
ISSUE 24 

DECEMBER 2012 

3
D

A
rtD

ire
c
t.c

o
m

  

FRANK BASINSKI 

JAN WALTER SCHIELP 

ULCO GLIMERVEEN 

FANTASY & SCI-FI ARTIST IN-DEPTH INTERVIEWS 

BRYCE ● VUE ● TERRAGEN ● POSER ● MOJOWORLD ● CARRARA ● DAZ STUDIO ● CINEMA 4D ● 3DS MAX ● BLENDER ● LIGHTWAVE 

TERRAGEN SPECIAL 

PLANETSIDE’S OSHYAN GREENE 

NEW WORLD DIGITAL ARTS 

TERRALIVE VIRTUAL CONFERENCE  

3D Art 
DIRECT 

FRANCK DOASSANS 



2 

 

3D Art 

 

 

Main cover art by Frank Basinski 

Copyright © 2012 3D Art Direct. No part of this publication may be reproduced, stored in a retrieval system or transmitted in any form or by 

any means electronic, mechanical, photocopying, recording or otherwise without the prior written permission of the publisher. 

 

Podcast 

Our monthly fresh inspiration for 3D artists available on iTunes. 

Subscribe to the Podcast feed:- http://3dartdirect.com/feed/podcast 

Magazine 

Sign up for FREE to get the latest on-line edition delivered to your inbox 

every month.  

3dartdirect.com 

 

Video Portfolios 

Get your portfolio on YouTube 

3DArtDirect.com/blog/videoportfolio 

View portfolios of artists we’ve interviewed on 

YouTube.  See the 3DArtDirect channel. 

FANTASY & SCI-FI ARTIST IN-DEPTH INTERVIEWS 

 

Paul Bussey  

Editor 

paul@3dartdirect.com 

Mickey Mills  

Assistant Editor 

mickey@3dartdirect.com 

http://itunes.apple.com/gb/podcast/3d-art-direct/id524340887
http://3dartdirect.com/feed/podcast/
http://3dartdirect.com
3DArtDirect.com/blog/videoportfolio
http://www.youtube.com/user/3DArtDirect/videos


3 

 

Editorial 

Tribute to Gerry Anderson. 

 

0404  

3DArtLive.com : TERRALIVE 
Details on the very first live webinar based conference for 

Terragen users. 

 

0505  

Interview : Oshyan Greene 

Planetside’s business manager takes us on a tour of how 

Terragen started, the capabilities of Terragen 2 and how it has 

been developed to meet production needs of effects studios. 

Interview : Ulco Glimmerveen  

Replicating natural phenomena, recreating archaeological sites 

and providing outstanding artwork of our natural world, Ulco 

(AKA Dune) takes us through some of the best work from his 

portfolio created with Terragen 2. 

 

2020  

 

0606  

New World Digital Arts 

Joint interview with master artists Jan Walter Schielp (“Walli”) and 

Frank Basinski from New World Digital Arts. 

“Don’t be afraid of nodes. They really don’t bite!” (Walli) 

 

3232  

Interview : Franck Doassans 

Franck’s (AKA Seth) passion for Terragen and computer graphics is 

absolute; he spends all of his free time creating visual works. Frank has 

often said “In my right hand, I have the power to create a world !” -       

all thanks to Terragen! 

 

4646  

Special thanks to New World Digital Arts 



4 

Gerry Anderson died recently,  a creative 

force most remembered for Thunderbirds and his 

other dramas created with ingenious sets, models and 

puppets. But his last production as a partnership with 

his wife Sylvia was Space: 1999, ending up as the 

most expensive series produced for British T.V. at the 

time, which aired between 1975 and 1977. 

Gerry started his life long affection with his fantasy 

and sci-fi story telling beginning with Supercar in the 

early Sixties progressing to the famed marionette 

fantasy series Stingray, Fireball XL5, Thunderbirds, 

Captain Scarlet and the Mysterons, Joe 90 and The 

Secret Service, as well as the live-action alien-

invasion drama UFO.  Space: 1999 picks up much of 

the visual design to the pre-production work done for 

the never-made second series of UFO, which also 

would have been set primarily on the Moon but 

featured a more extensive Moonbase. 

Space 1999 only ran for two seasons but had quite a 

strong fan base. A great deal of visual inspiration (and 

technical expertise) was drawn from Stanley Kubrick's 

2001: A Space Odyssey, which is probably down to 

the special effects director being Brian Johnson who 

had previously worked on both Thunderbirds and 

2001. 

In the opening episode, nuclear waste from Earth, 

which was stored on the Moon's far side, explodes in a 

catastrophic accident on 13 September 1999, 

knocking the Moon out of orbit and sending it, and the 

300 odd inhabitants of Moonbase Alpha, hurtling 

uncontrollably into space 

The show's vehicles, including the Eagle 

space shuttle and the Moon Buggy, were 

represented with a mixture of full-sized 

props, photographic blow-ups, and detailed 

scale models. Dozens of models for the 

various alien spaceships and the Mark IX 

Hawk from the War Games episode were 

built by model maker Martin Bower.  

Rather than being reliant on the expensive 

and time consuming (but more commonly 

used) blue screen effects process,  Johnson's 

team often used a technique that went back 

to the earliest days of visual effects where 

spacecraft and planets would be filmed 

against black backgrounds, with the camera 

being rewound for each subsequent element. 

As long as the various elements did not 

overlap, it looked convincing. The disadvantage was 

that the number of potential angles was more limited; 

for instance, a spaceship could be seen approaching a 

planet from the side, but could not move in front of it 

without the elements overlapping. 

Special effects director Brian Johnson and most of his 

team went on to work on Ridley Scott's Alien, followed 

by Star Wars Episode V: The Empire Strikes Back. 

Tribute to Gerry Anderson 

Editorial 
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“Dear Terragen user: 

TERRALIVE is the very first online and live virtual Terragen conference. With inspiring artist masters 
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on, right from home! 

Through the use of Webinars, the Terragen community gets to meet in a live setting. You'll be able 

to view desktops of top instructors as they take you step by step through methods that will take 

your artwork to new levels. You'll have opportunities to quiz the tutors on the spot and learn faster 

by direct engagement. 

Looking forward to you joining us!” 

TERRALIVE 
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and Conference Director 

WHAT YOU'LL GET WHEN JOINING THIS EVENT 

 Five webinar sessions lasting up to 1.5 hours each. 

 Exclusive free content pack  from New World Digital Art. 

 Two webinars hosted by Martin Huisman (Tangled Universe), a keynote artist who will be instructing 
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 Engage with New World Digital Art's Frank Basinski on creating realistic looking large cumulus clouds. 

 Meet Danny Gordon who is the TG forum moderator at Renderosity and DeviantArt, hosting the 

"TOSCARS", an Oscar style event celebrating the skills and talents of the Terragen community 

members. 

 Meet fellow TG users from around the world and use live chat to engage them. 

 Get a recording of all the webinar sessions! 

REGISTER NOW FOR THE GOLD* LEVEL PASS 

FRIDAY 18th - SUNDAY 20th JANUARY 2013 

Register Now and we'll send you a link to gain entrance for each of the five webinars. 

PLUS a link to download the exclusive NWDA Terragen content pack 

Martin Huisman Danny Gordon Frank Basinski 

*Silver and TOSCARS passes also available 
www.3DArtLive.com 

http://3dartlive.com/event-registration/
http://3dartlive.com/event-registration/
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Welcome Oshyan, to 3D Art Direct. I'm 

grateful you're joining us this evening. 

Oshyan: Thank you. 

3DAD: Wearing that many hats, is that an 

exciting challenge for you every day? 

Oshyan: Absolutely. Challenge is the right word 

for it. I have to juggle a lot of different things. I 

like it, personally. I've always been a sort of Jack 

of all trades. In my professional career I've worn 

a lot of different hats at different organizations 

I've worked at so I'm able to apply a lot of that 

experience at Planetside now. 

3DAD: Yeah, you never get bored. 

Oshyan: No. No, indeed. There's always stuff to 

do.  

3DAD: You come from a background, I think, 

where your father was involved in game 

development? 

Oshyan: That's right. 

3DAD: And your interest in computer graphics 

grew from this. Now were some of the games 

that your father was involved with, were they 

well-known and did they have 3D elements to 

them that fed your later interest in 3D graphics? 

Oshyan: Good question. At least one of the 

games that my dad was involved with was fairly 

well-known at the time. It's called Lode Runner. 

It was originally developed by another person but 

my dad was responsible for the entirety of 

porting the game from the Apple II at the time to 

the new IBM Tandy platform. This is quite a long 

time ago in the world of computing, I think, about 

somewhere around 25 years or something like 

that. Quite a long time ago. 

So, Lode Runner; he took the basic idea, the 

characters, and some of the artwork and 

completely re-did a lot of the levels in the process 

of porting it. He was the only person responsible 

for that port at the time. Nowadays with any 

Oshyan Greene 

Oshyan Greene is the business manager of Planetside Software that has created the highly esteemed Terragen and Terragen 2. He 

wears many hats at Planetside including the management of development and testing, marketing, technical support, and he is the 

main author of documentation. This is the transcript of 3D Art Direct’s podcast interview that took place during December 2012. 

You can contact Oshyan via the Planetside website  www.planetside.co.uk 

http://www.planetside.co.uk
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game you're going to have a big team of people 

but at that time you had people like Jordan 

Mechner doing Karateka and Prince of Persia and 

they were largely responsible for those games on 

their own. I don't remember the fellow who did 

Elite back in the day but that was his game. 

Back at that time individuals would be 

responsible for an entire game. Lode Runner is 

the main one that he worked on and it was for 

Brøderbund Software. They published Prince of 

Persia and lots of other games. 

He also worked on some productivity tools, Print 

Shop and stuff like that. Being so early in the 

industry there wasn't really any real-time 3D 

going on so the inspiration didn't come directly 

from that but definitely in terms of getting into 

computer graphics in general my dad being a 

programmer was a huge influence. He was 

always on the forefront of technology. He bought 

a new Macintosh when it came out. 

