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Hacking through the Overwhelm... 

The tools for digital art seem to take up a whole universe of their own. There is a myriad of choices for 3D art software. The main packages offer so much, but 

like most products that try to cover all the bases, they can’t do everything well. Some are suited more for animation, some for modelling and some for creat-

ing natural landscapes. Then there are choices for that essential accessory software for postwork. And of course, all those options for 3D models to import into 

your scene…. 

Danny Gordon who is one of our interviewees this month in the premium edition offers this practical tip to those who are just starting out with digital art: “With 

all the 3d applications out there its easy to get distracted and too spread out. Do some research and find a program that interests you; stick with it. Post your 

progress, get involved in forums and ask questions.”. 

Making a focus on one package is good advice. Think about what your strongest interest is for 3D digital art and then marry up this interest with the package 

that offers the greatest excellence for your focus. Do some research to find out which software offers the greatest strengths for your interest.  

As you start to learn the package, get yourself involved in a forum. Post images as your learn, seek advice and ask questions . Being involved in a forum offers 

several high benefits. A forum gives you a supportive peer group and the potential to get continuous feedback that can improve your methods and speed 

up your workflow. Posting images into your own gallery builds up a history of your work and helps you track progress. As time goes on, you’ll be able to recip-

rocate your support to others—and the involvement of educating others will further motivate your work. Several of our interviews this month mention the moti-

vation and encouragement from such an environment. If you are starting out in digital art, two forums that we would recommend you look into are:- 

Renderosity 

DeviantArt 

Earlier this month we pitched this survey question:  

“Do you have an on-line resource that provides you with quality feedback for most of the artwork that you post? If so – what’s the resource that you use? “ 

Suprisingly, about 50% of artists did not have a resource that they regularly used—yet feedback and being involved in a supportive community will be the life-

blood of your art.  If you haven’t done so already, make the point of regularly connecting with other artists—find a forum! 

 

 

Paul Bussey  Editor 

mag@3dartdirect.com 
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FEATURE YOUR ARTWORK 

ARTICLES 

The type of articles we consider for publication are:- 

1. About the Artist : featuring what inspires your 3D digital art and a portfolio of your work. 

2. Quick Tips : short tutorial including screenshots and instructions of a tip that has developed your ability as a 

3D digital artist. 

3. Images With a Story : Provide a short narrative (less than 5000 words) with digital art illustrations. 

Please email us at mag@3dartdirect.com for rates. 

ARTWORK 

Since we focus on artwork in the science fiction and fantasy genres, we welcome your artwork  in these categories. If you have other types of images you 

would like to submit, we will certainly consider them for inclusion. 

3D ART DIRECT POSTER STORE 

To sell your images in our poster store as an A2, A3+ or A4 print, 

it must be rendered with these pixel dimensions:- 

 

 

 

The good news is that we will host your images as products for 

free (once approved by us) and there is no limit on the amount 

of images you can submit. There are certain terms and condi-

tions, one of which is that the image MUST NOT include any ele-

ments that are COPYRIGHTED material. For each poster sold we 

pay you via PayPal  these rates:- 

 

 

A2 A3+ A4 

6960 x 4920 4920 x 3480 3480 x 2460 

TERMS AND CONDITIONS 

1. The term "Artist" denotes the sole author of the digital artwork. "Sole author" includes the artist's rights to use commercially 

licensed models or other elements within the uploaded image.  

2. The artist must also be the individual uploading the images to 3D Art Direct.  

3. Uploaded art MUST NOT include any elements that are COPYRIGHTED material.  

4. Models used in images must be licensed for commercial use.  

5. We do not accept art that contains nudity or strong images of violence. 

6. The artist will retain the full copyright of their work and retains the right to sell their artwork elsewhere. 

7. 3D Art Direct retains the right not to use the artist's work for use as a product if not deemed suitable for sale. 

8. Artists will be informed by email within 48 hours of upload if their artwork will be used as a product. Products will be placed 

online on the 3D Art Direct store within 72 hours. 

