.  They’re 

looking for building science that stays up — not a 

fantasy that will fall down.  Early participants must 

register by 18th November 2018, and the cost is $95 

per project/team.  If that sounds expensive, consider 

that if a four person team of amateur 3D designers 

signed up, they would only need $24 each to register as 

a team.  http://www.evolo.us/category/2020/ 

http://www.evolo.us/category/2020/
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The WOW Awards Show’s Online archive of futustistic clothing is a 

fabulous inspiration for digital fantasy and science-fiction clothing 

designers in the DAZ and Poser and game-design world.  It’s the 

result of a real catwalk extravaganza, held annually New Zealand 

to an audience of 50,000 over 12 nights.   

You can also enter the show! 2020 entry for constestants is open 

now. The snag is, you have to take your digital designs from 

software into real fabrics and stitching, and then ship the resulting 

garments to New Zealand!  

https://www.worldofwearableart.com/ 

The Italian illustration competition 

Tapirulan is celebrating its first 15 

years, with a SUPER theme.  “Open to 

all superillustrators, ready to surpass 

themselves and especially their 

competitors.  At stake, for the overall 

winner, there is the super prize of 

2,500 euros.”  

They require just one superlative... 

“square format illustration, to be sent 

by 17th October 2019".  They 

welcome digital or print work.   

While not free, there is a relatively 

modest entry fee of 15 euros.  48 of 

the most super contest entrants will 

be chosen for exhibition at the annual 

Tapirulan art show — staged at 

Cremona in Italy.   

https://illustratorscontest.tapirulan.it/  

 

NASA: “We Are Go: Moon to Mars”. 

NASA Langley Research Center’s 2020 

Student Art Contest has the theme of 

going out into space, with the sub-

theme of "Moon to Mars”.  It is open 

to all American children in school 

grades K-12 in the USA, one entry per 

student.  Artwork may be submitted 

from 1st December with a final 

deadline of midnight on 31st 

December 2019. 

https://artcontest.larc.nasa.gov/ 

 

RENDEROSITY: Halloween Contest. 

There's a big new Renderosity 

competition for Halloween 2019, with 

multiple categories. The theme is 

“Ever Watching Eyes”. There are 

categories for 3D, 2D, Animation, 

Photography and even Writing!   

Entry deadline: 10th October 2019. 

https://www.renderosity.com/ 

https://www.worldofwearableart.com/
https://illustratorscontest.tapirulan.it/%20en/super-competition-for-super-%20illustrators/
https://artcontest.larc.nasa.gov/about/
https://www.renderosity.com/mod/contest/?ViewContest=1538&AID=4737
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Digital Art Live visits San 

Francisco to talk with ‘CK’, 

aka ‘Crazy-Knife’.  He is 

a leading user of the 

Garry’s mod (Gmod) 

engine, and makes 

superb pictures and 

comics in real-time. 

DAL: CK, welcome to the Digital Art Live 

magazine in-depth interview. This is our ‘real-

time’ issue and we’re pleased to have such an 

accomplished ‘Gmod’ artist to interview. 

CK: Thank you for having me. 

DAL: For our readers who are unfamiliar with 

Garry’s mod or ‘Gmod’, could you sum up in a 

few words what it is, and why you use it? 

CK: Garry’s mod is a sandbox physics engine, 

combined with the Lua scripting language. You 

can do a lot when you combine coding with a 
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CK 

USA 

GARRY’S MOD | 

DIGITAL DRAWING  

 

WEB 

physics engine, including the creation of different 

games, movies, comics, and ‘scenebuilds’, which 

is mostly what I use it for. The only limit is one’s 

imagination and the limits of Valve’s source 

engine on which Garry’s mod is built upon. 

DAL: Thanks. What’s the basic workflow for you? 

CK: If it’s a ‘scenebuild’, which is a large 

resolution image involving thousands of models, 

I’ll do a quick thumbnail sketch with a pen on 

paper first. If it’s a comic, I’ll usually write a 

script with dialogue among the characters, in 

Notepad. Everything else I improvise as I go. 

Picture: "Redwood halls - 

cleanup crew has arrived", 

made with Garry’s mod. 

https://www.deviantart.com/crazy-knife/gallery/
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After taking the picture in Garry’s mod, I usually 

edit it in Photoshop with a drawing pad. 

If it’s a comic, then I only use Photoshop to draw 

the dialogue boxes and fit the frames. I haven’t 

seen a faster process of making comics yet. In 

particular, let’s say in one frame person A talks 

to person B, in frame two person B punches 

person A. If you were to draw this digitally, it 

would consume a lot of time for both frames, if 

you were to use a big 3D modelling engine like 

Cinema 4D or Blender, it would require rigging 
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 characters, textures, moving the hand, bending 

the fingers, changing the facial expressions, 

adding a particle system for a blood splash, 

you’d also have to think of the background 

scenery. In Gmod most of the stuff is done for 

you, simply spawn two default characters, use 

any additional models for your scene from the 

Gmod workshop, take the first picture of A and B 

talking with your camera as you are literally 

walking inside the scene like the director of a 

screen. Now simply grab person B’s arm, bend 

the fingers and drag it to the face of person A. 

Picture: “Radioactive Japan 1”, Garry’s mod. 
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Change the camera angle by simply moving 

around in the scene like a director with a 

camera. Most of the hard stuff is done for you so 

you can focus on the story that you are trying to 

tell. And if you ever lack a model, you can find it 

in the workshop or make it yourself and port it 

into Garry’s mod. 

DAL: Thanks. I alsp like you depth-haze work. Is 

your Gmod depth-haze done with in-engine 

atmospherics, or applied afterwards by 

compositing with a depth-pass render in 

Photoshop?  I’m thinking of pictures such as 

your “Radioactive Japan” here, with its superb 

use of depth-fogging and colour. 

CK: Actually, one can do both. Gmod allows you 

to create atmospherics in-engine by using the 

fog editor and adding effects just like spawning 

models, but you can also take a depth-pass 

render as well, to be used later on in Photoshop 

in order to easily fog anything. So if you want to 

add an effect behind a tree it can be either done 

inside the engine by including the cloud as a flat 

plane behind the tree, or it can be done by using 

the depth-pass information from the engine and 

creating a layer and blending it in the usual way 

in Photoshop. For fine-grained details, I use the 

depth-pass and later edit in details in Photoshop 

to quickly isolate and draw in details. 

DAL: Thanks. Gmod is quite old now, I think.  

Presumably that means that it doesn’t need an 

uber-powerful PC and graphics card? 

CK: Crazy thing is that all the 4k scenebuilds 

and comics were done on a laptop that is now 

over nine years old, and with an outdated 

graphics card. 

DAL: Wow. You’ve also made your own 

‘scenebuild’ pack for Garry's Mod (Gmod), I 

believe?  Could you explain to readers more 

about what a ‘scenebuild’ is?  Also what does 

that pack include and is it publically available? 

CK: A scenebuild is simply model-bashing/kit-

bashing for image, as is commonly known in 

concept art circles. 

DAL: Right. Poser and DAZ people don’t quite 

have a name for that, but sometimes it’s 

referred to as runtime-bashing.  Mixing and 

matching characters, morphs, textures, clothing 

and accessories, to create a unique new 

character that no-one else has.  It can take quite 

a while, usually a full day to find stuff and weld. 

CK: Yes, in Gmod I like it to… imagine, instead 

of painting with your brush in 2D, you can 

smash 3D objects together in Garry’s mod while 

looking through a fixed camera angle. You are 

basically drawing with 3D objects.  I’ve added 

personal models over the years and shared them 

with the community, which include everything 

from basic architectural shapes like walls of 

concrete, fancy columns, unique statues from 

museums, furniture, trees, vegetation, mountain 

terrain, photo scanned rocks, silverware, and 

more. All of this is freely available for people 

who want to model-bash a scenebuild 

themselves… by searching online for “CK props 

pack.” 

DAL: Great. Let’s turn now to your creative 

artworks. Looking at your Gallery, the settings of 

your work has two interesting tensions.  The 

brutalist concrete architecture of late urban 

modernism — which generally goes by the name 

of ‘Brutalism’.  And the threat of a ‘mutant and 

infestive’ nature.  One can see these two things 

as linked, via a historical view that understands 

Brutalism as having being a 20th century attempt 

to hold nature at bay.  Does this tension arise 

out of your own background and youthful 

terrains — did you perhaps grow up in a 

modernist urban development where it was 

crumbling away and plants and roots were 

growing in its crannies and forcing their way 

through the concrete? 