3DAD: So presumably he gave you his old 

Macintosh! 

Oshyan: Well, what I mean is he bought the 

Macintosh when it first came out. There wasn't a 

prior one so this was the first one. That had lots 

of artistic software on it that had never been seen 

before. You had the mouse. You had all this stuff 

that was pretty new to computing at that time. 

We had Deluxe Paint and other programs that 

were this whole new world. It just sort of evolved 

from there. I got into fractals with Fractint and 

Ultra Fractal after that. Fractals obviously being 

related to Terragen it sort of led into all of that 

sort of thing. 

3DAD: So tell me about how you first got 

involved with Terragen and how working with the 

Terragen community drew you in to a higher level 

of involvement. 

Oshyan: Well, as I mentioned, I started to get 

into fractals. It was a natural extension of my 

experiments with Deluxe Paint and other graphics 

programs. I started with Fractint and I had 

Oshyan Greene is the business manager of Planetside Software that has created the highly esteemed Terragen and Terragen 2. He 

wears many hats at Planetside including the management of development and testing, marketing, technical support, and he is the 

main author of documentation. This is the transcript of 3D Art Direct’s podcast interview that took place during December 2012. 

OOLIVIERLIVIER   CCOUSINOUOUSINOU  

LLUCUC   BBIANCOIANCO  

“I grew up on 50 acres of land 

out in the country so I had a 

great appreciation of the 

natural world. As soon as I saw 

an opportunity to reproduce 

that on the computer that was 

really exciting for me .” 
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always also been very interested in nature. I 

grew up on 50 acres of land out in the country so 

I had a great appreciation of the natural world. 

As soon as I saw an opportunity to reproduce 

that on the computer that was really exciting for 

me and it's remained a passion ever since. I first 

came across Vista Pro. It had some interesting 

possibilities but was of course very limited by the 

technology at the time. 

Within a couple of years I was very much 

watching the software industry at that point 

because of my passion for computer graphics. Kai 

Krause and other people were doing exciting 

things. Ken Musgrave. The first version of Bryce 

came out. I don't remember what the product 

prior to that was that they had created but Kai 

Krause contributed heavily to that. I think Ken 

Musgrave was also involved. 

Bryce came out and was a big step beyond Vista 

Pro which was very exciting. It still lacked some 

realism but it had a lot more options and features 

as far as terrains and very complex texturing. I 

got really into Bryce and that led me to Terragen 

over time, looking for more and more realistic 

options. 

Terragen was in some ways less capable than 

Bryce at the time but it had this wonderful 

atmosphere model, the clouds, that really drew 

me in. I was always really into skies and that was 

always a really big differentiator there. 

3DAD: I think Kai Krause was responsible for the 

look and feel, wasn't he, of Bryce and that 

wonderfully different interface. 

Oshyan: Yeah. 

3DAD: I think that drew many people in just 

because it was so different. 

Oshyan: Even to this day I think that's true. 

Other products he was involved in as well. There 

was Kai's Power Tools and a number of others 

and he always did very interesting interfaces that 

to some people made a lot of sense. To other 

people it didn't make as much sense but they 

were definitely very interesting and creative 

approaches to things and really clicked for some 

people. 

Oshyan: From there, once I found Terragen, 

even though it had some limitations compared to 

Bryce, the realism just really grabbed me. That 

was my passion, to recreate beautiful, natural 

scenes in the computer and Terragen was the 

best option at that time and it had a free version 

which was fantastic. 

I played around with the free version a lot. I 

literally played around with it for probably two 

years or a year at least and was a silent member 

RRAPHAELAPHAEL  VV ILLETTEILLETTE  

OOSHYANSHYAN   GGREENEREENE  
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PODCAST INTERVIEW:  OSHYAN GREENE 

in the community. I just read all of the Yahoo! 

List postings at the time. I didn't contribute for 

quite a while. 

I don't remember exactly what inspired me to 

actually start posting but I made an initial post 

and once it started it just kept going. I'm a pretty 

verbal person. I have a lot to say when I say 

something. Opinionated I guess you could say. 

Once I started it just grew and grew from there. 

I spoke out on a lot of topics. I did a lot of 

research. I tested various settings. At that time 

Terragen Classic had the basic tutorial 

documentation but there wasn't a lot of  

information about exactly what settings did and 

there was all this sort of mysticism around 

whether you render large and re-size and get this 

result and what does gamma do and all this other 

stuff. So I would do tests and then report my 

results and post them on a web page. 

I got pretty heavily involved and fairly well-

known at that point based on all these lengthy 

posts and all this discussion on the list. I think 

Matt noticed that. At a certain point they were 

talking about a new version that was going to be 

tested or something like that so I contacted Matt 

and said, "Hey, I'd like to beta test." He allowed 

me into the beta test and I got to see some of 

the new features that nobody else had access to 

yet. 

We started talking based on bug reports and stuff 

like that and the discussion continued from there 

once that version was released. We continued to 

talk and over time I suggested that I could 

potentially volunteer to do support. That turned 

into an actual paid support position and then they 

needed some web update stuff so I started doing 

some of that and it just evolved. Eventually I 

proposed that I take a deeper role there and Matt 

was very agreeable to that. I took the business 

manager position and here I am. 

3DAD: Congratulations. 

Oshyan: Thank you. 

3DAD: I think as well, when you have that 

journey, because I noticed as well that you're the 

main technical author for the documentation, did 

you document stuff as you went along and then 

used that compilation of notes for the eventual 

documentation that you wrote or was it a case of 

just spewing it out?  

NV SNV SEALEAL  

“I played around with the free 

version a lot. I literally played 

around with it for probably a 

year at least and was a silent 

member in the community. I 

didn't contribute for quite a 

while. 

I don't remember exactly what 

inspired me to actually start 

posting but I made an initial 

post and once it started it just 

kept going.” 
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Oshyan: Well, as you know, the documentation 

is still a work in progress. Jo Meder in particular 

has been contributing quite a lot to that lately as 

I've been working on some of the other web 

updates and behind-the-scenes stuff but I did 

author a lot of the original core documentation, 

especially tutorial stuff. 

It took me to learn myself how everything 

worked and for Terragen 2, because it was such a 

change, once I learned it then I was able to go 

back and say, "What would I have wanted to 

know from the moment I that started with this 

program to get to a satisfactory point?" 

As has been discussed many times in the forums, 

RRYANYAN   AARCHERRCHER  

“There are a number of people 

who are quite prolific on the 

forums, quite regular 

contributors, and it's almost 

like a second home to them. I 

think some people, in fact, take 

that to the next level and post 

their non-Terragen-related stuff 

in the open discussion areas.” 
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PODCAST INTERVIEW:  OSHYAN GREENE 

Terragen 2 is the kind of open-ended, 

tool-box, sandbox kind of program that 

it's hard to explain everything about it 

and tell you how to do everything. So I 

took the perspective that if you give 

someone basic tools and an 

understanding of how the groundwork 

works, then at least they are able to 

experiment from there and get 

satisfactory result fairly quickly and 

that hopefully inspires people to build 

on that. That's what I did and I think a 

lot of people follow that route. 

The baseline documentation has helped 

in that regard. Certainly there's a lot of 

work left to be done. We're working 

steadily on that. We're doing a good 

job now of documenting new features 

as they come out, in particular, and I 

think that's helped a lot. It helps you 

keep on top of it. I think we're going to 

be able to continue that for the future 

and that  should help a lot. 

3DAD: You've got this unique position 

where you waded through the 

community and volunteered more and 

took action more and now you're 

managing that community in a sense. 

Is the Terragen community, would you 

define it as quite close-knit in nature 

and how have you seen it develop from 

when you were first involved? 

Oshyan: That's a good question. I would say it is 

quite close-knit. There are a number of people 

who are quite prolific on the forums, quite regular 

contributors, and it's almost like a second home 

to them. I think some people, in fact, take that to 

the next level and post their non-Terragen-

related stuff in the open discussion areas and 

stuff like that. Some people see it as a real outlet 

for them which is cool. 

I think the community is very strong at this point. 

It could certainly broaden but the core of the 

community is very strong--stronger than I would 

say it ever has been. The Yahoo! List, there were 

times when it was fairly active but there's nothing 

compared to the 30 or 40 posts a day we get 

now. It was more like four, five, six at the peak 

of it. 

There were some great things in past years of the 

Terragen community that I think I'd like to see 

come back. Things like more well-known 

contests. There are a couple of Terragen contests 

right now. One at Renderosity and one at, I think, 

Terragen Worlds or something like. I'd like to see 

that broaden the community but as far as the 

overall level of content sharing, image sharing, 

and discussion it's at a great point right now and 

it's come a long way since the Yahoo! List. 

I think being in a proper forum system with 

WWETET   BBANANAANANA  
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attachments and sticky threads and all of the 

stuff, it really helps to kind of focus things and 

keep things organized, keep people engaged. So 

that's helpful. They can access it from anywhere. 

It's open to the public. You don't have to have an 

account to read things so that's also very helpful. 

There's no  commitment involved in reading what 

other people have done and looking at images 

and 

stuff like that. I think that helps a lot. 

3DAD: Yeah. I haven't really been engaged in 

the community for too long but I can see from 

what you've said that it is quite close-knit. And I 

think you're right, I think something like regular 

competitions really focus that community and 

draw them together. 

It seems that every digital art forum has its 

competitions and that does seem to work in 

bringing people together and upping the game 

with different artists when they want to sort of 

get to the next level to try and win, to try and be 

a bit competitive. 

3DAD: I know, for instance, Mojoworld had some 

of its roots in Bryce. I was wondering whether 

Terragen had any such roots or influences. I 

know it was originally developed by Matt 

Fairclough. What do you think his influences were 

as he started to develop Terragen? 

Oshyan: Well, Matt would certainly have to 

speak precisely on that. I'm probably, however, 

the second best person to ask about the history 

of Terragen. I've been involved for a long time 

and I actually took it upon myself when I got 

deeply involved to go through the entirety of the 

Yahoo! List archives and go back and look at the 

very early Terragen stuff so I have a fair 

familiarity with it. In fact, as a Terragen collector, 

I have the code for the original Amiga version of 

Terragen. Terragen started out on the Amiga 

back in 1996, maybe 1997, something like that, 

maybe even earlier, while Matt was in college. 

