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Having problems viewing this magazine in 

two-page spreads?  Here’s our handy guide 

on how to set up your desktop PDF viewer: 

For users of Adobe Acrobat Reader: 

1. Open Adobe Acrobat Reader.  In the top 

menus, select VIEW and PAGE DISPLAY 

2. Make sure that the option for a TWO PAGE 

VIEW is ticked. 

3. Make sure the option to SHOW COVER PAGE 

IN TWO PAGE VIEW is ticked. 

That’s it! 

For users of the popular Foxit Reader PDF Viewer: 

1. In the HOME tab select FIT PAGE. 

2. Then select the VIEW tab. 

3. Then highlight FACING PAGE and SEPARATE COVER. 
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Digital Art Live 

Christmas Party 
Saturday 19th December 2015 20:00 GMT/15:00 EST/12:00 PST 

Register at digitalartlive.com 

Join us in a celebratory Christmas Holiday live webinar to share and learn from 

community members and 3D Art Live presenters from their projects during 2015.  

It’ll be a series of mini presentations showing their breakthroughs in modelling, 

texturing, rendering, mapping, rigging or lighting. 

 Live party fun with like-minded 3D artists/content creators 

 All attendees gain a free webinar recording gift 

 Take part in the 3D Art Live Christmas Quiz  
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DigitalArtLive.com STORE 

Since earliest times, the red star in the night skies has been noticed and 

catalogued by humanity. As science began to advance, the perception of this mysterious star 

changed from a mythological god into a real, neighbouring world that just might be like 

ours. That concept was a catalyst to a whole new genre of art. Mars became everyone’s 

favourite planet! 

This webinar recording examines some of the excellent examples of digital art depicting the 

Red Planet and we’ll have artists talking about their respective works. We’ll learn how they 

created some incredible vistas that are almost indistinguishable from the many real 

photographic references that we are now lucky to have. 

We’ll look at:- 

• History and facts about Mars 
• Stunning illustrations of Mars vistas 
by Kees Veenenbos (created with 
Terragen) 
• Creating a Mars base 
illustration with Christian Hecker (using 
Vue) 
• Illustrations from the Russian artist Alex Niko (Mojoworld) 
• Techniques artists have used in creating these scenes 

Join us in our journey to discover the Spirit of Mars! 
DigitalArtLive.com 

Store Sale 

$25 

http://www.space4case.com/
http://tigaer.deviantart.com/
https://www.renderosity.com/mod/gallery/?uid=478207
https://digitalartlive.com/?p=255


5 

 

CONTENTS 

INTERVIEWS 

――  42 

GALLERY: “THESE ARE NOT 

THE PLANETS YOU’RE 

LOOKING FOR…”  

――  26 

J-F. LIESENBORGHS 

Digital Art LIVE talks with 

the maker of highly 

detailed sci-fi scenes. 

3DS MAX | PHOTOSHOP 

“An important point for 

using Greeble is to 

permit to use multiple 

value ID for the 

mapping, so you can 

use a multi-subObject 

material.” 

――  08 

NEIL THACKER 

Digital Art LIVE interviews 

‘Grafikeer’ on his superb 

new sci-fi pictures. 

VUE | PHOTOSHOP 

“A fair amount of what 

is going on currently in 

the sciences can show 

up in my images, or 

can at least inspire 

them.” 

OUR LIVE 

WEBINARS! 

――  02 

EDITORIAL 

――  07 

SPACEX MARS 

――  64 

IMAGINARIUM 

――  76 

Front Cover: By Dave 
Haden, a Photoshop 
composite of two NASA 
pictures and a galaxy 
from Wikipedia.     “A GALAXY FAR AWAY...” ISSUE 

As a tribute to the big 

new movie that’s being 

released in December 

2015, we take an 

entertaining tour 

around some of the 

more well known 

planets in the Galaxy, in 

the company of a 

veteran battle drone. 



6 

 

Dave Haden 

Assistant Editor and Layout 

dave@digitalartlive.com 

Copyright © 2015 Digital Art LIVE.  Published in the United Kingdom.  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. No copyright claim is made by the publisher regarding any artworks made by the artists featured in this magazine. 

 MAGAZINE 
Join our mailing list to get a free  

magazine speeding to your inbox.  

Subscribe at 3dartdirect.com. 

LIVE 
Join our live webinar-based 

workshops for digital artists. 

3DArtLive.com 

PODCAST 
Our monthly fresh inspiration for 
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FACEBOOK: www.facebook.com/3DArtDirect 

EDITOR’S LETTER 

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

You’ve probably noticed that there’s 

going to be a certain movie in 

theatres this month that you may have a 

high chance of seeing. Even if you don’t, it’s 

going to be difficult to ignore the continuing 

publicity that has been surrounding the 

movie. Just look at some of those cereal 

boxes in your local supermarket and you’ll 

know what I mean.  

Star Wars : The Force Awakens is upon us! 

To help celebrate the release, we’ve put 

together a special issue that has a collection 

of artwork that may represent familiar 

looking worlds from a Galaxy Far Away. 

We’re very grateful to include the artwork of 

Neil Thacker and  J.F. Liesenborghs and a 

whole series of other artists in our Far Away 

planetary tour gallery.  

There’s rich inspiration in the worlds 

imagined by George Lucas. It spans from a 

planet that is entirely covered by a vast 

metropolis of city buildings and buzzing with 

billions of citizens, quieter planets on the 

edge of galactic civilisation covered in desert 

and burned by twin suns or frozen worlds 

that just might make a good hiding place if 

you’re feeling like a rebel.  

There have also been observations that 

some of Ralph McQuarrie’s original unused 

concept art may have had influence upon 

the latest movie. 

The original design of R2-D2 had him 

zipping around on a large ball bearing. A 

little harder to create as a visual effect back 

in the 70s—so perhaps that’s why it wasn’t 

used. But this concept we now see being 

used in the latest movie.  

Another example is early concept work on 

the X-wing fighter, originally designed by 

Joe Johnston and illustrated in a production 

painting by Ralph McQuarrie and seems to 

be now reflected in the design of the ship in 

the latest production. 

We are influenced by some outstanding 

motion media nowadays and since the early 

70s, that has been enhanced by special and 

visual effects. This was most notably 

advanced by the advent of the work done 

with Industrial Light and Magic’s work on 

the first Star Wars movie, which massively 

caught my attention as a nine year old boy. 

The resulting entertainment has still left its 

mark on me. 

“ 
WELCOME... 

https://www.facebook.com/3DArtDirect
https://digitalartlive.com/feed/
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Digital Art LIVE catches up with Neil Thacker (‘Grafikeer’) to 

talk about his recent crop of superb sci-fi landscape pictures. 

DAL: Neil, welcome to the third issue of Digital 

Art LIVE magazine.   We last talked with you in 

summer 2014 (#42) in a long interview for our 

old 3D-only magazine 3D Art Direct.  It was a 

very popular interview, as I remember it. 

NT: Thank you, it is great to be featured again, 

in this new magazine! 