CK: I was always impressed by the imposing 

force of massive blocks of monotonous concrete 

that simply dwarf us to the size of ants — and to 

think that we humans are capable of creating 

those massive structures. Brutalism is very 

minimalist and demands utility over function, 

that’s what makes it so raw and brutal. There is 

‘no time’ to focus on the aesthetic. Yet if you 

give it time, nature always leaves its mark which 

you can see either through vines or cracks 

appearing in a fractal manner on the bland, 

gray, crude canvas of concrete. Nature, over 

time so to speak, fills in the aesthetic void of 

brutalism. 



35 

 

Picture: “Symbiosis V2” — with digital paint. 
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DAL: I see.  And nature in your pictures also 

seems to have undergone some sort of 

evolution, either natural or engineered? 

CK: Yes. We are able to manipulate nature more 

and more as we evolve as a species, but not 

necessarily in a positive light. We can use it to 

harm people and sometimes inadvertently harm 

ourselves. 

DAL: Talking of harm, battle, fighting, soldiers 

and suchlike also feature heavily in your work.  

Is that arising from an interest in a certain genre 

of videogame, or does it reflect some real 
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 experience in your background? 

CK: Soldiers, battles, fights, guns, and swords 

are a metaphor for conflict in every painting that 

depicts such elements. There is no need for guns 

in a stable society without conflict — think of 

Japan today. Yet lack of conflict usually means 

lack of story progression. Creating a story 

without conflict is incredibly difficult; there is no 

particular thing to defeat, to conquer and 

overcome. I know that Tarkovsky, the director of 

the great science-fiction movie Stalker, was one 

of the few who could pull off such stories in film.  

Picture: “There Was A Firefight”, Garry’s mod. 
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And I think that the way he established this 

conflict was by making the viewer question and 

battle himself. He did this by running a dialogue 

between two extreme dualities of thought  —  

the hopeful romantic in search of ‘divine 

inspiration’ and the pragmatic scientist in search 

of the ‘cold harsh truth’. He shifted the conflict 

from the story onto the viewer. The conflict was 

in the thoughts, ideologies, outlooks of life 

located inside the viewer’s mind. Conveying 

those ideas in art is much harder. 

DAL: The other theme is chemicals, and ‘Alice in 

Wonderland’ style pictures that depict altered 

states.  There’s also a sense I get that your 

approach to pictures is quite European, rather 

‘French’ even.  Have you studied the French and 

Belgian surrealists, who would be the natural 

choice if one wanted to link the sensibilities of 

psychedelics and continental painting? 

CK: Surprisingly enough, I was not influenced by 

surrealist work, but I adore Rene Magritte’s 

work. I think my mind occasionally makes 

unnecessary humorous connections that are 

similar to his work. My view of art, in general, is 

similar to that of science though. One has to 

constantly experiment and draw conclusions 

from results. Unlike science — where a problem 

is known, but the solution has to be sought 

through experiments — in art there is no 

problem posed, but one has to experiment in 

this creative void. In fact, the introduction of any 

new technology expands the field of art. Before 

the invention of the light bulb the concept of a 

lava lamp would not have occurred. This is one 

of the reasons why it’s worthwhile to poke in this 

creative void and experiment with technology.   

DAL: Interesting. You’re also an experimenter in 

digital art.  What was your wildest experiment 

that proved to be a success, either in making a 

picture or in terms of discovering a new 

technique or approach? 

CK: I was baking mashed potatoes once and 

decided to photoscan my plate for fun! It turns 

out by applying a stone texture it makes the 

mashed potatoes look like coral reefs. I am 

currently experimenting with mathematical code 

in 3D, in particular ‘strange attractors’ in chaos 

theory and how these structures evolve under 

different initial conditions and then playing. 

I’ve also recently discovered methods that will 

‘grow’ 3D structures similar to organisms, by 

combining fractals and displacement maps.  

These wind up generating bizarre structures. By 

changing just a couple of initial conditions, the 

results can make and 3D object appear to look 

like dried skin, brain matter, or disease, 

depending on the amount of looping.  

Another field that I am experimenting in is 

‘stochastic calculus’ in architecture. I want to 

combine the chaotic representation and imprint 

it into the concrete. A kind of mix between 

brutalism and chaos.  

DAL: Super.  You mentioned that you also make 

comics, but have not yet uploaded them due to 

the lack of a suitable flipbook viewing format.  

What do those comics involve, what style are 

they in, and how are they made? 

CK: I used to share my comics with other Gmod 

players on a private forum in the old days. 

Nowadays they’re floating on the Internet. If you 

search for “Unforeseen Modsequences” or “Rage 

of the Spanish Inqusition,” then you should see 

those pop up in forums. I’m personally unaware 

of a platform today that allows people to upload 

large comics, except for forums and an ‘imgur’ 

sequence of images. 

DAL: Yes, there’s webcomics.com but that has 

certain set formats and rather narrow 

expectations, or so I’m told. What stories would 

you like to tell in the future, with comics? 

CK: Comedies. I love humorous stories. I even 

have a bunch of scripts written out, but work 

takes up my time. 

DAL: Incidentally, can Gmod do NPR rendering, 

in ‘a comic-book look’?  And if so, then is that 

convincingly hand-drawn or is it ‘a bit iffy’? 

CK: I think that one could figure out a 

combination of color modifications in Garry’s 

mod and a combination of filters to apply 

afterwards in Photoshop to achieve an NPR look, 

but I personally don’t use that. I focus more on 

the story of a comic and less on the style. If you 

think about it, if you take away the story, even if 

the comic looks high-quality and stylish, what 

you get is something aesthetic, but without 

substance. I always prioritize the story in a 

comic.  
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“I focus more on the story of a comic and less on the style. 

If you think about it, if you take away the story, even if the 

comic looks high-quality and stylish, what you get is 

something aesthetic, but without substance. I always 

prioritize the story in a comic.” 

Pictures: “Paintings Inside”; and “Final Green”. 
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The “Unforeseen Modsequences” comic is a great 

example of that. 

DAL: Fascinating.  You’re also interested in 

‘terrain photogrammetry’.  Could your first 

explain what that is and the hardware involved, 

for our readers who may be unfamiliar with it — 

and then outline some of the creative work 

you’ve made with it. 

CK: Photogrammetry involves the capture of 3D 

information from photographs and the 

“… the catacombs 

Pharmapunk picture 

was made in Garry’s 

mod. Making mid-

size interior 

shootouts with 

multiple characters 

and effects is 

much easier with 

Garry’s mod, in 

comparison to 

any other 

software.” 
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 translation of 3D information into a model. It can 

be done with a good smart-phone and open-

source software like VisualSFM for constructing 

the 3D point cloud and MeshLab for constructing 

a model out of that pointcloud. Gleb Alexandrov 

has an interesting tutorial on photogrammetry. 

The interesting thing one can do with it is 

capture objects in the real world which would be 

too time-consuming to model, such as unique 

rock formations, cliffs, tree-structures, river 

beds, statues, and architectural ornaments in 

places such as cathedrals.  
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One of the more creative things I enjoy doing is 

grabbing some unusual rocks on a hiking trip, 

scanning the rocks with my phone, and then 

rescaling the rocks by 100X to create a cliff 

structure.  Architectural elements too. 

DAL: So you’re someone who is also picking up 

public domain elements — architecture 

photogrammetry and chemical models but also 

who is then combining them.  That certainly 

makes for some great pictures such as ‘City of a 

Thousand Drugs’ and ‘Catacombs of Neo 

Paris’ (previous page).  It makes for a great 
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 gothic / noir / cyberpunk mashup concept.  Will 

these ideas develop into a new story-series of 

pictures or even a comic book story? 

CK: Yes, I call this theme Pharmapunk, which 

appears to be very popular. The intersection of a 

dystopian technological advancement combined 

with an increased focus on pharmaceuticals to 

give us either ‘an edge’ or a ‘coping mechanism’ 

to tackle a future in which artificial intelligence, 

instead of improving our lives, may actually 

compete against us and do so in all forms of life.  