I think Vista Pro might have been out by that 

time and he might have had some amount of 

inspiration from that but his inspiration was doing 

a better job of simulating the natural world. I 

think ever since the product, the free version, 

first came out, it was clear that he was really 

doing that at least in the areas that the focused 

on, especially the atmospherics. 

I 

FFRANKRANK   BBASINSKIASINSKI   
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PODCAST INTERVIEW:  OSHYAN GREENE 

don't think Bryce was as much of an inspiration 

but again any product that was in that arena 

would have been like, "Are they doing a good job 

with the atmospherics? With the texturing? With 

the realism? Yes or no?" And I think his general 

feeling was that nobody was quite doing the job 

of realism that he wanted so he aimed for that. 

I know he was inspired by some work by Ken 

Perlin. He worked with some people in college in 

initially developing some of the technology that 

went into Terragen, I believe, or at least some 

experiments that led there. Like I said, the first 

version was on the Amiga. He created the PC 

version and made it public. Initially it was free 

and then he realized the commercial potential 

and there you go. 

3DAD: It sounds like the primary drive was 

realism and I guess that continues to be the 

primary drive nowadays. With Terragen 2, is 

there a jump in that realism with that product 

compared to Terragen classic? What are the key 

advantages to Terragen 2 over Terragen Classic? 

Oshyan: Absolutely. There's a big difference. 

Terragen Classic was aiming for realism with a 

limited toolset and did a remarkable job 

considering that. It was surprisingly flexible but it 

had 2D clouds. There was no 3D or volumetrics. 

You were limited to a square height field. The 

atmosphere representation was also a limited 

square so sometimes you would have a black 

line at the horizon if your terrain was too large 

for your sky. You could increase the size of the 

sky but it was still sort of this canopy 

hanging over your terrain. It looked great when 

you had things set up right but it was fairly 

limited. 

Terragen 2 blows away pretty much all the 

limits. It's essentially unlimited which is both its 

great power and some of its challenges. 

You're now working with an entire planetary 

model so you literally have a full planetary 

sphere that starts out the default size is the 

same as the Earth. If you create a procedural 

terrain-another new thing in Terragen is these 

procedural displacement terrains-those are 

GANNAINGHGANNAINGH3232  
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essentially infinite. They're driven by 

mathematical functions. Ken Perlin and Ken 

Musgrave have experimented with that kind of 

stuff and were definitely inspiration for it. 

So you have these mathematical functions that 

can create essentially infinite terrain. You can 

create a terrain on your planet and literally 

explore the entire planet if you want to. It's 

similar to Mojoworld in that regard but it goes a 

step beyond Mojoworld, a step beyond, certainly, 

Terragen Classic with the atmosphere model. 

You've got this full planetary atmosphere model. 

The clouds are fully volumetric. They take up 

physical 3D space in the scene with very accurate 

volumetric shading so you get pretty close to 

reality even just default out of the box and you 

can tune it to be literally photographic. 

Everything looks more realistic that way, sunsets, 

everything. 

The level of detail you can get on the texturing is 

also tremendously advanced. You've got full 

displacement so instead of just creating the 

impression of texture and bumps like you could in 

Terragen Classic, you literally create bumps, 

rocks, forms, that kind of  thing. 

The other major difference is the ability to import 

objects. Lots of other programs had that 

capability long before Terragen 2 did but for 

Terragen it as a big step forward and I think we 

also brought some things to the table that were 

new when Terragen 2 came around in terms of 

instancing, populations, and the ability to have 

very large numbers of objects in the scene. 

That's a big difference as well. You can now have 

trees and plants 

and all that stuff. It obviously brings a 

tremendous amount of more realism to your 

creations. It's a big step forward. 

3DAD: Yeah, definitely. I like the sound of the 

atmospherics in Terragen 2. When given all the 

different cloud types that you can look up in a 

textbook, are they all available in the 

atmospherics? 

Oshyan: Well, as with most things in Terragen, 

it's all sort of an open platform. You have nodes 

and shaders that you can connect together in a 

virtually infinite number of ways to create an 

intended end result. 

Of course that creates some problems. You need 

to know what the shaders do and how to connect 

FFRANKRANK   BBASINSKIASINSKI   

“You've got this full planetary 

atmosphere model. The clouds 

are fully volumetric. They take 

up physical 3D space in the 

scene with very accurate 

volumetric shading so you get 

pretty close to reality, even just 

default out of the box and you 

can tune it to be literally 

photographic. “ 
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PODCAST INTERVIEW:  OSHYAN GREENE 

them together and everything and some of that 

comes about just by pure experimentation. 

There aren't very many presets for a bunch of 

different cloud types. There are a lot of shared 

files that represent different cloud types in our 

forum files area so that's a good way to start. We 

are intending to add some presets and libraries in 

the future but for now there are maybe four or 

five different built-in cloud types. If you work on 

those as a basis you can pretty much create any 

cloud type imaginable. I've seen everything from 

lenticulars, those very unusual disc-shaped 

clouds, to the mackerel sky. 

Large cumulus clouds are something that a lot of 

people are really interested in and excited about. 

They're hard to do, as they are in any program, 

including other dedicated landscape programs, 

but they're certainly achievable and very realistic, 

like big thunderheads and stuff like that. So you 

can achieve almost anything. It does take some 

work to get there and we're aiming to make that 

easier in the future. 

3DAD: Tell me about the story of how 

Paramount's 100th anniversary logo was created 

with Terragen 2. 

Oshyan: Yeah, that was a really exciting project 

to be able to work on. One of the things that I 

think differentiates Planetside software from most 

of the other companies in the industry is that 

most companies have connections in visual 

effects studios and stuff like that but we actually 

work directly with visual effects studios in a 

number of cases to enhance our product, to learn 

from their production workflow, and to actually 

create features that meet specific production 

needs. 

We worked with Devastudios on the Paramount 

100th anniversary project and created the 

mountain and a large majority of the sky, the 

background clouds and what not. The foreground 

clouds were created with Maya so part of the 

learning experience there was integrating with an 

existing workflow with their core software, Maya. 

We developed a lot of functionality that we're 

going to be moving into future versions of 

Terragen on that project. Matt focused on the 

clouds and the mountain and adjusting Terragen 

and improving it to meet the goals of the director 

and then integrating with the other elements that 

were going to be in the scene. Definitely a lot 

learned from that. 

FFREELANCAHREELANCAH  

“We worked with Devastudios 

on the Paramount 100th 

anniversary project and created 

the mountain and a large 

majority of the sky and the 

background clouds.” 
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As I said, our practice of working closely with 

effects studios on specific projects just takes that 

whole theoretical, "Well, we have features that 

support visual effects production," into the 

practical realm and gives us actual on the ground 

experience with what it's actually like to work 

with the product. We can adapt it because of 

that. I think that differentiates us a lot, gives us 

real world experience that informed the product. 

3DAD: There must have been an enormous 

sense of pride amongst the user base for 

Terragen to see that logo. Every time they see a 

film with that 100th anniversary logo they'd 

think, "Yeah, Terragen 2 did that."  

Oshyan: I certainly hope that's the case. I 

certainly feel that way. It's cool because it is used 

in front of every Paramount film released now. 

They don't have the animated version necessarily 

but every time I see it I think about that and I 

hope that's true for the rest of the community as 

well. 

I 

think that's also an opportunity to mention that I 

just spent a few minutes focusing on the visual 

effects aspect of our product orientation and 

that's definitely a key for our market, a key area 

that we're aiming the product, but it's cool I think 

also that the community gets to work with this 

product that has these tremendous professional 

level capabilities but is also accessible to the 

average user. It's not only available at $10,000 

or something like that for the visual effects 

studios. It's available for the average person. 

3DAD: Yeah, that's a nice feature. 

Oshyan: Yeah, that makes it accessible. 

3DAD: Now you mentioned about Terragen 2 

being able to import models and also deal with 

vegetation models and I know there's an option 

to purchase Terragen 2 with Xfrog plants. I think 

that was a really smart move because I think 

Mojoworld, that's where it struggled. It could 

bring in objects but it couldn't populate the scene 

with vegetation on a large scalable sense very 

well. It was terribly slow to do. 

Tell me a little bit about this package with the 

Xfrog plants. Is it easy to populate the scene? Is 

it easy to scale up? 

Oshyan: That's a good question. One of the 

things that we focused on with Terragen 

development overall is keeping it very lean, so to 

speak, so that the core of the software is very 

efficient and doesn't take up a lot of memory and 

resources on its own. Obviously when you add in 

a complex scene with high quality settings it's 

going to take every bit of resources it can from 

your computer but what our core efficiency allows 

NV SNV SEALEAL  

“One of the things that we 

focused on with Terragen 

development overall is keeping 

it very lean, so to speak, so that 

the core of the software is very 

efficient and doesn't take up a 

lot of memory and resources on 

its own.” 
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us to do is to represent a tremendous amount of 

geometry and complexity in a scene. 

Working with Xfrog is great. Matt has known one 

of the founders of Xfrog for a number of years, 

Stewart McSherry. He is a longtime supporter of 

Terragen so it seemed like a great thing to 

collaborate and we've been doing that since the 

initial release of Terragen if I recall correctly. 

They've been a big supporter throughout that 

time and that's always appreciated. 

They have the best plant models on the market 

to this day which I think is great and they are 

continuing to update and release new versions of 

their plants, new libraries of different regions. 

They have probably the broadest plant library 

around and some of the highest quality models so 

they're a great partner to work with. 

Populating is very easy in Terragen. You just 

create a populator object and it asks you what 

object you want to populate. It loads it in. You 

specify the size of the area that you're 

populating, the density, all that kind of stuff. It's 

pretty easy to get started. Obviously it can get 

very complex with adding multiple populations 

and size variations. There are ways to 

procedurally add color variation with some nifty 

node tricks. There are 

lots of other things you can do but the basis of 

it is very simple. 