DAL: We recently revisited your online gallery 

and saw your large amount of excellent new 

work made with Vue and Photoshop, much of 

which fits with this issue’s “A Galaxy Far 

Away…” theme.  So, we knew we had to 

interview you again!  Could you give our 

readers a quick catch-up on what’s been 

happening with you over the last 18 months or 

so?  You’ve obviously found time to a whole lot 

of amazing new work, only a fraction of which 

we can show here. 
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NEIL THACKER 

LONDON / CANADA 

VUE | BRYCE | 

PHOTOSHOP 

 

WEB 
Picture: “Portal 

Raiders” (detail) by Neil 

Thacker.  Vue, Photoshop. 

NT: Yes, I’ve managed to fit in time to create a 

lot of new images, using a variety of software 

programs, with Vue being my main go-to 

program of choice lately. For the last few years I 

was involved in concept work for a film 

enterprise, but that has now gone to the next 

level and my part in it has now ended — giving 

me more time to work on my own images and 

models. 

I’ve been learning new skills with Sculptris and 

Wings3D, and teaching myself rigging in 

Carrara. Just understanding the many areas 

within Vue has been challenging and rewarding, 

and I credit my participation in two Facebook 

Vue groups with helping to broaden my skills in 

this software.  It’s enabled interaction with other 

Vue artists, many of whom are well-respected in 

the Vue world. 

https://www.renderosity.com/mod/gallery/?user_id=528459
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DAL: Do we also detect more Photoshop in your 

recent work? 

NT: Yes, I’ve also started incorporating more 

postwork in Photoshop in my finished works, 

which was a natural progression from my pre-

computer days of painting in watercolours and 

acrylics. This will soon translate into my next 

phase, where I will be re-interpreting on canvas 

and paper the images I have created over the 

years in 3D, using these images as my 

reference for traditional sci-fi paintings. 

DAL:  What a wonderful idea.  And, of course, 

since the magazine is now for 2D as well as 3d, 

we’ll be able to show it to our readers! That 

should be real treat for your fans.  Especially as 

your perspective and sense of grand distances 

— which was good previously — has become 

even more dynamic and impressive in fabulous 

pictures such as “Mega City”, “Sky Traffic”, and 

“Heading To The Stars”.  Have you been 

following any particular course or training to 

help you free up this aspect of your skills? 

NT: No, it is mostly innate. Coming from years 

of observation in natural environments while 

painting landscapes and wildlife images. 

Nothing beats real-world interaction and 

observation to truly understand distance and 

perspective. Within Vue, as in my earlier works 

in Bryce I then determine how to create this 

sense of depth using atmospheric and light 

settings, the amount of haze and so on. 

DAL: Yes, for the Bryce work, readers should 

seek out issue 42 of our older magazine 3D Art 

Direct. 

NT: Composition is the greatest factor in 

creating the sense of depth and distance… how 

you lead the eye of the viewer through the 

scene, by the overlapping of objects and the 

camera angle etc, is a big part of my images. 

This overlapping adds the sense of distance and 

depth as well. 

DAL: So true. It’s not just about blending a z-

depth render layer in screen mode.  So… you 

mentioned you use Sculptris, which I believe is 

a free, entry-level version of ZBrush?  You were 

also considering making a lot more of your own 

self-created models — ships, buildings, plants 

and alien life? How did that go for you?  For 

instance, I note some very cool custom 

spaceships in your latest work, including a 

delightful fish-inspired one?  Is that one of the 

products of your modelling work? 

NT: No, actually the foreground ship model is 

by my good friend and fellow modeller Gabriel 

Montagudo from Norway — ‘Kanaa’ on 

Renderosity… check him out! 

DAL: Ah, right — ok, we shall give him a credit 

then. 

NT: We both worked on the film project 

together, the project I mentioned earlier.  And 

this model is just one of his great pieces in his 

retro sci-fi style. The image you are referring to 

was one I did to test his model in Bryce for him, 

and was one of my last Bryce images before I 

transitioned to Vue. All the other elements are 

my own, created in Wings3D. 

DAL: Wow, that just shows that the old Bryce 

can looks as good as Vue, in the right hands. 

NT: So to answer your question on Sculptris, I 

have continued working in Sculptris, and have 

created a couple of alien creatures, as well as 

some plantlife, which have shown up in some of 

my images. My goal all along was to create my 

own models, as you point out.  I’ve continued 

with that, creating ships and structures that are 

seen in most of my latest works, along with 

some of Gabriel’s models and the occasional 

stock one from Vue’s online marketplace at 

Cornucopia3D. For me it is all about originality… 

I want my works to stand out from others who 

use the mass-market models from DAZ for 

instance. There is nothing wrong with using 

those, of course. I did for much of my earlier 

works, and their figures are still in my newer 

works.  But I wanted to get to the level where 

all my elements within the images were original 

and my own. I still have a long way to go to get 

these to where they are in my mind, but I am 

happy with the progression thus far! The ships 

and structures are unique to me, and that is 

what is important to me. 
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Picture: “To The Stars”. 
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Picture: “Wanda” by Neil Thacker, with the fish spaceship made by Gabriel Montagudo (‘Kanaa’ on Renderosity). 
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DAL:  Very true.  And perhaps you can pick up 

some modelling tips from Gabriel.  I certainly 

like his ‘fish ship’.  It makes sense that people 

in the future are going to have a wide range of 

spaceships, very different in taste and design.  

Just as today we a wide range of car types, 

from slick Batmobile-alikes down to rusty 

Eastern European Ladas.  Talking of old 

clunkers … last we heard you were working on 2 

gigs of RAM on an old eMachine T6412 PC?  Is 

that old machine still holding up, or has it been 

replaced?  You were thinking of making a new 

custom-built system, I seem to remember? 

NT: Ha ha…! Yes it is still running, and I am 

pushing it even further in its capacity to create 

what I want to do! The new machine was put on 

hold, due to other expenses that were more 

important, but it is now slated for the new year 

of 2016. 

DAL: Yup, best time to buy a new PC base unit, 

at a decent price, is usually in the big January 

sales. 

NT: I can hardly wait to render a huge scene full 

of ships and buildings, at a large resolution size, 

and not have my machine laugh and walk out of 

the room. At the moment, I am starting to 

grasp rendering a large scene in parts, and then 

stitch it together in Photoshop… the limitations 

of an old machine lead to innovations to 

overcome the limitations, which is a great 

challenge! 

DAL: Yes, there’s an excellent bit of software 

called PTGui that does that for me.  Talking of 

wide expanses… we get a feeling of ‘A Galaxy 

Far Away…’  inspiring some of your recent 

work?  Both the cityscapes and the desert 

planetscapes. Is that in anticipation of the big 

new movie that’s due in December, perhaps?  

Sort of like saying to the director “…make it look 

like THIS!” 

NT: Well, yes… that movie series has been, and 

still is, a great source of inspiration. The varied 

worlds and cityscapes, the desert settings and 

myriad of ships can’t help but inspire. I am 

definitely waiting in anticipation of what this 

movie will offer to further accentuate the galaxy 

and its inhabitants. I don’t pretend to think I 

could inspire him, or J.J.Abrams for that matter, 

but it would sure be cool if I did through my 

works! 