As the simpler working activities get automated 

Picture: “CSI Bio-crimes Division”, Garry’s mod. 
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AI will be gunning for the more intellectually 

intensive kinds of work which truly define us as 

human beings and individuals. In my story, 

humanity’s way of countering advanced AI will be 

to improve our biological capacities through 

stimulating larger brain growth and developing 

new senses with the help of the pharmaceutical 

conglomerates. Some people will cling deeply to 

the idea of human individuality and separate 

away into traditionalist mini-communities while 

others will augment themselves biologically to 

become ‘better versions’ of themselves with the 

aid of pharmaceuticals in this brave new world. 

Still others may merge with the growing AI, as 

part of a hive-mind. 

DAL: That sounds like a comic I’d want to read. 

Do you see yourself staying with Garry’s Mod ?  

Or might you move on to other engines? 

CK: Garry’s mod satisfies a very nice niche in 

being able to quickly bash concepts together with 

human characters, environments, and a story. 

I’ve never seen any technology come close to this 

in its speed of execution. Garry’s mod is not the 

tool though if you want to make a micro-scale 

animation such as bacteria growing or a macro-

scale picture such as the Grand Canyon or a 

particle simulation of a hurricane in the ocean. 

For those extremes 3D software like Cinema 4D, 

Blender, 3DS Max are much better. To give an 

example, the construction of Pharmapunk city 

was made in Blender using a particle system, due 

to its massive size, while the catacombs 

Pharmapunk picture was made in Garry’s mod. 

Making mid-size interior shootouts with multiple 

characters and effects is much easier with Garry’s 

mod in comparison to any other software. Gmod 

is the fastest tool for me in that mid-range. 

DAL: Great.  Ok, well thanks very much for your 

time on this in-depth interview for our free 

magazine. We wish you all the best in the future. 

CK: Thank you! 

 

CK is online as ‘Crazy-Knife’ at: 

https://www.deviantart.com/crazy-
knife/gallery/ and at 
https://www.artstation.com/c_k 

https://www.deviantart.com/crazy-knife/gallery/
https://www.deviantart.com/crazy-knife/gallery/
https://www.artstation.com/c_k
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“Crazy thing is that all the 4k 

scenebuilds and comics were done 

[in Garry’s mod] on a laptop that 

is now over nine years old, and 

with an outdated graphics card.” 

Pictures: “The Giant Animals of 

Garry’s mod” series. 
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Michelangelo Celleni made the 

transition from Italy to Los Angeles, 

and now works for leading games 

developer Naughty Dog. He is at the 

cutting-edge of making textures for 

the latest game environments. 

DAL: Michelangelo, many thanks for 

contacting us directly for an interview. 

You seem an excellent choice for an 

indepth interview on the latest forms 

of raytracing available within the 

Unreal videogame engine. 

MC: Thank you for giving me the 

opportunity to talk about my passion! 

I’m always happy to share some 

insight into my explorations of digital 

art, and hopefully inspire other artists 

to use amazing programs like Unreal 

to express themselves.  Ray tracing is 

a technology that has been around for 

quite a while, but seeing it in action in 

real time has been so thrilling for me… 

and I think that every real time artist 

should look into it! 

DAL: Indeed, the new RTX technology 

is very interesting. But tell us more 

about yourself first, how did you first 

get into 3D artistry when you were 

younger? 

MC: I was developing a game with 

some friends and I was essentially the 

only artist in the team. I originally just 

wanted to contribute concept art but, 

as production continued, and our 

‘dream game’ became reality, I 

realized how my lack of 3D skills 

impeded the visual goals of the team. 
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In our minds we were imagining the game as 

being a beautiful 3d-stylized tactical RPG (with 

dynamics heavily inspired by Final Fantasy 

Tactics) but, in reality, our prototype was 

comprised of cutout shapes and sprites painfully 

animated in Photoshop. The game looked 

‘interesting’, and it was functional as a 2.5D 

demo, but the programming and design had to 

be constantly re-targeted to fit my capabilities 

and schedule. 

Just as our team was starting to tour the country 

to showcase the demo at indie game 

conventions, I was finishing high school in Italy 

and was looking for possible higher education 

abroad. Concept art was still my main focus, and 

to make it my profession I was recommended to 

attend several art schools in Los Angeles. During 

my first visit of the city, I stumbled upon 

Gnomon, and I realized that it would be the 

place where I would learn the most, as most of 

the artworks decorating the school walls were 

done entirely in 3D, and it all looked absolutely 

stunning. 

DAL: A fine choice.  And you’re now an 

environment designer in Los Angeles.  Did you 

also train in other fields? 

MC: My technical training includes online 

courses, drawing books, digital art workshops, 

comic book schools and, most recently, a two-

year certificate program at Gnomon where I 

learned about 3D art. But, without years of avid 

reading and playing, it would be impossible for 

me to apply the technical knowledge.   

So what I’m saying there is the main foundation 

of environment design is storytelling, and I have 

always been passionate about books, comics, 

movies and of course games. Starting from 

comics, I had always consumed this media with 

a critical mind, and tried to replicate it with the 

same amount of passion that I had consuming it. 

Picture: Michelango’s test scene for RTX 

benchmarking and demo renders. 
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 As my range of skills widened, I organically 

found myself spending more time designing 

scenes and environments compared to the 

characters that would inhabit them. I find more 

chances to tell an interesting story by letting the 

viewer, or the consumer of my art, be the main 

character and omit placing oneself in the scene. 

DAL: Would you recommend the Gnomon 

training route if people want to get into the 

industry at a high level?  I’d imagine there’s a 

certain cost barrier there? 

MC: Studying at Gnomon is definitely very 

expensive but, yes, if your goal is getting into 

the industry, then this is one of the best schools 

to join. All of my classmates and friends, who 

have studied alongside me for the two years, are 

now employed in some of the biggest companies 

in the videogame and movie industry. But, even 

in the past year, many new digital schools have 

opened, and the amount of tutorials and online 

courses and webinars has grown substantially, 

so, to any artist looking to work in the industry, 

I always recommend to look at what is readily 

available first. Ask professionals for advice and 

most importantly have a clear goal. 

DAL: And specifically, you now work for the 

major game developer Naughty Dog.  Are you 

able to tell us more about your work there? 

Within the limits of non-disclosure and ‘trade 

secrets’ of course. 

MC: Sure, I am working there as a texture artist, 

so I mostly use a proprietary in-house material 

editor to create or modify materials that belong 

to assets in the game. To ensure that the 

material response is correct, and the level is 

optimized, I have to work with different software 

packages and interact with artists from different 

departments, so I find myself learning 

something new about game creation every day. 
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My work is overseen by several leads and all the 

other environment artists are always available 

for questions and can help me out when there is 

an issue. Occasionally I get to help other 

colleagues too, since texture artists are still 

being hired, and it’s a great way to solidify my 

knowledge and really master the craft. 

DAL: Great, congratulations. And I understand 

that Naughty Dog has a unique free-wheeling 

approach to game development?  Can you 

outline some of that for our readers, please? 

MC: From early development, up until the end of 

production, game designers come up with new 

ideas for gameplay and software engineers and 

artists work together to integrate them in the 

game, this is to ensure the best possible game 

and everybody is happy to make it better. 

There are still specifically defined phases of 

production that dictate the deadlines for each 

department (alpha, beta, gold), and they are 

very important, just not as crucial as the final 

quality of the game, both visually and 

performance-wise. 

DAL: Sounds very optimised.  Turning to the 

technical side, now.  You are developing to take 

advantage of the new RTX series graphics cards, 

which are designed for real-time ray-tracing in 

Unreal and other software such as DAZ Stuydio.  

What are the main challenges in developing for 

RTX, and how are you solving those challenges? 

MC: As soon as Unreal supported ray tracing I 

was very curious to try it in my personal 

projects. Turning it on is still not optimal in most 

scenarios, but the new RTX cards have dedicated 

RT cores, and are also more powerful than the 

previous generation, so they can easily handle 

these expensive features. 

The main challenge is figuring out whether it’s 

worth sacrificing performance for the visual 

enhancements brought by ray tracing. You 

cannot just ‘turn all the sliders to the max’, even 

with the most powerful cards, and you always 

need to compromise somewhere. 

In my projects I always think about ‘the visual 

target’ along with the story, for example, if the 

focus of my scene is an object with a refractive 

surface, then ray tracing is currently the best 

option to make it look realistic.  