It's also incredibly scalable as I was talking 

about before. Now that we have a 64-bit 

version, which has been out for quite a while 

now, even before we had that we could create 

some pretty large 1 million or 2 million instance 

populations. 

When I was testing the 64-bit version, I had a 

machine that had 12 gigabytes of RAM in it. 

Now I have one that has 16 and even that is 

becoming commonplace for people who work in 

computer graphics. RAM is very cheap these 

days. Anyway, I had a 12 gigabyte of RAM 

machine and I populated 207 million objects in 

a scene. 

3DAD: Wow. 

Oshyan: 207 million objects. Now with the level 

of detail and render efficiency optimizations it 

doesn't render every triangle but the number of 

triangles represented in the scene before level of 

detail and culling, the number of triangles 

represented by 207 million objects, was 85 

quadrillion triangles. It was 412,000 triangles for 

each object so 85 quadrillion triangles were 

represented in that and that was done in 12 

gigabytes of RAM. 

So it's a very powerful and efficient system, the 

RRYANYAN   AARCHERRCHER  

“Populating is very easy in 

Terragen. You just create a 

populator object and it asks you 

what object you want to 

populate. It loads it in. You 

specify the size of the area that 

you're populating, the density, 

all that kind of stuff. It's pretty 

easy to get started.” 
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populating system, and you can create some very 

complex scenes if you have sufficient system 

resources which are more and more common. 

3DAD: I'd better upgrade my RAM then, I 

suppose. Take advantage of that! 

Terragen 2 users can also take advantage of 

animation with RANCH Computing's render farm 

service which I've seen on your website. I 

imagine that the majority of Terragen 2 users are 

hobbyists so has this service been taken up by 

them as well as professionals? 

Oshyan: Yeah, the RANCH platform is a great 

resource. We're really happy. They approached 

us initially and said that they were interesting in 

supporting Terragen and it was a fantastic 

opportunity. We worked closely with them to 

optimize their render farm system to run 

Terragen and to include a number of features. 

The user base for Terragen is, I think, balanced 

at this point or is at least becoming more and 

more balanced. There certainly is a large base of 

hobbyists. We have a lot of people in the visual 

effects industry working with it now, certainly a 

growing number of professionals. I think both the 

hobbyists and the professionals are taking 

advantage of RANCH render farm services. 

It's to be expected that the professionals would, 

of course, you know they're making money with 

their work so they would be expected to take 

advantage of a service like that but I think 

RANCH brought it to a reasonable price point that 

“One of the things that we 

focused on with Terragen 

development overall is keeping 

it very lean, so to speak, so that 

the core of the software is very 

efficient and doesn't take up a 

lot of memory and resources on 

its own.” 

LLUCUC   BBIANCOIANCO  
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hobbyists were in some cases able to render their 

stuff there. I think that's great. 

It's still an expensive proposition if you don't 

have a real strong purpose in mind, especially if 

you're animating, but you can render large, high-

resolution stills there for example for not that 

much money. Say you wanted to render a poster-

sized Terragen image to put on your wall. You 

can spend 30, 40 bucks or something like that 

and get it done in a couple of hours because it's a 

very powerful render farm. Then you have it 

printed for 10 or 15 bucks or whatever and you 

have a beautiful print for your wall. You 

can sell it if you want to but it doesn't have to be 

commercial. It's well worth it I think. It's a great 

resource to have. 

3DAD: I've seen the high-definition animation 

called the Garden of Eternity by Ulco 

Glimmerveen and that's just an amazing example 

of what Terragen 2 can do coupled with this 

service. 

Oshyan: Definitely, yeah. Once we got to the 

rendering of that--it took quite a while in 

production to get that animation nailed down for 

various reasons--but that project informed our 

changes to the animation module quite a bit. In 

any case, once we got to the rendering of it, it 

just went tremendously fast and that was really 

an impressive thing to  see. There's just so much 

computing power in a rendering farm. You just 

don't realize it until you try to take advantage of 

it. It's a fantastic thing. 

We're looking to expand those partnerships in the 

future as well. RANCH is our exclusive rendering 

partner at the moment and they've been great to 

work with but we would also like to expand that 

in the future. 

3DAD: Finally, is there anything else you would 

like to promote for Terragen at the moment? 

Oshyan: It actually happens that we have a sale 

coming up with Xfrog.  

It's a great sale. It's going to be I think through 

the end of the year and should be, by the time 

this podcast is up, I think it should be on sale or 

very shortly thereafter will be on sale. That's at 

the Xfrog website, xfrog.com, and you'll be able 

to purchase both Xfrog plant libraries and 

software as well as Terragen at a great discount. 

3DAD: Oshyan, thank you very much for your 

time. It's been fascinating listening to all things 

Terragen. Is there anything else you'd like to 

mention in passing before we close? 

Oshyan: No. It's my pleasure to be here. I 

appreciate the opportunity to talk about some of 

the history as well. It's great to think about and 

relive. We have a lot of things we're working on 

in the back-end, exciting stuff I think we'll be 

able to talk about in the new year but for now 

we've just released Terragen 2.5 with FBX 

support. That's great for working with Terragen in 

other applications. 

We're continuing to move the ball forward and 

have better and better product all the time. We 

appreciate the support of everyone and the 

opportunity to talk about our work here on the 

podcast. So thanks for a lot. 
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Ulco Glimmerveen 

Ulco Glimmerveen was born in Amsterdam in 1958. He studied 

biology at the University of Utrecht, specialising in animal ecology and 

behaviour. Research took him to the Dutch island of Terschelling for an 

investigation into the effects of human disturbance on the food intake 

and energy balance of wading birds, to Shetland for an ecological study 

of river otters, and to the Scottish Highlands to study the social 

behaviour of mountain hares. In 1986 he graduated, with honors. 

Nevertheless, he followed his heart and chose for a career in the arts. He had always been a keen 

draughtsman, and could often be found in the field, watching wildlife. Nature is still a passion, and especially birds are often present in 

his work. For many years, Ulco has worked as the main illustrator for the Dutch National Forestry. The combination of biology and 

artistry was ideal. Also for commissions from other prominent environmental organizations such as Greenpeace, Natuurmonumenten, 

and the Ministry of Agriculture, as well as advertising agencies and publishers. He also made book illustrations and has had three of his 

own children's books published. 

A commission to paint a birdseye view of a Roman settlement was the start for a series of similar commissions, both nature related and 

archaeological, which were published widely. In 2008 he became interested in 3D art, which proved essential for refining his technique 

for the production of photorealistic landscapes.  

Ulco has exhibited internationally with both wildlife art and 'magical realism' in countries such as the UK, USA, New Zealand, France, 

Canada and the United Arab Emirates. His bird paintings have been regularly selected for the juried Birds in Art exhibition in the USA 

and several have been acquired for the permanent collection of the museum. In 1995 he received an Award of Excellence for one of his 

paintings. He has also won some prizes in photography and 3D art contests.   

You can contact Ulco via the Planetside Forums  www.planetside.co.uk 

http://www.planetside.co.uk/forums/index.php?wwwRedirect
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Welcome to 3D Art Direct for this special Terragen edition. You are 

one of a minority of digital artists we have interviewed where you have 

learned a fine set of traditional art skills prior to working with the digital 

arts. Tell us about your passion for illustrating the natural world, when this 

began and what satisfaction you have drawn from it over the years. 

UG: Thanks for having me, this is a great opportunity to show readers the 

power of Terragen. But to start with your question; I was drawn into the 

natural world by sheer coincidence after moving from Amsterdam to a rural 

town, where I joined a youth nature club at age 13. The overwhelming 

beauty and diversity of nature I experienced in the years to come, led me to 

study biology. Which was quite a disappointment in one way; there was 

hardly any room for bird watching, it was all maths, physics, chemistry and 

genetics. Drawing and painting, which I did from a very young age, kept me 

going. Becoming more passionate about birds, they became omnipresent in 

my paintings, although the main emphasis of the subjects was cultural. Old 

pillars, mysterious staircases leading into misty terrains; so called magical 

realism, were paintings to not just view, but to ponder about. Later, after 

having been selected for some juried art exhibitions in the USA, birds 

became more predominant in a series of pure wildlife paintings. The 

satisfaction comes from being able to produce something beautiful with just 

some brushes and paint, and of course, my work being selected for some 

sophisticated juried exhibitions and books gives me a tremendous boost.  

3DAD: Illustrating bird life is one subject you keep returning to. These are 

natural subjects that never stay still! Tell us about some of the awards 

you’ve won in respect to this area of your work. 

UG: No, they hardly stay still indeed. Which makes it hard to paint them in 

the field. Referring to quick sketches, mental notes and photographic 

references for details is the way to go. Endless hours in the field, watching 

wildlife, also helps a lot. The few prizes I won for photography were way 
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behaviour. Research took him to the Dutch island of Terschelling for an 
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and energy balance of wading birds, to Shetland for an ecological study 

of river otters, and to the Scottish Highlands to study the social 

behaviour of mountain hares. In 1986 he graduated, with honors. 

Nevertheless, he followed his heart and chose for a career in the arts. He had always been a keen 

draughtsman, and could often be found in the field, watching wildlife. Nature is still a passion, and especially birds are often present in 

his work. For many years, Ulco has worked as the main illustrator for the Dutch National Forestry. The combination of biology and 

artistry was ideal. Also for commissions from other prominent environmental organizations such as Greenpeace, Natuurmonumenten, 

and the Ministry of Agriculture, as well as advertising agencies and publishers. He also made book illustrations and has had three of his 

own children's books published. 

A commission to paint a birdseye view of a Roman settlement was the start for a series of similar commissions, both nature related and 

archaeological, which were published widely. In 2008 he became interested in 3D art, which proved essential for refining his technique 

for the production of photorealistic landscapes.  