DAL: What are your hopes for the new movie? 

NT: That it delivers the same sense of awe and 

excitement as the first one did.  Which is asking 

a lot, but Abrams has gone back to a lot of 

actual sets and actual props etc., so I think the 

chances are good it will! Of course, I drool over 

all the CG worlds and ships in the three 

prequels, wishing I could get even half as close 

to the visual grandeur they have. The first 

prequel had the hype, but lacked the character 

development of the first three…that is what I 

hope for most of all with the new one! 

DAL: Yes, although in part it had too much 

character, such as certain floppy-eared ‘warrior’ 

who shall remain nameless.  Thankfully there 

was an excellent fan-edit which cut most of him 

out of the movie.  So… what else have you 

noted recently in sci-fi as being inspirational?  I 

was very impressed with The Martian, I must 

say.  Have you seen it yet? 

NT: Not yet, but I aim to… if not it will join my 

vast collection of movies on disc for sure! What 

I have noticed most of all is the trend towards 

more realism instead of far-fetched fantasy…

more sci-fi fact than fiction, with the exception 

of Guardians Of The Galaxy. The costumes, 

ships and settings are more relatable to what is 

currently happening, and The Martian is the 

prime example of this. I like this approach, but 

hope for more far-fetched, out-of-this-world 

films in the future. Perhaps the new movie will 

be the beginning of that era. 

DAL: Yes, I think that the market for sci-fi is big 

enough to have a place for space opera and 

more thoughtful sci-fi.  Of course, these things 

go in cycles.  In 20 years sci-fi could be back in 

the doldrums again.  I think what will keep it 

refreshed will be getting literary sci-fi out of its 

middle-aged grumpiness and back into the 

hands of fresher and more optimistic writers.  

The fledgling ‘solarpunk’ trend has some 

promise, in that regard.  African literary sci-fi is 

also starting to arrive in English.  It would be 

interesting to mash those two trends together. 
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Pictures, from top: “Red Squadron”; “Battle Above Et-n’ad”; “Mystery on a Frozen World”. 
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So, anyway… back to your superb new pictures.  

Could you talk our readers through the making 

of your new “The Complex” picture, please? 

NT: Sure. The Complex is a combination of both 

bought and self-made models. The figure and 

vehicle are from DAZ 3D, and the main 

components of the complex walls, along with 

the lookout towers, are from Cornucopia3D. The 

rest were created in Wings3D to complement 

these elements.  I was striving for a Mad Max 

meets ‘A Galaxy Far Away...’ vibe, with the 

obvious nod to the first film of the original 

trilogy with the desert planet setting. The image 

was created within Vue, and the materials were 

a combination of modified Vue materials and 

those that came with the models. The terrain 

was created from scratch in the terrain editor of 

Vue, and the atmosphere was also a custom 

creation, with modifications to the clouds and 

lighting. Once rendered out, it then went into 

Photoshop, where extensive detailing to the 

foreground wreckage elements, cables, birds 

and blowing dust were added. This was one of 

the first images where postwork was as much a 

part of the image as all the rest. 

DAL: It certainly worked.  Your recent “After 

The Storm” and “They Came from Above” are 

also a very fine demonstration of Vue’s 

convincing capabilities with atmospheres and 

sky.  Is “Storm” (seen overleaf) based on a real 

place, perhaps?  Maybe in your own British 

Columbia in Canada? 

NT: No, although I have seen some areas that 

Picture: “The Complex”. 
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look close to this, although not as devoid of 

hills. This was actually inspired by a 

documentary on Iceland and Greenland, and 

also the movie Oblivion, which was filmed in 

the same areas.  I was starting to work in the 

cloud area of Vue, as well as the light settings, 

and it just came together from these first 

experiments, as do a lot of my images. 

DAL: How much do you let Vue add depth 

fogging, and how much of that happens or gets 

tweaked in Photoshop?  Could you talk about 

any methods you have on using layer blending 

in Photoshop to enhance what Vue gives you, 

while reducing Vue’s long render times? 

NT: Most of what I do with depth and haze is 

done directly within Vue, and the same was 

true with my earlier works in Bryce. By 

tweaking the amount of haze and fog, the 

intensity of the light glow, even the direction 

and pitch of the sun, these effects can be 

achieved without the need of object masking 

layers and z-depth passes. Of course, having 

these gives you more options within Photoshop 

to tweak and add depth by blurring certain 

areas.  But the purist in me wants to push 

myself to achieve the most in Vue, on one 

layer. To help eliminate some of Vue’s long 

render times, I also work with some advanced 

settings in the Render tab, as well as reducing 

the quality of the light and haze/fog in the 

atmosphere editor, often setting them to 

around -.50 to -1.0, without losing too much in 

the quality of the render. 
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Pictures: “They Came from Above” (top), “Off The Grid” (bottom). 
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Then, within Photoshop, I often add a duplicate 

layer, with a Gaussian blur filter strength of 

about 40%,set to either Lighten mode or 

Overlay, with an opacity of about 30 to 40%. 

This gives a softer look to the lighting and takes 

a little of ‘the digital look’ out of the image. Of 

course, you can get a similar effect in Vue’s own 

post-production settings using Lens Glare, but I 

like the ability to tweak this effect in Photoshop 

to suit. I occasionally use the Paint Daubs filter 

to also take the digital 3D look out of the 

image, again set to Overlay or Lighten blending 

with a low opacity. 

DAL: Your most recent picture “The Portal 

Raiders” is very fine, and we’ve used a detail of 

it to open this interview.  It’s a simple picture 

(see below) but it just subliminally hits many 

emotional pinch-points from science-fiction.  

The monolith from 2001, the space portal idea 

(Stargate, among others), the invasion theme.  

But is it really an invasion, or just a 

homecoming after battle?  It’s one of those 

pictures that just invites a back-story.  How did 

you understand the picture when you were 

making it? 

NT: My thought was all the things that you just 

mentioned, with the main emphasis on the 

viewer’s imagination to fill in the details. I have 

always been fascinated with portals and the 

ability to move through space using them, and 

now with Vue, I can create the vistas to suit this 

theme. The question of whether they are friend 

or foe is really up to the individual, but for me 

they were the enemy, using the portal to jump 

through space, hit the planet and raid it, then 

jump back again… space pirates, so to speak. 
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DAL: “Really Off The Grid” is a fun picture, and 

taps into the growing real-world possibilities of 

‘the new nomadics’ — with new weather 

resistant nano-materials, solar panels and small

-scale tidal energy buoys, pen aquaculture, and 

global satellite Internet.  So the picture’s almost 

‘solarpunk’ in its idea.  How much do you tend 

to feed topical ideas from science magazines 

and science news into your pictures? 

NT: A fair amount of what is going on currently 

in the sciences can show up in my images, or 

can at least inspire them. This was a 

combination of the current trend to live ‘off the 

grid’ in the small houses that are popular now, 

as well as the current Mars exploration topic, 

and the dwellings that would be needed in this 

area. I just took the living off the grid to the 

extreme… off-world living, off the grid! 