But if the environment has numerous complex 

materials, or is exceptionally geometry-dense, 

then ray tracing will only hurt performance with 

little to no visible benefit. 

DAL: Thanks. Obviously there’s a technology gap 

between advanced 3D gamers and hobbyist 3D 

artists, in terms of their PC kit.  But there’s a 

Pictures: Michelango’s test scene for RTX 

benchmarking and demo renders. 
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 nice synergy there too, as the huge gamer 

market brings down the costs of powerful 

graphics cards and base-unit PCs, which then 

makes these somewhat available to more budget 

conscious hobbyist and semi-pro artists.  The 

current flagship gamer card appears to be the 

GeForce RTX 2080 — which here in the UK 

currently sells for between a hefty £800 and 

£1,300. Ouch! What’s your current 

understanding of the time-frame for mass 

adoption, say at a $300 mass-market price-point 

for a slot-in card? 

MC: l feel like cloud rendering has rapidly closed 

the gap between 3D artist and gamers in terms 

of their setup, and in the future even gamers will 

lack the need of a ‘physical PC battlestation’ as 

cloud gaming becomes widely adopted. 

DAL: Interesting.  Let’s hope that doesn’t take 

the wind out of the sails and sales of GPU cards. 

MC: If the promises of Google with Stadia are 

true, for cloud gaming, then I feel like we will 

not see the card prices sink down… they will just 

disappear from the market all together! 

DAL: Oh dear. Nvidia won’t be happy about that! 

Nor will many 3D hobbyists in the DAZ and Poser 

world. Still, many things that Google launch 

come to nothing, and get closed down after a 

few years.  We’ll have to wait and see I guess. 

MC: As far as game and game engine developers 

adopting ray tracing though, I see that as being 

quite a lot slower. A game shouldn't look 

amazing in order to playing amazingly, and the 

impact of ray tracing is definitely noticeable — 

but still not “game-changing” in the majority of 

scenarios. 

Realistically the mass-market specs mean that 

gamers will not be required to buy a RTX card to 

play a game anytime soon, so I don’t think the 

price of the cards will drop that low — to $300 — 

for another 3 or 4 years. 

DAL: Thanks.  And how long before the consoles 

can do it?  Or can they already? Being a 

Windows PC guy and only a very sporadic gamer 

I’m totally unfamiliar with the world of consoles, 

but I did see a headline that said a powerful new 

Xbox is due before Christmas 2020.  And I 

assume that Sony and Nintendo and the others 

are all striving to keep pace with each other. 

MC: Current consoles are very far from the 

standards of a gaming PC, and don’t support any 

kind of ray-tracing. I believe that next-gen 

consoles will not adopt this technology either, 

but this is actually in the best interest of us as 

gamers! 
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As I mentioned previously, ray-tracing is not 

always a way to make games look or play better, 

and, when developing for a console, game 

developers will ‘think twice’ before enabling this 

expensive feature, it’s just not optimized enough 

for now, and thus will remain exclusive to PC 

games for quite a while, maybe even a decade. 

DAL: Ah well, that’s good. Good news for the 

price of PC base units and their hardware, I 

mean.  I’m also vaguely aware — again just 

from glancing at the headlines — that there has 

been a good deal of interest among effects 

houses serving studio film-makers, in terms of 

taking huge render times out of the movie 

production pipeline. 

MC: Yes, real-time is already an integral part of 

VFX production, starting from real-time motion 

capture, and ray-tracing is playing a huge role in 

the race to catch up with traditional rendering. 

Back in May 2019, Redshift released hardware-

accelerated ray-tracing support, and V-Ray GPU 

has shown incredible results making the most 

out of the specialized RT Cores present on the 

RTX cards and NVLink — the latter is a special 

technology that allows two RTX cards to share 

their VRAM thanks to a physical bridge that 

connects the cards. So offline rendering software 

has already fully embraced ray tracing and most 

FX studios already welcomed GPU rendering into 

their pipeline. 

DAL: I see. Thanks. 

MC: But the full switch to real time software is 

not going to happen soon though, since game 

engines like Unreal are still only partially ray 

traced — they mostly utilize rasterization — 

which makes rendering faster but still too 

inaccurate to be suitable for movie production. 

DAL: What other innovative uses do you foresee 

for real-time ray-traced rendering? 

MC: I see a lot of potential for ray-tracing in VR. 

It’s kind of crazy to think about it now, when 

most graphics cards still struggle to output at 

the proper resolution and framerate that ensures 

an optimal VR experience, but in the near future 

I expect to see more and more VR projects to be 

having ray-tracing enabled.  The accuracy of ray 

traced reflections and real time GI brings a new 

level of immersion to the game.  Where you can 

get extremely close to surfaces, ray-tracing can 

make a huge difference to ensure the proper 

material response to light.  As the headset 

strives to simulate realistic movement and 

interaction, so should the engines aim to bring 

photoreal rendering to VR. 
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 DAL: Super news, thanks. What’s on your ‘must-

have’ creative checklist, when you start out 

designing and texturing an environment?  I 

mean… above and beyond the outline 

requirements given to you by the art director?  

Do you try to work out what the full story is and 

work partly from that?  Or do you try to work 

more toward emotional evocation? 

MC: Story is definitely crucial, and if it’s a good 

story it will resonate with the viewer and 

consequently make them feel emotions, but I 

like to start from reference. I select a limited 

amount of pictures or videos that have 

interested me, and I try to elaborate on their 

‘message’ to me. Sometimes I just really get 

into a game, I play it a lot, and I think about 

how I would expand this world that has 

captivated me, kind of like an ‘artistic tribute’. 

After an initial blockout or 3D sketch, I write 

down my visual goals and I start my research on 

the best technical approach. I like to learn 

something new with every new project, I try to 

master a new program or a new technique that I 

avoided in the past.  

At this early stage, I think more seriously about 

the story too, and I make sure that it’s a good fit 

for my creative goals. If these are complex then 

I am not afraid of moving into production and 

doing some tests:  it might seem like wasted 

work but, most of the time, I found it’s quicker 

to do some practical tests to accurately estimate 

how much time I will spend on a task. 

DAL: Good advice, thanks. Your demo pictures in 

your gallery are what I would call ‘enticing’.  

They make you want to step into that place or 

landscape.  That’s a key thing I look for in a 

picture:  “Does it make me think this is a real 

place, either in toon or photoreal, and do I then 

want to ‘step into it’”?  Have you developed any 

techniques which enhance that ‘enticing-ness’, 

or does it just come naturally to you? 

MC: That’s a very cool way to describe that 

feeling! I never really sought after ‘enticing-

ness’, but I pay close attention to the reactions 

of whoever I show my work to.  I have been 

lucky to be surrounded by incredible artists for 

more than three years and I treasure any kind of 

feedback that they give me. Especially the first 

few words that spontaneously come out when I 

ask for advice, they should match the story I am 

trying to tell. If there is a detail or an object 

distracting from the immersiveness, then it’s 

going to be ‘called out’ far more often than 

anything else. 



54 

 
 

A good way to check for these kinds of issues, 

without having anybody around to point them 

out, is to apply filters to your image, look at 

them in black and white, flip them horizontally, 

vertically, anything that helps you get detached 

from the work and look at it just as an assembly 

of shapes, colors, ultimately pixels. For 2D work 

simply resizing the image usually works great, 

but in 3D try to change the lighting, push the 

contrast, make sure the scenery has meaning 

that goes beyond a clever composition. 

DAL: Yep, just squinting at it can work too. You 

also specialise in making textures and materials.  

How big a part do those things play into making 

a picture believable and ‘a place’ that we’re 

enticed to enter? 

MC: Materials are key to control the level of 

detail, or change of frequency throughout the 

environment, which ultimately determines the 

multi-dimensional composition and the path of 

the eye admiring the scene.  Most of the feelings 

conveyed in an environment come through the 

textures: how cold a surface would be when 

touched, how rough; our brain processes 

incredible amounts of information but often 

without making it explicit. When I create an 

environment I try to balance all of these 

elements in a way that serves the purpose of the 

story, I guide the eye on the more inviting path 

and place important story beats along the way. 

DAL: Do you find that there’s a tension between 

having real-world textures in a fantasy world?  

really-real textures get in the way of 

believability, be ‘too real’ for a stylised setting? 