Ulco has exhibited internationally with both wildlife art and 'magical realism' in countries such as the UK, USA, New Zealand, France, 

Canada and the United Arab Emirates. His bird paintings have been regularly selected for the juried Birds in Art exhibition in the USA 
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back in time, when I still wanted to become a 

travelling photo reporter, and they were not 

specifically nature related. I forgot about being a 

photographer after being recognized as quite a 

talented artist, which is a rarer commodity to 

exploit of course. The first award for painting I 

received was for a very realistic oil of tree frogs 

during a Society of Animal Artists’ exhibition in 

Canada. So, not even birds!   

The later awards were not for bird stuff either, 

CCREEKREEK   TTESTEST   V3V3  

RROADOAD  TT IMEIME  
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but awarded by the New World Digital Arts 

(NWDA), a website providing Terragen 2 

content . One of those was for a storyboard of a 

Terragen animation. The basis for the storyboard 

was a total landscape design I did as a 

commission for a Dutch nature preservation 

society. A landscape that was to be designed in 

reality, incorporated 6 or so elements for the 

burial and commemoration of the dead, such as a 

giant spiral tomb, scattered boulders in the 

woods,  a field of earthen mounds in modern 

shapes, and some other monuments. The prize 

was a huge collection of XFrog trees and the 

actual making of the animation by Planetside. 

Which turned out awesome, despite Terragen 

techniques that are already outdated and have 

improved tremendously since that time. 

3DAD: You took up with digital arts in 2008. Was 

this directly inspired by Terragen? Did you quickly 

dive in to learn as much as you could, once you 

saw the potential of what could be done? 

UG: In fact I started a few years earlier with 

Terragen Classic. Before I found the software, I 

painted birds eye views for environmental 

organizations, to show people the results of 

nature restoration. In the field they would only 

see a bulldozed bleak terrain, but on information 

panels people could be made aware of the new 

richness they could expect in the years to come. 

But the atmospheric depth and perspective are 

hard to do from just a plan without aids like 

photography and little models I carved out of 

foam.  

Terragen Classic was the answer, although, since 

I didn’t really grow up with computers it took me 

quite a while to get something worthwhile out of 

it. The lack of real trees was a major drawback, 

but I managed to produce some nice looking (and 

published) birds eye views using some tricks and 

a lot of postwork in Photoshop. One of them even 

having been blown up to a huge billboard along a 

highway. So Terragen 2 was a dream come true 

in this respect.  

But I quickly found I could so much more than 

just commissioned birds eye views. The learning 

curve is steep, and I’d say never-ending (and I 

mean that in a positive way!), but once you get 

to know the basics, there is so much possible. 

Things that aren’t specifically designed into the 

software, so to speak, can be developed with a 

clever arrangement of the nodes that make up 

the playing field. There is constant growth in the 

CCLIFFSIDELIFFSIDE   RROADOAD  
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development of Terragen 2, and I am very glad I 

was asked as an alpha tester. Being part of the 

Planetside community, as well as the results to 

be had, made me hooked on Terragen 2. I’m an 

addict, I confess. Using Terragen 2 and being an 

active user of the forums and their supportive 

members also made me dive into modeling the 

objects I needed. You might say I’m developing 

feathers as a fledgling, in terms of  my digital art. 

3DAD: I think one skill you appear to have is 

that it is incredibly helpful to master your 

Terragen artwork (or any design project) through 

an iterative process. It is not to rely on the first 

attempt as being the finished result. You will post 

the work in the TG forums for feedback, listen to 

that feedback from the TG community, adjust and 

create new iterations until you gain a more 

satisfactory result.  Have you always had that 

approach to your artwork? 

UG: No, actually not. In my paintings I tend to be 

much more ‘selfish’, but of course that is a totally 

different process. Digital art can be refined and 

changed easily and new iterations rendered, a 

painting comes from the heart and gets created 

in the flow of the moment with stubborn paint on 

canvas. Absorbed in the struggle from white 

canvas to satisfying painting, I tend to get very 

annoyed if people comment on it. Changing 

halfway isn’t really possible anyway in the layer 

method I use; it changes the subtle nuances and 

paint structure to an extent I can’t live with. I do, 

however, keep comments in mind when starting 

something new, but the painting process is hard 

to steer. I often get the comment that I put too 

Canyon Work in Progress BBEFOREEFORE  

“I often get the comment that I 

put too much into one image, 

but I like detail, so it’s hard to 

simplify. It’s just my stubborn 

character, I’d say!” 
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much into one image, but I like detail, so it’s hard 

to simplify. It’s just my stubborn character, I’d 

say (laughing). 

3DAD: One example regarding this iteration and 

feedback process was your “Canyon Work In 

Progress.”  

http://www.planetside.co.uk/forums/index.php?

topic=15035.0 

This project started as a deep and steep sided 

canyon with a small river or stream meandering 

at the bottom and scan vegetation. The final 

illustration ended up with a rail track and the left 

side of the canyon wall deleted to open sea! But 

as you mentioned in the post “Gigantic changes 

are easier in TG than in real life, I can tell you 

that !”. I get the impression you enjoy the 

inclusion of a railway in an illustration. Did you 

enjoy this particular project and were you 

pleased with the eventual outcome? 

UG: First of all, I must say the locomotive isn’t 

mine, although by now I could make one myself. 

And here you quote what I just said; it’s easy to 

change stuff in digital art, and that’s what I like 

in the process, and also in this one.  

Sometimes an accidental or willingly changed 

part of the setup yields a completely different 

outcome. For me, these kind of setups are a way 

to learn, a moving process not necessarily ending 

up in a 100% finished render. I change the 

values in a node or the way they are linked, and 

hey, what happens here? That’s interesting. And I 

pursue from there. Or I want something 

particular and I move about the nodes and values 

(by educated guesses) until I get where I want. 

What I remember from this one is that it started 

by making just a canyon with a stream 

meandering through it. And then I thought: why 

not add a railway. I found the way to do this 

quite realistically a while back and I really like 

Canyon Work in Progress AAFTERFTER   

http://www.planetside.co.uk/forums/index.php?topic=15035.0
http://www.planetside.co.uk/forums/index.php?topic=15035.0
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railways. Especially a track meandering away into 

the distance makes me ponder its destination and 

what lies beyond, a romantic aberration, I 

believe.  

Although I already had this idea to carve a 

railway out of a near vertical bluff (difficult, but 

possible I think), it’s up to scouring for reference 

on the internet. I found nothing illustrating what I 

had in mind, so during the process the terrain 

changed. And just to prove another principle I 

stumbled upon, I flattened the whole left side of 

the canyon into a sea. Satisfied is a big word, but 

I like the outcome. But in this case my quest for 

a tunnelled railway in a bluff didn’t succeed, 

 

ZZUTPHENUTPHEN  

ZZEVENAAREVENAAR     
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that’ll have to be done another time.    

3DAD: You have a series of illustrations that 

focus on Dutch historical sites, these include 

“5000 years ago”, “Stoneage Settlement”, 

“Roman Fortress at Zwammerdam” and “the 

Dutch city of Zutphen in medieval times”. Where 

did this interest in recreating scenes from history 

(as based upon the archaeological evidence) stem 

from and do you have a personal favourite from 

this series? If you have a favourite, what 

 

RROMANOMAN   RREMAINSEMAINS   ATAT   VVLAARDINGENLAARDINGEN  

ZZEVENAAREVENAAR     
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elements from the scene make it your favourite? 

UG: Happy coincidence again. I happened to 

cross paths with an archaeologist, who liked my 

painted birdseye views of nature. He was looking 

for someone to make an illustration of the 

Zwammerdam Roman fortress. His commission 

ended up in a since widely published painting, 

and a series of follow-up commissions, also by 

other archaeologists.  

After discovering the power of Terragen 2, I 

changed techniques and now do all this work 

digitally. As one of a few in the Netherlands, I 

believe. Much later I started recreating the 

Zwammerdam image digitally, but actually never 

finished it. I might add that I made the fortress in 

XFrog, which is a tree sculpting program. An 

awful lot of fiddling, so I never got to re-model 

the fortress in more appropriate software. 

Medieval Zevenaar is my favourite and most 

daunting project. Based on archaeological data 

and old maps, the city was to be recreated for a 

huge mural display. I had to model complex 

buildings and place 240 of them along the 

streets. The wireframe view of models in 

Terragen 2 was a great advantage, so I was able 

to move them within the meter to where they 

should be.  

With so much data to be imported, I had to find 

ways to keep the load as low as possible, which I 

did by loading textures once and distributing 

them among buildings which used the same 

texture.  

Streets and vegetation were all distributed by 

using hand painted masks. And then the best part 

came; seeing this city come alive in beautiful 

light as the renders progressed.  

3DAD: You’ve picked a good number of natural 

phenomena and went to work in making realistic 

scenes of these in Terragen, such as waterfalls, 

volcanoes, moon craters, glaciers, ocean waves 

and surf!  

What has 

been the 

toughest to 

work and 

why on and 

what is next 

in this series 

that you 

would like to 

tackle? 

UG: Maybe 

my 

education as 

a scientist 

has 
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stimulated the search for methods; when I 

stumble upon a question asked on the forum, or 

a nature phenomenon while hiking or scouring 

the internet, I get intrigued to find a solution to 

produce a realistic representation. And my aim 

for perfection makes me going on and on, until 

my wife has to drag me away from the computer 

(smiles).  

Surf is probably the most frustrating ventures, I 

spent a good many hours trying to get decent 

results, sometimes co-working with some guys 

from the forum. It’s hard to get real surf in 

Terragen 2, but something that from a distance 

may pass as surf to me is quite satisfactory for 

the time being. Planetside is working very hard, 

and surf may one day be in a simple node to add. 

The searching for one thing like surf led me to 

understand a lot more than this one thing only.  

3DAD: The “Garden of Eternity” is an award 

winning large scale scene you created and now 

features in a high definition video shown on 

Planetside’s home page! How did this garden 

scene  start, did it evolve from a smaller scene in 

your mind’s eye?  And could you tell me some of 

the highlights in the journey of this project? 

I think a great comment on YouTube that 

complimented the realism in this work on the 

animation was “…Were the images used pictures 

of actual places in the world, or are they custom 

graphics developed in an application?”  