DAL: You’re also very keen on pictures with 

plants and wildlife, although we’re not showing 

them here.  Tell us about your wildlife pictures, 

please. I see a fine platypus, armadillo and 

alligator were added to your gallery in 2015.  

And there’s also a recent insects macro series, 

including a delightful “Scaling the Rock Face” 

featuring a DAZ Stag Beetle.  In describing this 

picture you talk of a “Vue Microverse”, which is 

a term I’ve not heard before.  What it is that, a 

new Vue plugin?  And what it can do? 

NT: The name ‘Vue Microverse’ was a term that 

I came up with to describe the macro images I 

create in Vue… the movie Microcosmos was a 

big influence for these renders, and that was a 

movie I saw quite a while ago that had stayed 

with me. I knew someday I wanted to try to 

create this small world in the computer.  

Picture: “The Portal Raiders”. 



22 

 

 

When I started working with Vue I knew I had 

found the platform to do the macro style in. I 

have other pictures in this series planned for the 

near future, they almost are sci-fi in their way, 

as it is an alien world to us. 

DAL: Ah, I see. Yes, and I believe that the 

producer of Microcosmos later helped make the 

movies Himalaya, and Winged Migration, also 

excellent movies with stunning portrayls of the 

natural world.  Well worth seeing, readers. 

NT: Nature was a big part of my early works in 

traditional mediums, and I still paint landscapes 

and the occasional wildlife image in watercolour 

or acrylic to this day. It was inevitable that this 

theme would creep into part of what I do in the 

computer… it is part of my DNA. That also 

translates into how I depict alien worlds, there 

is still a little bit that seems familiar in even the 

most farfetched of alien landscapes! 

DAL: Yes. So, you’re obviously ‘on a roll’ in 

terms of making new pictures. What themes or 

ideas are you anticipating working on over the 

coming winter of 2015/16? 

NT: More large-scale cityscapes, space travelling 

ships, more alien worlds, a transition back into 

traditional painting using my sci-fi images as 

reference material.  Hopefully a collaboration 

with my good friend Gabriel Montagudo and his 

brother Pablo, where we will explore our love of 

retro-styled craft in a fun endeavour. 

DAL: Sounds great. Neil, thanks so much for 

giving us another interview for the magazine.  

We wish you all the best with your work in the 

future. 

NT: Well, thank-you for having me back and 

your continued interest in my work. 

 

Neil Thacker is online at Renderosity 

as ‘Grafikeer’ at: 

http://www.renderosity.com/mod/gallery/

browse.php?user_id=528459   

 

http://grafikeer.deviantart.com/gallery/  

Pictures: “Flight Over The Ancient 

City” (top), and “City Light” (bottom). 

http://www.renderosity.com/mod/gallery/browse.php?user_id=528459
http://www.renderosity.com/mod/gallery/browse.php?user_id=528459
http://grafikeer.deviantart.com/gallery/
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Picture: “After The Storm 2”. 
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JEAN-FRANCOIS 

LIESENBORGHS 

BELGIUM 

3DS MAX | VUE | 

PHOTOSHOP |  

 

WEB 

  

DAL:  Jean-Francois, welcome back. With the 

big new sci-fi movie being released in weeks, 
we just had to interview you about your many 

pictures that fit our “A Galaxy far away...” 
theme. Did you see the movies when younger? 
 

Jean-Francois: I was rather young when I saw 
the first movie of the famous trilogy, which is 

still the greatest science fiction movie for me. It 
inspired me a lot. I don't tend to see new 
movies that reach that level. Although, actually 

some trailers forThe Old Republic games are 
terrific, and they have given me many ideas. 

DAL:  Yes, I’d told there are also some 

entertaining machinima movies, made with that 
game engine, somewhere online.  Super… so 

let’s now talk about your pictures.  What 
inspired you to create the “Modern Tower”? 
 

Jean-Francois: I have created a set of new 
buildings, and so I wanted to try to use them in 

an illustration, so the result was “Modern 
Tower”.  I really like the design style of my 
buildings in this picture, and also the waterfall 

integration.  The latter was done in Photoshop. 
 

http://jfliesenborghs.deviantart.com/
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Picture: “Modern Tower”. 
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DAL: You received an ‘Excellence’ award from 

3D Total for your “Sphere Under 
Attack” (below). Tell me about the design of the 

space station. Is it a weapon of destruction, like 
in the sci-fi films, or a habitat station? 

Jean-Francois: Yes, for this one I was received 

an award from 3D Total, and I was very happy 
to receive it. The design was based on the idea 

from the control ship seen in the movies — but 
with bows also positioned on the vertical. So it 
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is a habitation station, with some defensive 

weapons. 
 

DAL: What did you learn when putting this 
scene together?  For instance, was it hard to get 

the sense of scale you needed by using tiny 

lights and details on the model? 
 

Jean-Francois: In fact the little lights were the 
key detail I used, to make it looks big. I worked 
a lot on the mapping of the textures, to obtain 

this result. For the other details of the structure 
I modelled the bows and applied to it a bend 

and a taper modifier. 
 
For my picture “Stellar” the detailing challenge 

was somewhat similar.  There was the 
environment creation, in which I used a 

displacement map to create these little details 
on the mountains. 
 

DAL: Were these images inspired in part by a 
certain famous cloud city, which I’m sure that 

all sci-fi movie fans will know? 
 
Jean-Francois: I really like the famous cloud 

city, but this particular picture was more 
inspired from a painting by Alexander Preuss 

which he called “Upside Down”.  Alexander is an 
incredible Dutch artist.  Your readers can find 

his work on www.abalakin.de 
 
DAL: With these cities being suspended in mid-

air — did you design these cities a little 
differently to terrestrial or ground based cities? 

 
Jean-Francois: No not really, at the beginning I 
wasn't sure if I'll make it terrestrial or not. The 

idea came after when the base model was done. 
 

DAL: Let’s talk about your amazing picture of a  
vasy city-planet at night, which many readers 
will recognise from the movies. Was this a city 

that you had wanted to build for some time? 
 

Jean-Francois: Yes. It was a city that inspired 
me a lot. I really like the idea of a city that has 
a never-ending landscape of… city. 

 
DAL: With this night scene, what steps did you 

take to get the lighting right for this scene; was 
lighting a challenge for this? You’ve got a God 
Ray effect with light beams illuminating, for 

instance. 
 

Jean-Francois: For the city lights I tried various 
different techniques to create them.  At first, I 
simply tried to render the scene in 3DS Max.  

But then it looked too repetitive and unnatural.  
So I decided to make the scene in Photoshop.  

Picture: “Sphere Under Attack”. 
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To obtain the final result I defined a pattern with 

the lights of buildings.  Then I selected — by 
colour — the dark parts and then I painted over 

it with the pattern brush.  
  
DAL:  Tell me about some of your own buildings, 

that you’ve modelled and created for the city, 

were they directly based on any movie designs? 
 