MC: I can definitely see the importance of 

keeping a consistent style, and real-world 

textures can be hard to balance, when you 

source them from completely different 

environments in real life. But there are so many 

different tools that allow to tweak these textures 

that I would never want to prohibit their use at 

least as a base from which to start creating your 

own materials. Artistically I see how using these 

textures could be harmful, if unsupported by the 

same level of quality in the lighting, animation 

and visual effects. But striving to reach 

photorealism in real-time has always been 

exciting for me, and I feel like real world 

textures are the only way to reach it. 

DAL: Talking of textures, what’s your opinion on 

the filtered comic-book look in Unreal, and 

where it’s headed in the future?  Last night I was 

glancing over a new IEEE CoG 2019 paper on 

the new ToonToy renderer for Unreal, which 

appears to be the cutting-edge and had a 

Moebius comics-art effect in Unreal. I was like: 

“hmmm, sort of nice… but not quite there yet”. 

MC: I like the idea of tweaking Unreal to this 

level. We kind of take it for granted, but the 

engine is just a base to start from, and any new 

addition will ultimately benefit the whole creator 

community. Maybe a simple plugin is not enough 

to transform convincingly the look of a game, 

but paired with Nvidia’s deep learning tools I can 

see real-time image manipulation becoming 

more and more appealing.  The ‘comic book 

look’ is a classic that I feel like works really well 

with games: the outlines give a defined shape to 

the models and make the scenery pop almost 

aggressively, I’d love to see more experiments 

inspired by this style! 

DAL: In my view 3D to 2D has to be convincing, 

in terms of producing as-if real hand-drawn 2D.  

A half-way attempt is just as icky to me as a 3D 

‘uncanny valley’ human face used to be.   
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 Last night I also stumbled on an old year-2000 

paper which was getting great realistic toon edge 

inking results with an ‘isophote distance’ 

algorithm on a 3D shaded character, but 

according to Google Scholar that just doesn’t 

seem to have been used or mentioned anywhere 

since.  While today the technology is obviously 

out there to do 2D in 3D with some style 

(Borderlands 3, Void Bastards etc) with toon-

drawn textured characters, the ‘convincingly 

hand-drawn by Moebius’ game filter is definitely 

still a few years away, by the look of it. 

Which brings me to my question: What stylistic 

approaches to game worlds have excited you, in 

the last few years?  Comics-style or other styles. 

MC: Just recently I have been really impressed 

by pixel-art style games, like The Last Night, 

Blasphemous and Noita.  Almost the opposite of 

the hand-drawn style, the pixel style is of course 

born from the old restrictions on memory space 

and also the determination to ‘say more with 

less’.  And out of that has come a ‘meta-

language’ that is minimal, but extremely rich in 

sound and emotion. As soon as I see the pixel 

art style I think “game-on”! 

DAL: Thanks. What else has excited you recently 

in games?  Not just art, but everything from 

settings to play mechanics to marketing. 

MC: I am crazy for Beat Saber. I was captivated 

by early VR and for years I waited for a game 

that would ‘capture me’ inside its world, like 

many other non-VR games had done in the past. 

But sloppy artistic direction and frustrating game

-mechanics always hindered my journey into VR. 

But Beat Saber is all I want from a music game 

— dynamism, perfect beats, immersion, all of 

which are amplified in a VR space, playing the 

game is just loud genuine fun. 

DAL: What are you working on at present, if 

you’re allowed to talk about that in public? 

MC: At the studio I am working on The Last of 

Us part 2. In my bits of free time I plan out my 

future personal projects and my career goals, 

and I try to keep up with the new releases of the 

software that I like using the most, like 

Substance Designer. 

DAL: Great.  And where do you see your career 

going in the future?  

MC: In the future I would like to assemble a 

team to create digital content. I find that I am 

never as inspired as when I work alongside 

somebody else who I admire, and hopefully I too 

will become a source of inspiration for others. As 

with most artists, I am intrinsically more 

comfortable when I am alone, so I feel like I still 

have a lot to learn before I can have the social 

strength and capability to lead a team. But being 

part of a group as talented and passionate as 

Naughty Dog has already helped me to see what 

I need to work on the most, and what makes a 

good teammate and leader. 

DAL: Super. We wish you well with that.  

Michelangelo, many thanks for this informative 

in-depth interview for our magazine. 

MC: Thank you again for letting me share my 

story, and talk about my experience with ray 

tracing, I really hope to have inspired other 

readers to try this new amazing technology. 

 

Michelangelo Cellini is online at:  

pureadimelograno.artstation.com 

https://pureadimelograno.artstation.com/
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In sunny California Jonathan Winbush is a TV 

and movie titles specialist, who has also done 

award-winning VR work. His next big VR project 

involves the Unreal engine and real-time. 

DAL: Jonathan, welcome to Digital Art Live magazine. 

We're very pleased to have someone who’s worked on a 

major VR visualization project for Mix Master Mike and the 

Beastie Boys. But before we get to that, let's start at the 

beginning.  How and when did you first become interested 

in the possibilities of digital graphics production? 

JW: I was always interested in computer arts ever since 

the early 80s. As a kid I was playing around with the 

Printshop software on my grandmother’s Tandy 1000. The 

first time VFX and motion graphics really caught my 

interest was when I saw The Matrix in cinemas and back 

then I had no idea such effects where possible. After high-

school I went to the Art Institute of Pittsburgh, and earned 

my Bachelors degree in Motion Graphics / VFX.  

From there I went on to do an internship under one of 

Adam Sander's companies, under the Happy Madison 

umbrella, and from there is where my career really started 

to take shape. 

DAL: I see. You mentioned your grandmother. Was there 

anyone special who was a mentor there, or who just 

encouraged you during those first uncertain years? 
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“ForMagma Chamber there were only two artist on visuals, 

myself and comic book illustrator Tony Washing. That was 

back when there where very few tools to create such a thing. 

… Our first award that we won for the project, it beat Bjork 

and Queen at the VRFest, winning ‘Best VR Music Video’.” 

https://winbush.tv/
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JW: I just learned from as many of the artist I 

could, while interning. Once I rose to become a 

junior artist, there this art director by the name 

of Greg Kupiec. He really took me under his wing 

and really helped accelerate me as an artist. 

DAL: Great. What was the first software you 

learned? Did you start as a hobbyist, or did you 

jump straight to the "big guns" of Adobe After 

Effects, Cinema 4D and the high-end composting 

and grading tools? 

JW: While in art school I was taught 3D Studio 

Max, Combustion, and the Adobe suite. But once 

I started working in Hollywood, I quickly 

transitioned into Cinema 4D. Because at the 

time that's what everyone in motion graphics 

was using, so I picked up on that pretty quickly. 

DAL: Yes, it’s not that difficult to use, compared 

to some of the others. Now, you also craft 

superb video "splashes", which is a name our 

readers may not be familiar with, other than 

seeing them at the opening of DVD series and 

YouTube videos suchlike. Perhaps you could talk 

about the Kulipari ‘splash’, as an example? 

JW: Yes. So a great deal of the work I do for 

television and movies are the main title ‘open 

sequences’ that TV viewers will be familiar with. 

I've been blessed to have the opportunity to 

have done title work for everything from Marvel 

films to Netflix original shows. Kulipari is a 

Netflix original cartoon in which I created in 

collaboration with an agency called Double Plus 

Good. The premise behind it is that the client 

wanted a cool way to show “cave paintings come 

to life” and kind of give a tease as to what the 

series is about. I provided them some ‘show 

assets’ to create the cave wall art with, and then 

I created the rest from there. 

DAL: Fascinating idea. And you've also done 

work for the Iron Man movies, with Warner 

Brothers, animated TV lines for Transformers, 

and others? 

JW: Yes, I actually worked at Warner Bros for 

several years, working on television shows such 

as Big Bang Theory & Two and a Half Men and 

video games for WB Games such as Lego 

Batman, Mortal Kombat, Lego Harry Potter. 

Since I started my own studio, I do a lot of 

trailer graphics for the Transformers animated 

series — which has been great. But one of the 

projects that's most special to me is as you 

mentioned being able to work on Iron Man. I 

worked on the very first one, which I feel kicked 

off the entire Marvel Cinematic Universe that we 

know today, so it's been great knowing I helped 

in starting something so big. 