UG: Wow, that ís a compliment, I never actually 

saw that post. Have to check it out! The 

animation itself was done by one of the guys 

from Planetside, Oshyan, and he did a terrific job 

with the then still limited animation features of 

Terragen 2. The animation process has evolved a 

great deal since then, although I’m not much into 

animation, so I can’t really judge that.  

The scenery itself was commissioned by a Dutch 

environmental organization, who wanted to 

visualize a natural park to bury and 

commemorate the dead.  

As I mentioned earlier, it was to be a concept to 
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develop in reality, and to gather funds and 

partners, a nicely illustrated brochure was 

needed. They wanted a few overviews of the park 

and some details, so I had to put it all in one 

large scene. For me a whole new challenge to get 

all elements in a realistic way in one digital 

environment; my modeling skills were very basic 

then, and something like getting subtle colour 

differences over a whole population of vegetation 

was still unknown territory.  There was enough 

work to keep me off the 

streets for quite a while. 

Actually, some of the 

highlights in this 

process were in the 

modeling of objects like 

the labyrinth; seeing 

something get ‘real’ out 

of an initial digital 

box (as a newbie 

modeler, mind you) 

made me more 

confident. But the 

best highlight was in 

fact seeing the 

animation for the 

first time, and 

knowing I had but its 

basics down. 

3DAD: Given the 

display of TG scenes 

through an animation 

now due to the 

Ranch Computing 

service, do you plan 

to take some of your 

more popular past 

works and create 

some animations on 

these? 

UG: As a matter of 

fact another 

animation will be 

made by Planetside, 

from one of my 

recent still scenes; 

Ponte Salario. I don’t 

do much animation 

myself, it’s very time consuming and I need 

plenty of time to perfect my still skills. For the 

time being.... so don’t quote me on this in a few 

years to come.  

3DAD: Tell me about the Terragen community 

and how it has helped you develop as a TG artist. 

Feel free to shout out to some individuals that 

have helped you over the years. 

UG: Ah, the community! If it weren’t for the 

community, I wouldn’t  have gotten where I am 

now. Although I have discovered quite a few 

things myself (he said modestly), I’m in debt to 

guys like Jon (Hetzen), who, besides help, also 

gave me an opportunity to work with him on a 

commercial thing, Martin (T-U) for his 

knowledgable ideas, Frank Basinski (FrankB) for 

getting me into NWDA, TheBadger for his positive 
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and creative approaches and Henry for 

stimulating me to do my own modeling. And of 

course the Planetside staff, who read the forum 

carefully, jump in when needed, and who gave 

me the opportunity to become an alpha tester. To 

name just a few!  

Funny thing is that the Terragen forum was my 

first forum ever and is still my favourite. Most 

guys are very helpful and serious about working 

with TG2, and together we have worked out some 

interesting concepts. If you need an answer, 

there’s always someone with a hint or file that 

gets you further. And luckily I am now in a 

position to help others as well. If any of your 

readers wants to dive into Terragen 2, I’d say, be 

sure to sign up with the community and get into 

the forums.   

3DAD: Finally, what are a few tips and advice 

you would give to those who are just starting out 

with the Terragen application? 

UG: Like I just said, get yourself to the forums 

and read, read, read, also older posts tackling 

areas of your interest.  

There are posts about all 

sorts of stuff; tutorials 

about how to simply start 

a scene to very deep 

going conversations, ideas 

and solutions about how 

to tackle a certain 

‘problem’ or challenge. 

There are quite a 

few files to 

download, and it’s 

good to analyse 

them. But start 

simple to get the 

hang of it, don’t 

expect to make 

perfect and 

complex renders 

right from the start.  

The learning curve 

is steep and the 

node structure 

might be daunting 

at first glance, but 

it’s the best to work 

in. Get to know 

what the basic 

structure of the 

system is and get 

to know what the 

nodes do, then 

start compiling in a 

thoughtful way and 

see what happens.  

And if you get 

stuck; ask! 
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Jan Walter Schliep has been freelancing in the 

fields of computer graphics since the late 90íes. 

Mainly doing visualization he noticed fast, that 3D 

plants were rather rare, so he started to create 

his own content. He also worked for companies 

like Xfrog, where he specialized even more on 3D 

and nature. One of his tools of choice was 

Terragen and when Terragen 2 was released, Jan 

Walter (aka Walli)started to produce 3D content 

for that application, working together with Frank, 

founder of NWDA. Walli also started his own 

shop, where he serves other applications too. 

As most commercial work has to be clean and 

photo realistic, he likes to do grimy, non-perfect 

scenes.  

Jan Walter lives in Germany with his family, likes 

to read and watch fiction and spends most of his 

free time with kids, wife and dog. 

 

Next to a day job in the IT industry, Frank 

Basinki is a veteran Terragen artist, and the 

owner and founder of New World Digital Art, also 

known as “NWDA” - an online store for Terragen 

content and tutorials. He has a diploma in electric 

engineering, but never worked as an engineer in 

that field, as he preferred a career in sales and 

marketing. His Terragen career started in year 

2000 with an early version of Terragen classic. He 

became active in the community by writing 

tutorials for Terragen Classic, and later on for 

Terragen 2. With the launch of Terragen 2, he 

realized a demand for high quality Terragen 2 

content, founded NWDA and today partners with 

six other renowned Terragen artist.  

As an artist, Frank prefers to work on still images, 

and is mostly focused on achieving photo realistic 

results, whereas the actual scenes may not 

resemble any real places.  

Frank lives in Germany with his family, likes to 

read fiction, go on bicycle tours, listen to some 

pretty heavy music, cook, be with friends, and 

above all, spend time with his kids.   

                    

Jan Walter Schielp 
“Walli” 
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3DA: We are joined today by the artistic talents 

behind New World Digital Art 

(www.nwdanet.com),  collaboration between 

Terragen pioneers, Frank Basinski and Jan Walter 

Schliep, otherwise known as Walli. Thank you for 

taking time out of your busy schedules to sit with 

3D Art Direct. 

FB: Thank you for the invitation. 

JW: Thanks for having me. 

3DA: To set the stage for our discussion today, 

give our readers a brief glimpse into your digital 

art journey and how you landed in the Terragen 

world. 

FB: My digital art journey actually started with 

Terragen. A very early, year 2000 version of 

Terragen (Classic). Back then, I had no idea 

about digital art at all. My brother was all excited 

over computer magazines that had shareware 

CDs. I recall that one summer, he told me all 

excited about that software he discovered on one 

of those CDs, that would let you produce photo 

real images of imaginary landscapes. I was 

immediately impressed when I saw it for myself. 

Since that day, I have been sold to digital art. 

Then Terragen 2 was in an alpha stage at one 

point a few years later, and I got lucky that I was 

let in by Planetside to help test it as it was still in 

development!  

Once Terragen 2 Beta was released to the 

general public, I noticed that one of the things 

missing was a content ecosystem, to help people 

get great results fast for their projects. That's 

when I started New World Digital Art (a.k.a. 

NWDA – a business to provide only premier 

quality content to the Terragen community of 

users. That's also when I asked Walli and others 

to partner with NWDA and help me build that 

content ecosystem 

JW: I started doing 3D in the late 90´s, I used 

Povray at that time. As I always wanted to have 

something “around” the objects, I was looking for 

a good solution to create sky and landscape 

backdrops – and Terragen was  the perfect 

solution for that task. 

3DA: In the realm of 3D imaging there’s a fine 

line between artist and integrator. You need that 

foundation of composition, perspective, color and 

lighting, but you should also have a measure of 

tech skill to pull it all together. How has Terragen 

improved over the years to make it easier for non

-tech people to create art? 

FB: Terragen 2 isn't an easy app to learn. Like 

WW ILDLIFEILDLIFE   CCENTREENTRE   (W)(W)  
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any other 3D package it requires you to learn it 

and be a bit tenacious, hold on to it for a while, 

but then eventually you'll have a break-through 

in understanding it all. You asked how Terragen 

has made it easier for non-tech people. In my 

view, non tech people will be able to operate 

Terragen 2 and get great results fast, but it 

requires you to take a deep dive if you want to 

pull out of the ordinary stuff – but tell me which 

which app is much different in that regard? 

JW: Actually I am not sure if Terragen really 

makes it easier (especially for non-tech people) 

to create art. I can remember that many users 

were sceptical when Terragen2 came out. They 

said it was to complex. And to a certain degree I 

can understand that and by the way, this is true 

for most other applications too.  

If you compare the “good old” Terragen with one 

of the latest reincarnations, then the new tech 

might be overwhelming. But that is simply 

because there are so many new tools and 

features and at the beginning you simply have to 

do some small steps. 

But if you start to embrace those new tools, then 

indeed you will be able to do stuff, which has 

barely been possible before. Realistic lighting is a 

lot easier to achieve, complex ecosystems can be 

simulated with help of populators and even 

animated objects are possible. 

3DA: Talk about the early Terragen days when 

you first started doing commercial content. How 

did that effort unfold? 

FB: Oh it was a novum. Previously, there was 

absolutely no commercial content at all for 

Terragen. Everything was either freely shared 

among users, or held back privately, or didn't 

exist at all. Certainly non of the content was 

production ready. You have to imagine that in the 

early days, most Terragen 2 users were hobby 

users. So to begin with, we said we would like to 

commercially offer content, but for not much 

more that you would pay for a cup of coffee at a 

Starbuck's. And to this day, we still have a pricing 

PPEAKEAK   (FB)(FB)  
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model dedicated for private use, next to a pricing 

model for commercial use. What's really cool is 

that Walli liked the idea, so that we could begin 

to offer affordable, high quality vegetation 

models to both hobby users and commercial 

users. 

JW: Actually I can’t even remember.  I have 

been modeling vegetation for several companies, 

some stuff has been for inhouse needs, other 

plants have been sold as libraries. I also did 

visualization and for that I often need specific 

plants and after a while I decided that other 

people might like those objects too. 