Jean-Francois: These buildings were not really 
based on something I saw in the movies. I just 
tried to find interesting shapes to enable me to 

Picture: “City By Night”. 
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create many buildings.  Then I spread them 

over the scene by using the Scatter modifier of 
3DS Max. 

 
DAL:  I take it you then used the Greeble plugin 
to generate most of the city? How was it used in 

this case? I notice the old circular area would 

have had to be have been dealt differently from 
the rest of the base structure. 

 
Jean-Francois: I began to create the base of the 
structure without any greebles. I just created 
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holes in this base structure, by using the 

function of having a shape merge with a circle. 
On the top of the central structure (picture 

below) I applied a tesselate modifier, to refine 
the details and add in the ‘hole’ top of the 

cylinder. Then I finally applied the Greeble 

plugin to the different parts. 
 

DAL:  How was the texturing applied for each of 
the city blocks in this base random structure? 

Picture: “Futuristic Paradise”. 
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Jean-Francois: The texturing was then applied 

to the global structure using plane mapping, 
though not using any specific map — it was just 

a metal material from the Mental Ray selection 
of materials. 

DAL: In the same series of pictures, you have 

what looks like the same city shown in daylight. 
What are the various differences — lighting and 

otherwise — that you applied, for this other 
scene? 
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Jean-Francois: The main difference was in the 

lighting, but I also worked in Photoshop to 
create the ‘god rays’, which is far more efficient 

than trying to do it in a render with 3DS Max.  
Of the two pictures, I would say that it was 
easiest to create the night scene.  Because I 

had only to review my work done on the day 
scene, then basically change only the lighting. 

 
DAL: That’s great, thanks.  Let’s talk now about 
"Futuristic Paradise" (previous page).  Was this 

scene intending to give an old or historic look at 
the Senate building — or is this something 

different? 
 
Jean-Francois: It is different.  First I created the 

global dome shapes.  Then I created each parts, 
with its little buildings and trees. 

 
DAL: So was having greenery, and a good 

amount of water planes, your first thought 
when stating to creating a paradise city? 
 

Jean-Francois: In fact, it was only at the end of 
creating the picture that I decided to name it 

"Futuristic Paradise". At the beginning the goal 
was simply to create a very detailed city. 
 

DAL: Again, was Greeble used here or are most 
of the buildings created from scratch? 

 
Jean-Francois: Greebles were used only for the 
very little buildings, and all the others are done 

from scratch. For this piece I really want to 
make it looks real and detailed.  Greeble is 

useful, but you have to use it carefully to get a 
good result. In Greeble there are two levels of 
details, I frequently use the second one and 

leave the first level at 0. That way you have 
some kind of spaces, like roads between the 

buildings, which looks more realistic. For the 
textures you can add big UVWMapping box on 
top of the greeble and use a texture that is not 

detailed.  Or you can apply UVWMapping with a 
face selected to map to each face of your 

greebles. Another important point for using 
Greeble is to permit to use multiple value ID for 
the mapping, so you can use a multi-subObject 

material. 
 

DAL:  You’ve certainly achieved a very detailed 
city with it. What aspects of this scene where 
you proud of most when you created it? 

 
Jean-Francois: The high level of the details.  

Because — although Greeble helped — I had 

spent a lot of time on creating each little parts 
and trying the meld them so as to give a global 

sense of organisation for the city.   
  
DAL: What’s the idea behind the vast sci-fi city 

picture “Reverse II” (seen opposite)? Is it an 
underground city, taking advantage of a ceiling 

and floor to attach buildings to? What inspired 
you for this picture? 
 

Jean-Francois: The idea was based on a matte 
painting that I had seen, which represented an 

underground city. So, based on this matte 
painting, I then created my own ‘upside down’ 
city.  The colour set I chose is fairly limited or 

muted.  I wanted to have a global sense of 
uniformity, so I decided to not shake many 

different colors our of the Photoshop palette, 
but instead to stay on the same colour but then 

t just play with variations in the contrast. 
  
DAL: What were some of your greatest 

challenges when building this complex scene, 
which has so much depth? 

 
Jean-Francois: I would say that the lighting was 
the most challenging part for this image. I had 

to use a volumetric light to create this sense of 
depth in the image. 

 
DAL: Ah, the dreaded volumetric lighting.  So 
what were your render times like on that? 

 
Jean-Francois: It looks cool, but… yes— the 

rendering time was very long, around one day 
to render the complete scene! 
 

DAL: Wow. What do you like about 3DS Max, 
and where do you see it going in the future? 

 
Jean-Francois: 3DS Max is a very powerful tool 
that has an incredible number of features and is 

the one for which you'll get the more 
information on the Internet, like forums, 

tutorials, etc. Although I think that Blender will 
have a great future, because it evolves very 
quickly, more quickly than the Max versions do. 

So, we'll see what will become the future...? 
 

DAL: You often make very large scenes.  Could 
you give readers some of tips for convincingly 
placing natural lighting into very large scenes in 

Max? 
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Pictures: “Reverse II” (top), and 

“Flying Paradise” (bottom). 
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Jean-Francois: I frequently use the ‘three lights’ 

principle, set out in the manner of a triangle. 
You always have to make one light the master 

one and then add the two others, just to raise 
the environment global lighting a bit. The 

shadows must always come from this main light, 

so the two other lights generally don't need to 
have their shadows activated. 

 
I frequently use three render passes, the normal 
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one, the z-depth which gives you the depth in 

the image (buildings more distant looks, via an 
atmospheric haze effect) and the occlusion 

render which gives little shadows generated by 
objects or shapes that are near to each other. 

DAL: Jean-Francois, thanks for talking with us 

again. 
 

Jean-Francois: I am very happy to have been 
asked.  Thank you. 

Picture: “Secret Tropical Base”. 
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Jean-Francois Liesenborghs is online at:  

http://jfliesenborghs.deviantart.com/  

http://jfliesenborghs.deviantart.com/
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Welcome to a short Digital Art LIVE  tour of some well-known corners and 

planets of ‘a Galaxy far away...’. We jump to light-speed with a battle drone, 

who’s been around the Galaxy and knows all the sights and stories. 
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THE MOISTURE PLANET: “Ah yes, I remember this ball of dirt.  No-one wanted to go 

there.  ‘That’ll-doom-mine!’, my old commander used to call it, as a joke.  Hardly 

habitable at all.  Just farmers hanging on to a tiny bit of the polar region, trying to 

farm some odd underground moisture that had sunk beneath the desert. They farmed 

under not one but two boiling suns, surrounded by brigands, some crazy old hermits, 

and a few natives. Hell of a place to do a soldier’s job, at the back end of nowhere.  

My troop had to watch our backs all the time.  The local farm boys were damn good 

pilots, though, I’ll give them that.  They got real good at sand racing, that’s for sure…” 

Picture: "Sunset" (detail) by Dave de Kerf, built 

in Vue with Helios Skybuilder.   

http://www.cornucopia3d.com/portfolio/dave_de_kerf
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THE MOISTURE PLANET: “Let me tell you, there were some very strange things reported 

to be happening in the underground moisture lakes on that planet.  Weird rituals down in 

vast caverns… my old commander he used to tell us about it, in the barracks at night.  