DAL: Super. Yes, I think you’re right. The first 

Iron Man did it. And you've done some 

fascinating work in the music industry, award-

winning VR Magma Chamber 360 VR.  You were 

Environment Artist and VR Compositor on that, 

which given how it looks much have been quite 

a ride. What was the toolset and workflow on 

that project? I've heard software called SkyBox 

Studio mentioned? 

JW: Yes. So Mix Master Mike is a good friend of 

mine now, and we actually met by me just 

taking ‘a shot in the dark’, and asking him if I 

could create the first hip hop VR music video 

with him. For Magma Chamber there were only 

two artist on visuals myself and comic book 

illustrator Tony Washing — so between the two 

of us we created the Magma Chamber. That was 

back when there where very few tools to create 

such a thing, so it was a lot of trial and error. 

But in the end we debuted it at Comic Con to a 

huge crowd, and since then it has been featured 

at the Cannes film festival as well as won 

numerous awards around the world. This project 

is extra special to me because… I had no idea 

what I was doing, going in! And our first award 

that we won for the project, it beat out Bjork 

and Queen at the VRFest, winning ‘Best VR 

Music Video’ that year. 

DAL: Superb. Congratulations. It just shows, it’s 

always worth asking. And Skybox? 

JW: Yes, Skybox is software created by my now 

good friends at Mettle. As I was saying before, 

there was very little software to help create 360 

VR videos and I came across Mettle in the 

middle of working on Magma Chamber. I 

purchased the software and it sped up my 

workflow by like… 10 fold! Since then Adobe has 

bought the Skybox suite from Mettle and it's 

actually now a part of Premiere and After 

Effects. So all the VR tools you see in Premiere 

and After Effects started off as Skybox. 
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A key part of Jonathan’s work involves animated title sequences, such as those shown above. 

From top: Titles sequence for TV series Arrow, based on DC Comics character Green Arrow. With thanks to 

DC and the CW Television Network. Title for Watchmen TV series, with thanks to DC Comics and HBO. Title 

sequence for Kulipari, with thanks to Netflix. 
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 DAL: Interesting. So in terms of how it works, is 

that like the old Apple QTVR? Where you had a 

tileset of six x 360-tiles and a software viewer 

that would bring them seamlessly together? 

JW: Yes, kind of. You can work with the tiles ‘laid 

out’. But what made Skybox special is that you 

could work in equintangular form, in a form 

where you can see everything laid out. It even 

allowed you to work from within a VR headset, 

so you could see exactly how your content would 

look. 

DAL: I see. So Magma Chamber was 2016, and 

I'd imagine that the workflow and tools have 

developed in the three years since then? What 

are the new VR production tools you've been 

impressed by since then, and why? I've heard of 

something called Pano2VR for instance. Or, 

perhaps, you're been more impressed by new 

features added to the existing older tools? 

JW: Yes, since then there’s been a lot of 

progress in the tools available for VR. Since 

Skybox is built into Adobe now, you really have 

everything you need there for 360VR workflow 

and it’s built right in.  

These days I've been dabbling in real-time game 

engines like Unreal Engine 4, which is where I 

want to take my VR work next. So that you can 

walk around in the environment I create. I'm 

actually working on another VR music video with 

Mix Master Mike in Unreal and in real-time. At 

the start of the year we flew to Georgia State 

University to shoot volumetrics and motion-

“For work I've done in VR, my favorite 

is the Moonbase Invasion ReMix video 

I did with Mix Master Mike.” 
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 capture performances of Mike, so now with that 

data you can physical walk up to Mike in real-

time in VR and watch him perform… as if he's 

really there in the room! Utilizing technology 

from 4Dviews and iClone, our next few VR music 

videos are going to once again push the limits of 

what VR can look like I feel. 

DAL: Great. You mentioned cave paintings a 

while ago. Have you seen the award-winning 

recreation of the Lascaux cave in France? Part of 

a major tourism development there. I'd imagine 

there's now quite a lot of interest in VR/AR that 

can mesh with museum design and similar? Not 

to mention theme parks and other attractions. 

Have you have any interest from such clients? 

JW: I have seen it, and it's well put together. 

One project that really stuck out to me in this 

sort of space is a project where they took actual 

photogrammetry footage of an ancient Egyptian 

tomb, a place to which the public has no access. 

This footage means that you can now physically 

walk around this tomb in VR, and since its all 

from real photo data you feel as if your actually 

there. It's pretty insane. 

DAL: Great, thanks. What's been your favorite 

project in that area, so far? 

JW: For work I've done in VR, my favorite is the 

Moonbase Invasion ReMix video I did with Mix 

Master Mike. But as for VR projects I like that, 

I've seen from others, I have to say the Egyptian 

Tomb project and the Star Wars Vader Immortal 

project ILM just released no too long ago. 
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 DAL: Talking of architecture, do you enter that 

kind of ‘visualize some future architecture’ 

contest, of the sort that pops now and again? 

JW: Actually for the next VR project I'm working 

on, it's going to be another space-themed 

environment. This time it'll be in a bunker-type 

setting, so I'm pulling a lot of inspiration from 

the Mars project from SpaceX as well as the 

corridors from movies like Aliens and 

Prometheus. 

DAL: You’re based in Orange County, California, 

I believe? Which was ‘sun and surf, play hard, 

work hard’ country, last time I looked. Do you 

find inspiration in the local landscapes and 

seascapes in California? And do you perhaps 

have a creative sideline there that helps you 

relax after the VFX and CG work is done?  I'm 

thinking, maybe... painting, photography, 

music... surfing even?  

JW: It's a great place to live. I'm originally from 

Pittsburgh, Pennsylvania, so I'm definitely 

grateful for the change of environment I have 

here. I do a lot of hiking, biking and exploring, 

since the weather is so nice. But most recently 

my son and I have been getting into building our 

own stuff, and are constructing an arcade 

cabinet from scratch which has been a lot of fun. 

DAL: Super. I love those old pinball games, if 

only in their digitally recreated forms. It’s great 

hand-to-eye training, too. And in terms of your 

main work, what’s the studio setup like, in 

2019?   

JW: Since starting my own studio I work only 

out of my home office, so that I can always be 

with my wife and kids. I have about 3 PCs here 

right now, that I hand built, and that I mostly 

use for rendering. Plus some workout equipment 

to help stay in shape during those long renders… 

so I'm not wasting away at the desk. With the 

continued advancements in tech it's been great 

being able to do so much from right here, with 

the power of just my PC. 

DAL: Nice. So how exactly does one work with 

high-end studio clients these days? I imagine 

that the days are long gone when one rendered 

out on an overheated home render-farm and 

then FedEx'd them the final footage on a hard-

drive? Do you upload the files to a specialist 

render-farm for them to render out, or do the 

studios get finished file packages that they can 

just slot neatly into their workflows and do the 

rendering themselves? 

JW: For me personally I have my home render 

farm, because since I work on shows and movies 

This page: Title sequence for historical epic The Bastard Executioner, with thanks to Twentieth Television.  

Opposite: Titles sequence for TV series Arrow, based on DC Comics character Green Arrow.  
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 I can't risk anything leaking. So I keep 

everything in-house, but as for delivering, most 

of the time I can upload my final renders to the 

clients. These days I'm looking into more real 

time rendering solutions to try and kill off the 

need for even my local in house render farm. 

DAL: I see, fascinating. Being down at the 

hobbyist end of things, I don't read enough of 

the high-end production trade-journals to know 

about where these things are these days. I 

glance through someof the 3D magazines each 

month, but they’re gone way too high-end and 

‘aspirational student’-y. 

JW: I’d say that in the entertainment industry 

more and more of it has been moving towards 

real time rendering I'm seeing. A lot of high-end 

motion graphics studio have already adopted it, 

and the quality is getting to be so good that I 

think it's only a matter of time before we can use 

it in feature films. If you look up a short film by 

Quixel called Rebirth you'll see the current power 

it has. 

DAL: What would be your dream-job? 

JW: I'd love to work on another Marvel film. 

Something like Into The Spiderverse would've 

been a dream to work on, even if I only did a 

small piece. That movie was one of the best 

movies I've seen in awhile in terms of really 

pushing a unique artistic vision. 

DAL: Finally, do you have any involvement with 

helping pass on skills and inspiration to talented 

young people? I'd imagine the VFX crowd in 

California run all sorts of charitable programs in 

that line? 