When Terragen2 came out, there was not much 

content available. I mean, not directly prepared 

for Terragen. So I simply wanted to fill a gap. 

3DA: Describe how you came together to create 

NWDA and what that experience was like. 

FB: I was very convinced of the hybrid private/

commercial use model, and I simply asked Walli if 

he could imagine putting together a model or two 

for that purpose. I was flattered that he was in 

right away. You have to know that to me, like to 

most others, Walli is like a celebrity in 3D plant 

models. Not only in the Terragen world, he's all 

over the place, so having him sign up as a NWDA 

partner was just great. 

JW: As far as I can remember, we got into 

contact during beta testing. At some point Frank 

proposed to open a site with content targeted at 

Terragen users.  

At that time I already have been creating content 

for other applications and during beta testing I 

started to bring some of that content to Terragen. 

3DA: From your perspective as a content 

provider, what are the fundamental differences in 

serving the hobbyist and the commercial 

clientele? 

FB: In commercial, it's all about creating value 

through saving time in the creation, the 

workflow, and about production level, superior 

quality. In the hobbyist space, time savings are 

less crucial. With hobbyists, the art is what 

matters most. So what both groups have in 

common is, that they don't like to compromise on 

quality. 

JW: The difference might be a lot smaller than 

most people think. The main difference probably 

is time. Many professionals don´t have time to 

look around and collect a few trees for example. 

If they need trees, then in most cases they prefer 

to get a collection. Hobby users often spend more 

time on finding exact this one special tree they 

have been looking for.  

Apart from that, both are looking for good quality 

A WA WALKALK   ININ   THETHE   WW ILDILD   (FB)(FB)  
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at reasonable prices. 

3DA: Let’s talk about some of your individual art 

work. We’ll start with one of Frank’s pieces, A 

Walk in the Wild. I like everything about this 

image. It’s a relatively flat image in color, so the 

subtle shift in the greens of the tree and the blue 

dress gives an almost perfect balance. Tell us 

about putting this one together and is this what 

you were looking to achieve? 

FB: This is one of those “out of the ordinary” 

pieces. It's actually a collaboration work between 

me and Teddy Smith, a professional 

photographer. Teddy was looking for ways to 

embed professional model shootings in front of a 

green screen with virtual environments. He 

stumbled across Terragen and NWDA, and made 

contact. I was thrilled about the idea and was in.  

We brainstormed about the setting, shared some 

test photos, lens specifics, aligned about the 

lighting, etc. I suggested “let's do a tornado.” To 

be honest I wasn't entirely sure if I could pull off 

a tornado with Terragen, but I experimented for a 

while and finally figured out the techniques to 

make (mostly) procedural tornados with 

Terragen. We rendered this in 4k resolution, and 

with multiple z-depth passes, so Teddy would 

have a chance to mask out the foreground 

elements and place the model shot right in the 

middle in between the grasses. As a side effect of 

this effort, Teddy also discovered a very effective 

method on how to mask out tiny strands of hair 

in Photoshop, so that it wouldn't look like cut out 

from some other photo.  

All in all, the concept of mixing shots of people 

GGREENREEN   HH ILLILL  (W)(W)  
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with virtual environments really worked out well. 

We both said we'd like to repeat this one day but 

so far haven't gotten there, yet. 

3DA: Having spent some time on those remote 

highways of the American Southwest, your image 

Speeeeed jumped out at me as well. What was 

your inspiration to create this piece? What 

components did you use here? 

FB: Actually the image started out with me trying 

to create a believable, fully procedural road in 

Terragen 2. During the development of the road, 

I was just using a dummy terrain to put it on. 

Once the road itself started to look good, I 

wanted to create a fully-fledged scene with it. 

Now, it happened to be a scene that would look 

similar like the American Southwest, for two fun 

facts: a) I happened to have a DEM of that region 

that I always wanted to try, and most importantly 

b) Walli had created that gorgeous Dry Bush 

Bundle pack, that are the only bush models I 

ever use because of their believable looks. If you 

dig around the Terragen scene, you will see a lot 

of desert type renders, because many people 

have bought that pack from Walli, and that fits 

marvelously with deserts.  

So, in summary, the terrain is a DEM, the road is 

all Terragen procedural, sky, atmosphere and 

lighting are Terragen, too, and the vegetation is 

all Wallis. And the roadside ditch uses a variant of 

the NWDA Fake Stone pack.  

3DA: I’m always amazed when I see someone 

achieve photorealism with Terragen. For 

example, Walli’s Poplar Autumn looks so real, I 

can almost smell the autumn season. What steps 

do you take to create realism like this? 

JW: First of all, credits go to Mother Nature. 

When creating vegetation or other digital objects, 

I always try to get a real world impression. Go 

out, take a walk, find the object, take a close look 

and of course take photographs of the subject. 

Additionally I always compare my footage to 

references I find on the web. So after choosing 

some references, I start to model. In many cases 

it´s a mixture of procedural approaches (Xfrog) 

and straight forward poly modeling. When getting 

closer to the final shape, I create textures from 

the photographs and test them on the geometry. 

After that it´s mostly tweaking and fine-tuning, 

and finding the balance between needed (or 

wanted) amount of detail and reasonable 

hardware requirements. 

3DA: One of your interesting techniques was 

actually scanning a leaf into Photoshop and 

creating a bitmap texture from that. Talk through 

how you’ve been able to apply that technique to 

your work.  

JW: Most of my work has to do with architectural 

or landscape visualization and most people strive 

for (photo-) realistic results, at least at the 

moment. So to get realistic results in a 

reasonable amount of time, I either scan leaves 

or take photographs of them. After that I create a 

mask (opacity/alpha map) following the outline of 

the leaf, tune color and brightness and either add 

or remove bruises and the like. This work is done 

Gimp, Photoshop, Bodypaint or similar 

applications . But of course it is also possible to 

paint leaves and bark from scratch – it mainly 

depends on the style you are looking for. 

3DA: Walli, you have a long background with 

Xfrog. Some of our readers may not be using 

Xfrog for their vegetation needs. Briefly tell why 

they should be.  

JW: I think every user has to decide for himself, 

what tools and applications work best for him. I 

am using Xfrog because it is not just a plant 

generator. Xfrog is a flexible piece of software 

offering me some dedicated tools targeted at 

plant modeling. But you also can create nice, 

abstract shapes. Flexibility often comes together 

with complexity and this is true for Xfrog. So if 

you just want to create a nice tree, then it might 

be better to take a look at some other nice 

applications. But I want to have as much control 

as possible and because of that I am happy to be 

able to play with some “next-gen” tools that 

Laubwerk is developing at the moment. 

3DA: If you had a hand in developing Terragen 

3.0, what major improvement would you insist be 

made to the software? 

FB: I am a cloud lover. Most of my time I have 

actually spent creating decent looking clouds in 

Terragen 2. Terragen clouds are awesome, but 
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there are still some open wishes with them, 

specifically about shape control and light 

scattering. So improvements there would be 

great. Secondly, I really think a few more fractal 

flavors would do Terragen well. Overall though, 

Matt, the developer of Terragen, has been 

making the right choices as far as their roadmap 

was concerned. Perhaps if another developer 

could join the ranks that would help Terragen 

make bigger leaps faster. 

JW: I would go for an improved populator. I 

would love to put several objects into one 

populator (time saver) and I would like to see 

interactions between populators. 

3DA: Let’s take a look at some more art, 

specifically your space views. Frank, tell us about 

your Ariel View image.  How do you approach an 

image in open space versus an earthly terrain 

image? Any major differences in your working 

style between the two? 

FB: If you use Terragen, there really isn't a lot of 

magic required to do a space scene. Essentially, 

you zoom out with the camera, let a fractal 

create some continental plates for you, then you 

color the planet, add an ocean, add some clouds 

and render away. But then, terrestrial scenes can 

be similarly simple. In my view, a good image is 

one that has a lot of detail to look at. It just 

requires the artist to pay attention to detail and 

work until everything is just right. A lot of people 

don't have the patience to do that.  

Anyway, back to the question. Some aspects of 

creating a space scene are very difficult to get 

right. For example, in terrestrial scenes you only 

see so far with the camera. Now a global level, 

the fractals that you may have used to create 

your terrestrial canyon image, look funny or 

wrong on a global scale, so you have to add 

multiple layers of shape generating fractals over 

one another. Essentially global scale can become 

quite complex, once you add climate zones and 

different types of mountains, pole caps etc... We 

actually in the development phase of a new 

planet pack that is supposed to provide a lot of 

that out of the box. That's going to be great news 

for space artists, game developers, film 

production houses, and others who want to 

GGOLDENOLDEN   OOCTOBERCTOBER   (FB)(FB)  
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create realistic earth-like planets and animation 

sequences like fly-overs, orbital shots etc. 

3DA: Walli’s Outer Space done during the 

Terragen 2 beta testing is magnificent in its 

simplicity. The space pod against the planet 

horizon gives this image a lot of depth. I also like 

the sense of motion you’ve injected with the blur. 

Think back to when you did this one; what kinds 

of things were you looking for as a Terragen beta

-tester and were you already getting a sense of 

the power of the application? 

JW: Before TG2 you had to “cheat” if you wanted 

to use Terragen for outer space pictures, so the 

main idea behind this picture was simply to see, 

if it works. Around that time I also started to 

work on a small film project, doing the 3D 

elements and backgrounds.  You can find it right 

here: https://vimeo.com/11387021 . So I wanted 

to see, how TG would work on such shots (for the 

film, I used Cinema4D)  

3DA: I’d like you both to briefly describe your 

creation style. Do you do a lot of planning up 

front or do you just let the image unfold through 

the process? 

FB: As I am mostly free to do whichever art I 

please, I often only have a rough idea of what I 

want, but then follow my curiosity until I arrive at 

something that looks promising. As I hinted 

earlier, the difference between a mediocre render 

and a great one is mostly in the attention to 

detail. So once I have found my setting, chose 

the best POV, I spend a great deal of time on the 

best lighting, clouds, vegetation, and other little 

things. 

JW: That´s different from project to project. 