Told stories about he’d been down there once.  Found secrets ways and paths, he said, but  

there were mind-tricks that made sure you never found them again.  But he’d seen the 

natives, you know… they dress in rags on the surface and make out they’re just junk 

dealers, scavenging drone parts.  But down there — whoa, then they throw off their rags 

and wash in the moisture lakes and do these strange rituals, with only the glowing fungus 



45 

 

that was all over the cavern walls to illuminate them.  Of 

course, they could see real well down there, they had 

great night eyesight.  Could see a glint of a drone case at 

half a mile, in moonlight, half buried in the desert. Seems 

they kind of worshipped the big lake itself, thought it was 

alive.  Weird.  Of course, the old commander could have 

just been stringing the troop a line.  But I don’t know.  

Maybe he really had been down there under the desert.” 

Picture: "Utopian Fortress" by Gavin Li, of the UK.  

http://gavinli.deviantart.com/
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Pictures: “Price of a Wife” by David Archibold Summers. (top), and "Machine Planet" by Matze2001 (bottom). 

https://www.behance.net/HeadingOut
http://matze2001.deviantart.com/
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THE MOISTURE PLANET: “This planet was so backward, 

my old commander said that some of the lower orders 

among the moisture farmers could get a wife by swopping 

her for a cow!  Or at least, it looked like a cow.  It was 

probably a Mookie shaman shapeshifter, if you ask me.  

My old commander said the locals would meet the seller 

and the wife — who was usually some kidnapped off-

worlder — in a rock shelter near our outpost.  Then the 

promised wife would ride the cow way out, down to an 

ancient abandoned colonist city that had been built too far 

down in the hot zone. The locals believed that if the wife 

didn’t fall off the cow during the long journey, then she 

was going to be a good wife. Yeah, some of them were not 

the strong-minded types!  But many years later I got 

talking to an intelligence infiltrator drone, and he said 

there was maybe a cult of techno-wizards living out in the 

desert and sometimes they used the whole wife-buying 

thing as a ruse — to smuggle to safety important girls, 

girls who were believed to pass on secret powers to their 

children. So, the farmers buying these young wives, they 

were sometimes these wizards in disguise, saving them...” 
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Picture: “The Monstrous Findor” by DeadpoolUS. 

http://deadpoolrus.deviantart.com/
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THE MOISTURE PLANET: “Like I said, this 

planet was hot, because of those two damn 

suns, and the only habitable zone was in a 

ring up around the poles.  But if you went 

right up to the pole itself — well, you didn’t 

want to go there!  Because it became a mix 

of ice and lava and had all these weird 

symbiotic tree-mountain beings squatting all 

over the vast lava fields. Findorans, they 

were known as.  When they ‘bloomed’ — 

which was only about once a century, when 

the system’s two suns aligned — then the 

young Falloween warriors used to dive off 

the space lanes and test their courage 

against these living mountains.  If the 

warrior survived being eaten by one of these 

Findoran trees, they would find it had re-

worked their entire Falloween skeleton — 

swopped out all the bone for a kind of living 

lava.  I never heard what the Falloween did 

with warriors who turned out like that, but 

they would have been the tough ones!” 
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THE ICE PLANET: “Yeah, me and the commander spent time on this planet too.  A ‘nothing’ 

planet, just ice and freezing storms, and way off the back end of nowhere.  The only 

military thing, that happened in my time there, was a hunt for a little robot.  It was 

supposed to have some big secret stored in its memory.  It had finally been tracked down 

by this really smart intelligence infiltrator drone, which was pretending to make friends with 

the little ‘bot — when two dumb base guards show up, and they start to power up their 

Picture: “Don't Shoot…!" by Dave Haden.  Standing robot is ‘Protoype’ by Stonemason, and 

the mechs are ‘Mech 2012’ by Stonemason.  The little bot is The AntFarm’s ‘10TMech’. 

http://www.daz3d.com/the-antfarm
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weapons systems.  Intelligence guy was not pleased at 

this, and then it got worse.  A couple of even bigger and 

even dumber guys de-cloak out of nowhere, and it was all 

just a hair-trigger from chaos.  So intelligence guy is 

screaming ‘Don’t shoot the little bot! Don’t shoot...!’.  But 

they fired, and never got the secret.  Mech ops are idiots.” 
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Picture: “The Ball” by Dave Haden. A composite of two public 

domain NASA pictures, and a Wikipedia picture of a Galaxy. 
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THE PRINCESS PLANET: “With a Galaxy this big, we have a 

great many princesses.  There’s even a whole galactic 

encylopedia just for all the details of all the princesses.  So 

even an advanced intelligent battle drone like me gets fitted 

with a basic etiquette module, just in case we ever run into 

one.  We gotta be so careful, as the commander keeps 

telling us.  Say one wrong word, or just forget to express 

the right courtesy or to bow or nod in the right way... and 

all of a sudden it blows up into a diplomatic incident, there’s 

a war ranging across the stars because someone felt 

‘offended’, and people are getting their entire planets blown 

up.  Not good.  So, “let sleeping princesses lie”, that’s the 

way my old commander sees it.  Stay out of their way.  Not 

that we meet many of them, in the sort of flea-pit planets 

that my troop gets sent to.  But... you never know!” 

Picture: “Slumber” by InvaderXan. 

 

http://invaderxan.deviantart.com/
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Picture: “Observer” by Alex Niko. 

https://www.renderosity.com/mod/gallery/artist/Alex_NIKO
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THE GAS PLANET: “There are floating 

cities, mining gas or rare free elements, 

above thousands of worlds in the 

Galaxy.  I was a lowly guard, way back, 

on this city when it first got started 

above the dark side of Vespin.  Here 

you can see you see inspector drones in 

high orbit, checking on the strength of 

the city’s core construction. Then, long 

after my time there, the drones would 

have started to nudge the cityvery 

slowly down into the cloudbase.  It can 

take a thousand years to build one of 

these things and then get it down and 

balanced up just right —so that it floats 

in a stable orbit that’s low enough to 

mine the gas, but not to fall into the 

giant planet’s gravity well. The descent 

is so dangerous, that a whole city gets 

built and placed only by the drones.  

Only once the city is in place and stable 

does the race which commissioned the 

city start to arrive.  It’s a very risky 

business.  Big profits, but big chances 

of failure.” 
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THE SWAMPY PLANET: “Ah yes, ‘Crab-oo’, as my old commander jokingly called it.  Home to 

the most annoying race in the Galaxy, the Fungans, an aquatic warrior race which had big 

undersea cities and silly floppy ears.  Way out on the outer rim, it doesn’t see much tourism 

— but it has got some energy resources on the sea bed that seem to keep the Galaxy’s 

forces squabbling over it.  So... my troop got posted there, on a reconnaissance and spotter 

mission.  We had to ensure a military blockade was working.  We camped out on some 

remote little islands, infested with tadpole-crab creatures.  That’s all my memory holds 

Picture: “Serenity” by Alex Niko. 

https://www.renderosity.com/mod/gallery/artist/Alex_NIKO
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of the planet.  But we later learned that the Fungan kids 

were born as tadpoles, so I guess they had sent their 

kids to spy on us — the kids were the tadpole-crabs — 

and the Fungans knew that we were there all along.  I 

guess they were lucky that our troop doesn’t have to 

eat, or the commander might have suggested we try 

roasting a few of them on the beach at night!” 
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THE FOREST MOON: “This one had the perfect 

conditions for trees.  I’d never seen a moon like it.  Big 

trees, everywhere, and mists and fogs all the time.  