JW: Actually at the start of this year I started a 

YouTube channel dedicated strictly in passing on 

my knowledge that I've learned over the decade, 

and all for free. I even give away my project 

files, when I'm able to, for anyone to check out 

and learn from. You can reach my channel at 

https://www.youtube.com/c/jonathanwinbush 

DAL: Great. Ok… well we wish you well with that, 

and with your future work. Jonathan, many 

thanks for this in-depth interview. 

JW: Thank you for having me I really appreciate 

it! 

 

Jonathan Winbush makes motion 

graphics with a focus on TV titles, 

VFX, and VR/AR.  He is online at: 

https://winbush.tv/ 

https://www.youtube.com/c/jonathanwinbush
https://winbush.tv/
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This month we present a small gallery of designs inspired by 

nature. We start with some unlikely steampunk desk ‘helper 

creatures’ and moving on to more feasible modern ideas which 

use creature-like elements and designs for drones and PCs, then 

end with a look at the design of self-driving and flying cars. 
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Picture: “Clockwork Scorpio” by Pigs3. 

https://www.deviantart.com/pigs3
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Picture: “The Alarm Clock” by Pigs3. 

https://www.deviantart.com/pigs3
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W hile steampunk-bot desk-

assistants in the form of chickens 

and scorpions (see previous pages) may 

seem rather unlikely, flying delivery 

drones are already here — if only in ugly 

prototype form.  Given the commercial 

weight now being put behind such flying 

delivery services, from the likes of 

Amazon and others, we can imagine 

that great thought is being put to the 

aesthetic forms such drones will take.  

Here we see two possibilities. 

Samize’s “5” (left) imagines a bot 

inspired by a cute butterfly-beetle, plus 

a dash of tortoise, carrying a forgotten 

lunch-box to school.  

Let’s overlook that possibility that in 

2040 little Jenni probably doesn't 

physically go to school, and that her 

daily sugar-fix is delivered via a pill.  

The design is valid anyway, because it’s 

appealing.  The hook-arms are a little 

scary, but otherwise one would be quite 

happy having one of these appear out of 

the sky and settle on the school lawn. 

Igor Puskaric’s “Worker 12” (above) is 

definitely more scary, part motorcycle, 

part hover-bee.  It looks like it’s quite 

loud, and probably works inside a vast 

automated factory.  Despite the human-

like faceplate, we wouldn’t want to meet 

it on a dark night at the loading-ramp. 

https://www.deviantart.com/samize
https://www.deviantart.com/iggy-design
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Will powerful PC base units have some sort 

of personality, especially as they become 

small and lighter? And as we become 

inclined to talk to them and find that they 

talk back (Alexa, etc)?  Some users may 

even wish that some of their hardware 

could autonomously “follow them around” 

— meaning that we wouldn’t have to carry 

them around.  Hover-tablets, anyone? 

But opposite, here we see two ideas for  

‘character’ base unit PCs. 

In Samize’s “Transistor: see you in the 

country” (far left, top) we glimpse future 

computing units that take their power into 

the garden or even the fields, and have an 

aesthetic design to blend in. As farming 

becomes far more computerised, who is to 

say that each farm field won’t need a base-

unit in it, controlling crop-bots, weeding 

drones, and guard-bots to protect the crop? 

Such devices would also need self-defence, 

or risk being stolen. Grotesk-Victor’s (Victor 

Pavlov) "X-Sentry, hybrid" (near left) 

appears to be tending a more indoors, 

industrial facility, and is obviously in service 

as a guard.  It’s certainly not impossible 

that a very valuable server (informationally 

as well as technically) might have ‘self-

defence’ capabilities built-in in future.  

Possibly also the ability to lift itself up on 

robo-legs and relocate itself autonomously, 

in the event of an attack or disaster.  A 

flood for instance, would present obvious 

uses for legs.  Again, we think of future 

‘farm field’ servers, which may also need to 

reposition to re-charge via solar power. 

Of course, all this assumes we don’t 

become the PC, as cyborgs.  Left we see 

DMarsela’s “Faces” (left), in which humans 

seem to have fused with a PC base unit! 

In Iggy-Design’s (Igor Puskaric) “Bolt” (far 

left, bottom) we glimpse another possible 

denizen of a future office, a dust-zapper.  

Dust, after all, is one of the key enemies 

and killers of PC base units.  So why not 

have tiny electrostatic “hoover insects” that 

zap it?  Although we might like them to 

look a little bit cuter than the creepy BOLT. 

https://www.deviantart.com/samize
https://www.deviantart.com/grotesk-victor
https://www.deviantart.com/dmarsela
https://www.deviantart.com/iggy-design
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 What of road cars? In the mind of the big-ticket 

buyer, the form of “the sexy car” is pretty much 

set.  As such it’s unlikely to be influenced 

toward a radical new form simply by the 

integration of a chunky supercomputer into the 

rear-end (for semi-autonomous driving) or 

being electric. 

But it’s quite possible that other non-sexy 

personal forms of transportation will become 

semi-anthropomorphised in their future design.  

Vehicles such as autonomous taxis, but also 

care-home wheeler bots for the elderly, and 

perhaps even small personal air transport, 

airships and local tunnel-shuttles.  All of the 

latter forms of transportation will entail a 

certain degree or risk and fear, especially if the 

vehicle is not reassuringly large and robust.  

Thus a semi anthropomorphic or organic design 

may help to reassure the average traveller. 

Opposite we can glimpse the first stirrings of 

this, with the well-known design of the first 

Google autonomous self-driving car. The front-

on-view is clearly designed to be a ‘hapless 

face’, and harks back to the cute ‘bubble-car’ 

designs of the late 1950s (left). 

But what if the car is for patrols and requires a 

more formidable presence?  From South Korea, 

Kim Seung Uk makes a suggestion, envisaging 

a self-driving Police patrol car (left) suitable for 

the streets of bustling cities of the Far East.  

Here he taps into the design of the well-known 

papier-mache ‘tiger-face’ design commonly 

seen in street parades in the Far East. 

While we suspect that this police car’s hard 

protective grid may be a PR disaster for such 

cars in the west, there will certainly be the 

initial problem of mindless attacks from yobs on 

such self-driving cars.  Especially as cars will 

not be able to deploy robust yob-zapping self-

defence measure, due to the questionable 

activities of compensation lawyers. 

Smaller robot vehicles are another matter, but 

in a sense they’re already here — in the form of 

free-roving autonomous lawn mowers and room 

cleaners.  For some reason the designers of 

these have seen far less need for human-like or 

creature-like design, with (so far) only the 

vaguest design references to beetles.  Instead 

the preferred design is glossily vague high-tech. 

Credit: darquewanderer 
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What of flying cars?  Well, here are two of the Early Round winners of the GoFly Challenge for personal 

flight.  The influence from ocean creatures, such as mantas, is obvious.  The GoFly 'Final Fly Off' will be 

held in San Francisco on 29th Feb 2020. The manned winners will take to the air, in a live flying trial! 
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Our pick of the most inspirational art and sci-fi.  Make your imagination LIVE! 

VIDEOGAME:  NO MAN’s SKY: BEYOND 

The original No Man’s Sky was released three years ago. Despite a very 

bumpy launch, this ambitious procedural game has been worked on and 

refined ever since. Summer 2019 saw the major free update “Beyond”, 

with adds VR and much more. We've now happy to recommend this 

thoroughly polished, bug-fixed and expanded game of space adventure 

and planetary exploration. 

It’s a very ‘zen’ game, and can still be played solo rather than in 

multiplayer. While there’s still a certain amount of mundane ‘grunt and 

grind’ activities for the new player to work through, it’s now more clearly 

explained why you’re doing these missions and activities. The game’s 

story, dialogue, community-feel and major missions have also been 

more tightly welded together by the new update.  

Expect to pay $50 or £40 UK, for the game on Windows / Xbox / 

Playstation. The Oculus Rift S is probably the best VR headset for this, 

for those looking at the more affordable end of VR options — but be 

aware you’ll need a powerful gaming rig to get the best from the VR. 
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Picture: Press picture, with thanks to Hello Games of the UK. 

There have been 

seven major updates 

to the game since 

2016 release, and it’s 

now thoroughly 

polished and bug-

stomped.  

The main website is: 

www.nomanssky.com 

https://www.nomanssky.com/buy-now/
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Artbook: Marvel Art of Conan 

Marvel have recently re-started their R.E. 