When doing private projects you´ll find the 

complete range from extremely pre-planned to 

total “chaos”. Often I have a simple idea and 

start to play around in 3D to see, if there´s 

“potential.” 

On professional projects it´s different, there I 

always try to plan ahead as much as possible. 

3DA: What’s been the most difficult aspect of 

managing New World Digital Art and why?  

AAERIALERIAL  VV IEWIEW  (FB)(FB)  
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FB: For me, nothing about managing NWDA is 

difficult. It's fun, we got great and loyal 

customers, and we also give away a lot of great 

things for free. We have even opened a 

Community Store where everyone can sell or give 

away their products. 

3DA: One thing I hear a lot is the amount of time 

large images take to render. What are the things 

you do to manage render times? 

FB: The performance of the app and the power of 

the computer will never catch up with each other. 

Once you get a faster computer, to render your 

usual scenes really fast, you realize how many 

more things you can pack into a scene now that 

wasn't possible with the old machine, or how 

much more detail you could get out of it, etc. So 

you're back to the dreaded long render times.  

However, in most cases render times with 

Terragen don't have to be long. At the level of 

detail Terragen produces images; I assume 

comparable render apps need a comparable 

render time. Most users do not fully understand 

how they need to adjust all the render setting for 

“Artists using 3D graphics and 

animation as tool to express 

themselves will get more common. 

A few years ago, it all was highly 

technical and you had to spend a 

lot on soft- and hardware. Today 

you can work with free software 

and hardware that is a lot cheaper.” 
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a fast result in good quality. A lot of people force 

the app to calculate a lot of sub pixel detail, that 

won't show in the final render anyway. 

JW: Render times don´t matter that much to me. 

Why spend an hour to optimize, just to save an 

hour of render time?  

Of course I always have render times in mind 

during the process of creating a scene, so I am 

able to avoid some pitfalls. But in general I don´t 

mind if the computer has to crunch a few extra 

minutes. 

When working against a tight deadline, then this 

might be something different though and 

animations of course have to be optimized. I such 

cases, the main areas are: antialiasing settings, 

GI settings and opacity maps. One thing that 

increases render times are the many opacity 

maps that have to be traced on trees for 

example. So I carefully check if it is possible to 

get away without opacity maps. 

3DA: Where do you see the future of 3D art and 

animation and where does NWDA fit into that 

vision? 

FB: Let me answer the NWDA question: I am 

sure NWDA is going to be a valuable resource in 

the Terragen space. We're covering that niche, 

and at least mid term, that's where we'll be home 

at. If the Terragen user base grows, and use of 

Terragen in commercial environments increases, 

NWDA will grow with it. But all the while, we want 

to keep in touch with the community and pursue 

our 3D hobby (or jobs) together. 

JW: Artists using 3D graphics and animation as 

tool to express themselves will get more 

common. A few years ago, it all was highly 

technical and you had to spend a lot on soft- and 

hardware. Today you can work with free software 

and hardware that is a lot cheaper. More popular 

also means, more people looking for content and 

this is where NWDA comes to play. 

3DA: What three tips would you give to a 

Terragen newbie to help them get started? 

FB: 1) Ask a lot of questions and post your work 

for getting advice, no matter how crappy it may 

look like in the beginning. 

2) Have every image show something you 

haven't done before, but one step at a time 

3) Follow these steps http://www.nwdanet.com/

terragen-tutorials/62-how-to-make-realistic-

images 

JW: 1) Don’t be afraid of nodes. They really don’t 

bite! 

2) Take a look at landscape paintings and 

photography, there is a lot you can learn from 

that. 

3) Start with simple scenes and few tools/objects. 

If you think too big at the beginning, chances are 

high to get frustrated. Always step by step. 

GGOLDENOLDEN   OOCTOBERCTOBER   (FB)(FB)  
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Terragen 2 was my first experience in 

computer graphics. I was playing some video 

games with my cousin, and, after a long night, he 

turned off the game, and there on his Play 

Station 3  was a wallpaper that caught my eyes 

like never before. 

He told me that part of it was done with 

Terragen. So I came back home at 4 am , 

downloaded the free version of TG0.9 and played 

with it until 11 am of the same day! 

I tried the software a few times and posted my 

first renders to the Planetside forum.” 

“People gave me a lot of advice and one of them 

was : “get your hands on Terragen 2” !  

So... I downloaded the free version, and have 

never left it !  

Franck Doassans 

Franck Doassans, AKA Seth is a 36 year old French Terragen user living in 

Paris. He is well known in the Planetside forums and at New World Digital Art, where his 

Wilderness Tutorial has been one of his most popular.  

His passion for Terragen and computer graphics is absolute; he spends all of his free time 

creating visual works. Frank has often said “in my right hand, I have the power to create 

a world !” all thanks to Terragen! 

One of his best professional experiences was working n Bristol for few months directing 

the graphics on a documentary for the United Arabian Emirates 40th anniversary. This 

project was under the auspices of National Geographic and the BBC. Franck  thoroughly 

enjoyed this opportunity in working with Terragen 2 full time and collaborating with other 

artists 

http://www.7thcircle.fr/terragen-2.html 
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Of course, I bought the full version as soon as I 

could to get rid of the size limitation and the 

number of different populations (only 3 different 

populations are possible with the free version, and 

the render size is limited to 800 x 600). 

So with render after render, advice after advice, 

and night after night, I tried to improve my skills.  

I need to tell you that I am absolutely not the 

math or technical kind of “artist”. So I always 

tried to do nice looking renders with simple 

techniques. 

So I have mostly focused on lighting and 

atmosphere. No need to be Einstein, 

you just need to have “good eyes”. 

I really love Terragen 2. It allows me 

to “take pictures of non-existing 

places”, I can show people 

landscapes I would like to go to, and 

sometimes make them believe I was 

there. 

To be honest, if I had enough money 

to travel around the world and take 

pictures, I am not sure I would use 

TG2 so much! 

The official forums are full of nice and 

helpful people, always ready to help 

you to improve your skills, to give 

you tips and tutorials. 

The major strength of TG2, to my 

point of view, is the atmosphere, the 

lighting and the realism that can be 

achieve with the mix of these two 

strengths. 

The weakness is the lack of “official" 

explanation, tutorials, etc... 

Everything is done by users, and 

even advanced users can have 

problems to understand how some 

nodes work. A better UI would be 

nice too. 

I can say that, over time, TG2 is 

getting better and better, and that 

the TG2 staff are working hard for us. 

I thank you for the opportunity you 

give me to show my renders to a lot 

of people and I want to thank all the 

supportive people I met, online and in 

real life. 

CAVERNAECAVERNAE  

So I have mostly focused on 

lighting and atmosphere. No 

need to be Einstein, you just 

need to have “good eyes”. 

This was the first realistic cave rendered using TG2 if I remember correctly. I 

learnt a lot doing that one, and you have to remember that TG2 didn’t even have 

transparent water at that time. So I learnt to use two  heightfields and to merge 

them to actually form the cave’s wall.  Then I learnt a bit more about reflection, 

because I wanted the ground to look wet. And most of all I learnt to do more than 

one render to be able to merge them through image map node. That allowed us 

to fake the transparent water by then. 
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DDUSTUST  & F& FAKEAKE   SSTONESTONES   

This got me deeply into achieving realistic ground with stones and dirt but with a very, very simple node network. And as I wrote some stuff 

about the creation of that  file, I can say that the render allowed me to try to understand how I should explain techniques to beginners. 

And I truly think that people should do more stuff like this render, not huge incredibly vast landscape, but should focus on more... intimate 

points of view. 

TTRIPLERIPLE   CCRATERRATER   SS ITEITE   
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DDARKARK  CCANYONSANYONS   
This was done with 2 height fields, which is the 

main technique in TG2 to do canyons. 

The atmosphere needed to be dark in that one. 

because the ground is a mess! 

The thing was that I wanted to do a canyon 

with a kind of metallic look to its surface, 

something different from all the usual canyon’s 

lighting. 

So I played a lot with the atmosphere , which is 

definitely different from the users’ common 

settings with a lot of haze to darken the render. 

To compensate that darkness, I used a 

powerful sun (strength 10 if I remember 

correctly), disabled the GI and used three more 

suns to fake that GI. The good point of that 

technique is that you can determine the 

colours , power and place of the suns. and the 

result is, well, sometimes as good as GI. And 

my secret.... I add Ambiant Occlusion ! 

Like all the renders I have done, that one took 

me a lot of time. I always play a lot with many 

settings.  

I can’t be specific but I think it took me more 

than 40 hours to create this and that excludes 

the rendering process of course! 

I always work like this : first I generate the 

landscape by itself, so it is the canyon in this 

example. Then I do my atmosphere and then I 

work on the surfaces. I always work in that 

order because when you change your 

atmosphere, you change all of the colours.  

Then comes the time to play with your camera. 

It can take a while considering the camera 

didn’t have some of the newer options now 

available in TG2. So I can say it was not so 

easy to do a simple looking camera move like 

the one in the canyon because of the way TG2 

works with spline curves. 

I can say that people could/should export their 

terrain in another software that have better 

camera tools (like Maya) to do their camera 

moves and then re-import them in TG2.  

NNEIGEEIGE   TTARDIVEARDIVE  

Franck Doassans 
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All my future “research” on surfacing, dirt, fake stones, etc, come from 

this  render... 

OOCHRECHRE   RROCKSOCKS  IIMPACTMPACT   

OOAA  ZZEESEES  
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I learnt so much about population with renders like this one. 

The way light goes through the vegetation, the reflection and wetness  that you must add to the leaves to make them look good… I could 

do these kind of “nature’s renders again and again...  

PPROMENADEROMENADE   

Franck Doassans 

OOLDLD  VVOLCANOOLCANO  
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TTWISTEDWISTED   TTOWEROWER   

TTWEENTWEENT  OHOH  WWERZERZ    

Franck Doassans 

DDANTESANTES   BBALLALL  
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DDANTESANTES   BBALLALL  

CCOLDOLD  VV ISTAISTA  RREDUXEDUX   
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