Huge berries and seed pods, too, which the local tribes 

would harvest when the gas giant was in the right 

orbital position.  Of course, the local got curious about 

some of the installations.  I was out on patrol once, just 

doing guard patrol for a science outfit that was tagging 

along for the ride, under the protection of the military.  

They’d set up a kinda greenhouse and a cloud 

observatory tower.  Said they wanted to know if they 

moon’s trees were capable of being transplanted to 

other planets, or if they were symbiotic with the local 

mists and vapours — which they figured might be a sort 

of airborne equivalent of root systems.  Anyway I heard 

they never got it figured out, but there was plenty of 

curious locals, always popping their heads out of the 

local hubba-berri pods on the ridge, to take a look at 

their base.  Once I saw one of them that didn’t look like 

any of the others, sort of hairless, when all the others 

had lots of hair.  Called himself Y’da, or something like 

that.  A curious little old’un, he was.  That moon was a 

good billet, but we soon got cycled out of there, and 

send to a barren lava planet. It made quite a contrast!” 

Picture: "The Investigation" by 

Dave Haden with stock from 

VenomX Baby and Wikipedia. 

http://venomxbaby.deviantart.com/
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THE LAVA PLANET: “You must go far to find a planet this 

desolate, and free from scanning. The planet is locked in a 

set of intense interplanetary gravity forces, which prevents it 

from being scanned — while also making it very volcanically 

active.  The seething volcanic lava and its deep volvanic dust 

make excellent hiding places for things not intended for the 

Galaxy to discover.  Many powerful treasures are buried 

here, and those who buried them sometimes leave sentinels 

to keep away intruders.  My troop was on the planet for only 

short time, but we managed to take down one of those 

treasure guardians!  Didn’t find the treasure it was guarding,  

though — but my old commander said that maybe it was 

just a decoy.  Sometimes the best place to hide treasure is 

in plain sight, unguarded.  Since no-one looks for it there.” 

Picture: "Alien Planet" by SKL7. 

http://skl7.deviantart.com/
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Picture: "Angel Robot" 

by Perspectiva. 

http://perspectiva.deviantart.com/
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THE OLD COMMANDER: “Finally, how 

could my protocol modules allow me to 

omit a picture of my old commander?  

He was a real drone’s drone, and I 

mean that literally.  He could drone on 

for hours about all his great victories.  

He ended up with no legs, just a hover 

ball.  Last I heard he was a tech dealer 

somewhere on the Outermost Rim, 

working for something called the ‘Prime 

Order’?  Look him up, if you’re ever out 

near the planet Kakku.” 
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Picture: a real photo of SpaceX's 

commercial Falcon 9 rocket 

launching into orbit, March 2015, 

from the Cape Canaveral 

spaceport in Florida. The next 

generation Falcon Heavy, the 

world's most powerful rocket, is 

set to launch astronauts in 2017 

from NASA’s old Apollo 39A 

launchpad. Those 2017 

astronauts won’t be headed to 

Mars just yet — but SpaceX has 

Mars well in its sights and is 

planning now for Mars landings. 

A future manned Mars rocket 

launch may well look a lot like 

this picture. 

 

In order to get to “a Galaxy far away…” we first 

need to get to the planet next door.  By kind 

permission of commercial spaceflight pioneers 

SpaceX, Digital Art LIVE magazine has a picture

-story showing their new visualisations of a 

near future SpaceX mission and landing on 

Mars.  SpaceX designs, manufactures and 

launches advanced spacecraft. The company 

was founded in 2002 to revolutionise space 

technology, with the ultimate goal of enabling 

people to live on other planets. 

http://www.spacex.com/falcon9
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Picture: the interior of the next generation SpaceX Dragon capsule, made from high-grade carbon 

fibre and alcantara textiles.  The interior temperature is kept at a stable 18 to 27 celsius, while 

also allowing exellent exterior views from four ports. The capsule will have the capability of 

running as a fully autonomous spacecraft, with manual options. The craft is designed for multiple 

different missions, ranging from resupplying the Space Station, through to a voyage to the Moon, 

or even a Mars landing mission. The current Dragon capsule made history in 2012 when it became 

the first commercial spacecraft in history to deliver cargo to the Space Station and safely return 

cargo to Earth, a task previously achieved only at great cost by governments. 
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There are still many challenges that lie ahead before humanity can travel to Mars, but they are all 

mostly solveable one way or another.  A few problems that at present seem insurmountable — 

cosmic radiation in space, and human eye degeneration during long periods of low gravity, for 

instance — will probably be solved over time. Human ingenuity is perpetually amazing us on a 

weekly basis, even today.  Millions of minds are straining, in one way or another, to bring about our 

one chance at becoming a true space-faring civilization.  So if it comes two or twenty years from 

now, we will surely have the skills and the technologies and the materials we need.  Enough to do 

the job right, one can only hope, and to take our first small step out into the universe. 
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Pictures:  

Above — Interior of the next 

generation Dragon capsule, 

showing a suited astronaut 

monitoring the lit control panels 

as he approaches Mars.   

Right — artist’s concept of the 

Dragon SpaceX capsule in orbit 

around Mars.  

Left — the Dragon capsule 

command console, showing key 

action buttons.  ‘Deorbit now’ 

will land the craft on Mars. 
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Picture:  

Back home on Earth, billions of people 

hold their breath, as the moment for 

humans to land on another planet 

arrives.  The Dragon capsule soars 

slowly through its orbit, until it 

reaches just the right moment in 

space and time. The astronauts turn 

off the automatic orbit systems and 

switch over to manual descent control.  

The fateful “Deorbit now” button is 

pressed, and the crew’s journey to the 

surface of Mars begins... 



71 

 



72 

 



73 

 

Picture:  

The journey to the surface of Mars 

is the ride of a lifetime, and the 

culminations of trillions of man-

hours of work back on Earth.  But 

the craft performs perfectly, slicing 

across and into the atmosphere in a 

blaze of fire. The descent is over in 

a surprisingly short time, and soon 

the surface is coming closer and 

closer.  Powerful rockets fire, and 

the pilot uses every ounce of 

training to manually drop the craft 

gently down onto the surface of a 

new world. 
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Picture:  

The Mars mission crew are soon able to 

leave the Dragon, and nearby they find 

a cargo delivery of the ‘First Colony’ 

components — which were delivered to 

the Red Planet by a cargo robot a year 

before.  In short order the crew have a 

large habitat assembled and working, 

and its automated systems begin to 

operate as planned.  Local soil is then 

gathered, easily cleaned of its 

dangerous percholates, and precious 

seeds are planted in the habitat’s 

greenhouse.  The SpaceX astronauts 

have come to stay, at least for a few 

months.  In the years to come, many 

others will follow. 
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Our pick of the hot news about inspirational sci-fi. Make your imagination LIVE! 