Howard line. Conan is already publishing, 

and — while we're not too happy to see 

Conan joining The Avengers and wielding a 

machine-gun — the other new Conan 

adventures are welcome.  Marvel are also 

set to produce a new series featuring R.E. 

Howard’s great Solomon Kane character.   

On the back of these moves comes a 

sumptious — and rather over-priced — new 

survey book of the best Marvel Conan art of 

the past, featuring the work of comics 

masters such as Barry Windsor-Smith, John 

Buscema, Neal Adams, Gil Kane and others. 

In full bright colour and featuring ‘cleaned’ 

art (i.e.: it’s not seen as originally printed 

on newsprint), the book runs to 218 

oversized pages.  Be aware that this only 

covers Marvel’s colour art, and presumably 

there’ll now have to be a volume two — to 

cover all the fab black-and-white Conan art 

produced at Marvel over the years. 

Book: Doctor Moebius 

We’re pleased to hear that the world is to get 

248 pages of interviews with the great 

imaginative comics artist Moebius, to be titled 

Dr. Moebius and Mister Gir.  This is the comics 

art equivalent of having a long chat with 

Michelangelo, and these in-depth interviews are 

being translated into English for the first time. 

Dr. Moebius and Mister Gir will be available from 

all good booksellers in spring 2020. 

Also be sure to catch the sumptious twin 

volumes Art of Edena (2018) and World of 

Edana (2016), from the ongoing Moebius Library 

series of books from publisher Dark Horse.  

While the other Inside Moebius volumes in the 

Library series are perhaps not the best starting-

point for first reading Moebius, the two Edena 

books are excellent introductions. 

Several major Moebius art gallery retrospectives 

are either happening now, or set to happen, 

over in Europe. See our Exhibitions pages, 

overleaf, for full details on these forthcoming 

shows. 
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Movie: The Kid Who Would Be King 

Any big new $60m British fantasy movie is 

to be celebrated, and we’re happy to say 

that The Kid Who Would Be King (2019) 

proved to be an enjoyable epic two-hour 

Arthurian adventure set in modern-day 

Britain. Yes... it lost $20m at the box office, 

but it’s still a fun and charming movie, and 

one that doesn’t sneer at its source material.  

It’s also a film geared to anyone over the 

age of eight. Which means that the dialogue 

had to be a bit flat and obvious.  But that’s 

more than made up for by the other 

elements which all work well together.  The 

British countryside and coastline proves a 

particularly effective supporting character.  

If you want a solid replacement for the 

gamble that is the Christmas Doctor Who, 

then your family might do worse than enjoy 

this on DVD for two hours.  Just ignore the 

DVD’s very cheesy “bargain bin” cover art — 

the studio obviously didn’t want to waste any 

more cash on a loss-making movie! 

Board Game: Jonathan Strange & 

Mister Norrell: A Board Game of 

English Magic 

Here’s another quality suggestion for an 

enjoyable family Christmas, with some good old 

British fantasy. Those who know the Strange & 

Norell novel, and its excellent British TV series, 

know what to expect here. Taking its cue from 

novels like Poul Anderson’s classic A Midsummer 

Tempest (1975), Strange & Norell is set in an 

early 1800s Britain in which magic exists but is 

distrusted and used judiciously for war, while 

darkling faeries are secretly abroad in the land. 

A sequel novel is due soon. 

The well-reviewed board game version of 

Strange & Norell is an adventure for four 

players, and is very easy to set up and 

understand. It’s also beautiful to look at, with 

superb cards and play-board. A Starburst 

reviewer said of it... “Frankly a stunning game, 

dripping with design and proper fantasy feel ... 

shows how you can bring storytelling to the 

table in a unique way ... highly recommended”. 
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Ray Bradbury statue 

Perpetual, near Chicago, USA. 

We’re pleased to see there’s a major new 

Ray Bradbury statue in his home town of 

Waukegan, Illinois. “Fantastical Traveler” 

was unveiled for Bradbury’s 100th birthday 

in August 2019 and was locally funded by 

$125,000 in donations. The memorial statue 

heralds a planned Ray Bradbury Museum in 

the town’s disused Carnegie Library. 

https://www.raybradburystatue.org/ 

 

Pictures, from left, across double-page: 

Designed by Zachary Oxman. Seen here is 

his Ray Bradbury statue in its model form.  

The full version is 25ft high in steel, 

fabricated by E & E Metal Fab. 

Detail from James Gurney, “Garden of 

Hope”, to be on show at the Enchanted 

exhibition in 2020. 

Interior of an Angouleme comics art 

exhibition in France, 2019. 

Detail from the exhibition poster for ‘The 

Beautiful Journeys of Moebius’, part of the 

58th Venice Biennale. 

Enchanted: A History of Fantasy 

June to Sept 2020, near New York. 

‘Enchanted: A History of Fantasy Illustration’ 

explores fantasy archetypes found in 

illustrative art from the Middle Ages to today.  

Staged at the prestiguous Norman Rockwell 

Museum, the exhibition will present the visual 

expression of the most immutable concepts 

from mythology and fairy tales.   

Explore the adventures of Apollo and Thor, 

Perseus rescuing Andromeda from the 

Medusa, and the labours of Hercules; 

alongside Arthurian legends and medieval 

knights, sorcerers and witches, Conan the 

Barbarian, and the characters of The Lord of 

the Rings.  For younger visitors there are also 

elves, fairies, and mermaids, and the more 

recent dreamland visions of Little Nemo in 

Slumberland, Alice in Wonderland and others. 

Artists with original work showcased in the 

exhibition include Arthur Rackham, N.C. 

Wyeth, Virgil Finlay, Frank Frazetta, the 

Brothers Hildebrandt, Jeff Jones, Boris 

Vallejo, and others.  The venue is about 70 

miles north of New York City and the show 

will run until 7th September 2020. 

https://www.nrm.org/ 

https://www.raybradburystatue.org/
https://www.nrm.org/


79 

 

Angouleme 2020 

Opens 30th January 2020, France. 

The International Comics Festival in 

Angouleme is very different from the usual 

USA or UK-style comics convention.  This is a 

world-class event for the best artists and the 

most avid collectors and curators of comics, a 

medium which in France and Belgium is taken 

far more seriously than it is in the English-

speaking world. 

Here the art and the artists are treated to the 

greatest comics-art festival in Europe, with 

many well-staged exhibitions and more.  The 

event comes complete with masterclasses by 

and for comics professionals, plus a good deal 

of serious attention by bloggers, journalists 

and scholars. 

The 47th Angouleme will be held in and 

around the town of Angouleme in central 

France, which is about 60 miles north of 

Bordeaux. 

Note that this major event could be paired 

with the major Moebius retrospective which is 

happening and in nearby Germany and will be 

open until February 2020 (see opposite). 

http://www.bdangouleme.com/ 

Two Moebius retrospectives 

Until February 2020, Germany. 

1) The Max Ernst Museum in Germany is to 

host a major retrospective of the art of comics 

genius Moebius. This is to be a major 

retrospective of 350 works, covering his whole 

range.  There will be a full catalogue. 

The museum is about four miles south of the 

outskirts of the city of Cologne. For those 

unfamiliar with Europe, the city of Cologne is 

about 120 miles east of the Channel port of 

Calais or about 100 miles SE of Amsterdam. 

The show could be paired with a visit to 

Angouleme 2020 in France (see opposite) 

which opens 30th January 2020. 

https://maxernstmuseum.lvr.de/  

2) Also, currently there is also a large free 

exhibition of Moebius at the 58th Venice 

Biennale, until 24th November 2019.  ‘Les 

Beaux Voyages de Moebius’ (‘The Beautiful 

Journeys of Moebius’) is at the CA’ASI 

Architecture Studio in Venice. The large show 

celebrates Moebius’ first visit to Italy and 

displays a wide range of his work from that 

time period. 

http://www.ca-asi.com/ 

http://www.bdangouleme.com/
https://maxernstmuseum.lvr.de/
http://www.ca-asi.com/expo_fiche.php?fiche=13&langue=en
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Are you interested in being interviewed in a future 

issue of the magazine? Or presenting a webinar for 

our series? Please send the Web address of your 

gallery or store, and we’ll visit!   

paul@digitalartlive.com 

Back cover: Detail from “Don’t 

shoot us yet” by Namito111. 

https://www.deviantart.com/namito111