 MUSEUM — LUCAS MUSEUM OF NARRATIVE ART 

Chicago, USA, will soon see the arrival of a behemoth 300,000 sq.ft building, to be 

named the Lucas Museum of Narrative Art. This new official Museum will house movie 

memorabilia from the famous science-fiction series, including artwork, sets, and props 

from the franchise, along with material from other Lucas films. Temporary exhibitions 

will showcase the power of traditional narrative storytelling, and the popular heroic arts 

such as comics.  In 2016 massive orbital ion-cannons (maybe) will be pounding out the 

building's foundations on the shores of Lake Michigan, and the futuristic building should 

be open to fans in 2019.  http://www.lucasmuseum.org/  A visit to the new museum 

could potentially be combined with a trip to the new Museum of Science Fiction, in 

Washington D.C., which aims to open in 2018. http://www.museumofsciencefiction.org/ 

http://www.lucasmuseum.org/
http://www.museumofsciencefiction.org/
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 BOOK — ‘COSTUMES: THE 

ORIGINAL TRILOGY’. 

As we approach the release of THE 

movie of the year, many fans will 

be revisiting the original trilogy. 

Some readers may not be aware 

that in 2014 a sumptuous official 

book appeared, which focussed 

only on the costumes of the first 

trilogy. The oversize book is a 

weighty 226 pages and has many 

original photos and in-depth 

details for Episodes IV, V and IV. 

It’s a tribute to the skill of the 

original character designers, 

costumiers and wardrobe staff that 

the designs still look great today!  

For those more interested in the 

actual making and sewing/welding 

of the costumes, right across the 

whole franchise, also see the book 

Dressing a Galaxy (2005). 

Main: promotional picture courtesy of Lucas Museum of Narrative Arts. 

Picture: Book cover picture courtesy of 

Chronicle Books / Becker&Mayer. 
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SOFTWARE: DA VINCI RESOLVE 

Want to edit your very own SF blockbuster?  Or 

just some videogame footage?  DaVinci Resolve 

12 is DaVinci’s current professional-level 

$1,000 video editor and colour grader.  But the 

slightly earlier entry-level “DaVinci Resolve Lite 

11” (2014) is now FREE forever after a simple 

registration, and Lite is almost identical to the 

$1,000 edition of 11.   

● Lite is limited in the resolution of video it can 

render out, not quite getting to the 4k that a 

paying client may ask for... but its maximum of 

3840px × 2160px will be enough for most 

amateurs.  Importing your 4k video works fine. 

● Lite has no stereo 3D camera support. 

● In Lite, the graphics card acceleration feature 

only supports a single graphics card / GPU. 

● No noise reduction filter (but you can use a 

third-party plugin, if you have one). 

● No group collaboration tools. 

So while DaVinci Resolve 11 has a complex pro 

interface, you can't grumble at free and the 

software is only very lightly crippled.  Note that 

there's also a full 16 Track Audio Editor and 

titles-making tool under the hood!  

3D MODELS:  

We have a special treat for our readers this 

issue, thanks to our friends at NWDA.  NWDA’s 

Interstellar Colonia pack can be download for 

free! Get the .zip here.  The models are great 

for any kind of scene featuring the establishing 

of a colony on a new planet. 

http://www.videomaker.com/article/17633-blackmagic-design-davinci-resolve-11-review
http://www.videomaker.com/article/17633-blackmagic-design-davinci-resolve-11-review
http://www.store.nwdastore.com/objects/nwda-interstellar-colonia-pack
https://www.dropbox.com/s/ypn6vyuy3pyg3xx/NWDA_Interstellar_Colonia_Pack_1.zip
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2016 WALL CALENDAR: TIGAER 

Our good friend Tigaer has a superb calendar to buy for 

2016, featuring a range of his own artwork, printed at 8.5” x 

11” inches.  The calendar also contains exclusive images. 

FORTHCOMING 2016 SCI-FI MOVIES: 

Hollywood studio heads must have assumed the whole ‘space 

sci-fi thing’ would be over by now — once the big movie was 

out in late 2015. Because we look down the 2016 movie list and 

see mostly a wasteland of remakes, schlock comedy, plus a few 

cheap and nasty post-apocalyptic and 'horror sci-fi' movies.  

But fans of heroic sci-fi do have treats to look forward to. The 

big summer sci-fi movie will be Roland Emmerich's 

Independence Day: Resurgence, a sequel to the very 

entertaining and gung-ho Independence Day (which British TV 

absolutely massacred with censorship cuts and advert breaks 

throughout the 2000s, by the way — see it on the full DVD). 

We're still waiting for Emmerich to start on his long-awaited 

Asimov's Foundation trilogy, but this sequel will do for now. 

Passage to Mars is by a French documentary director. A two-

year struggle to survive on Mars, shot as hard sci-fi and in the 

style of a documentary. It lacks the budget of The Martian, but 

deserts provided most of the Mars scenery needed, for free. 

The superhero movie X-Men: Apocalypse hits in May, rounding 

out the trilogy that started poorly with the teen-friendly X-Men: 

First Class. There’s talk of Apocalypse  being a lead-in to an X-

Men + The Avengers vs. Thanos epic, which would be 2017’s 

big Avengers movie.  Marvel's Captain America 3: Civil War 

(May) and Doctor Strange (Oct) could also be big-budget 

Marvel movie with something for sci-fi fans.  Veteran British 

actors are in the lead in Doctor Strange — Benedict 

Cumberbatch and Tilda Swinton — which assures us that this 

has a good story, and it can’t be too much of a Lovecraftian 

occult-fantasy as it’s apparently also one of the main story 

threads leading up to the next big Avengers movie. 

There's a new summer movie in the unmemorable Star Trek 

teen-friendly reboot series, and one can only hope it's better 

than the last one.  Auguring well for the new movie are: totally 

different writers; a new director (Justin Lin, Fast & Furious 

series); and an IMAX release slot already booked. 

Rogue One should be out around Christmas 2016, and the 

movie is said to form a standalone character-driven prequel to 

A New Hope (1977).  There’s even a digital recreation of British 

actor Peter Cushing in it.  We predict that a certain key robot 

duo will feature as a ‘light relief’ sub-plot, running alongside a 

character-driven plot that’s heavy on couple-friendly emotions. 

http://tigaer.deviantart.com/art/Scifi-And-Fantasy-Calendar-2016-569817275
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Interested in being interviewed in a future 

issue of Digital Art LIVE magazine?  Or 

offering a webinar for our conference series?  

Please send us the Web address of your sci-fi 

gallery or store, and we’ll visit!   

paul@digitalartlive.com 

Back cover: Detail from 

“Shadow City” by Jean-

Francois Liesenborghs. 