9. 3D Art Direct will only use uploaded images of the artist for the express purpose of 1) poster sales on the 3dartdirect.com 

domain and 2) if given written permission by the artist, the promotion of their artwork in the 3D Art Direct online magazine.  

10. Uploaded artwork by the artist will never be passed onto a 3rd party.  

11. Artists are given an emailed monthly report of their sales on the 15th of each calendar month, showing sales in the previ-

ous calendar month.  

13. The artist must have a PayPal account to receive funds from the sale of their artwork from the 3D Art Direct online store.  

14. Payments are sent in the currency of Pounds Stirling via PayPal on the 15th of each calendar month. 

A2 A3+ A4 

£2.50 £1.50 £1.00 

HOW TO SUBMIT 

1. Go to www.3dartdirect.com/blog 

2. Click on the button “Publish Your 

Artwork” 
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Editorial 

Feature Your Artwork! 

Artur Rosa interview ● Top Vue artist takes us through the best of his portfolio.  

Danny Gordon ● Talks to us about his Terragen landscapes and worlds. 

Fabrice Delage ● Photo realistic figures from this premier Poser artist. 

Alexander Nikolaev ● Extraordinary sci-fi imagery using Mojoworld.  

Jack Tomalin ● Modelling architecture for Daz studio.  
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3DAD:  Tell me a bit about your background, and 

what led you to digital art in the first place? Were 

you inspired with the visual arts from a young age? 

In your DeviantArt bio, you mention that you start-

ed in 2006.  

AR: When I was a child I used to read lots of com-

ics, especially DC and Marvel. As a teenager my 

focus gradually shifted into more European style 

comics, like Bilal and Moebius. I had a deep admi-

ration by the way these artists created new and 

strange worlds. I wanted to make my own images 

and I made quite a few pencil drawings when I 

was in my early twenties, for two years or so. Then I 

stopped making any kind of imagery for 20 years 

or so until in 2006 I got interested in 3D because of 

a game I used to play, SimCity, a 3D city simulation game. The game allowed the addition of custom made buildings and I studied how I could do that. 

That led me to study 3D software, of which I knew absolutely nothing about at that time. I didn't even know what "rendering" or "aliasing" meant! One thing 

led to the other and eventually I found Vue and it was "love at first sight".  

3DAD: Some digital artists have a classical background in art or photography, is that the case with you?  

AR: No, absolutely not. My background is engineering (electronics, software and telecommunications). What I know about art is what I read here and 

there. 

Dragon Surfing 

Artur Rosa hails from Portugal. His 

background is originally engi-

neering, but found a passion for 

3D digital art since 2006. We’ve 

all probably heard of SimCity—a 

classic 3D game that piqued his 

interest and led him eventually to 

using E-on’s Vue software. Artur 

takes us through the best of his 

portfolio and his passion for 3D 

digital art. 

Deviant Art gallery 

http://arthurblue.deviantart.com/gallery/
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3DAD: You mentioned your first “half-decent” image was produced in December 2006. What was the image in question and were you pleased with the 

result at the time? Have you considered revisiting that first work and providing new derivations or improvements on it? 

AR: I don't have that image published any-

more. It was the image of an astronaut arriv-

ing at a new planet. Yes, I was pleased with 

it at the time. But whenever I look at images I 

made in the past I'm almost always disap-

pointed. Things that seemed good at the 

time (either technically or artistically) be-

come mediocre when later seen. I always 

think of a dozen things I should have done 

differently and sometimes I even think to my-

self "how could you have not seen that?!". I'm 

always trying to improve, both technically 

and artistically, and I guess this feeling is the 

result of it. 

No, I haven't thought about revisiting that 

image. With very few exceptions, I don't nor-

mally revisit images, unless to occasionally 

make new renders from different camera 

angles. I have my head always full of new 

images and so little time to make them that I 

can't afford wasting time with old images.  

3DAD: Which digital artists inspired you at the 

beginning? 

AR: Several did but if I had to point out the 

biggest influences when I was starting in 

2006, I would say these were probably Andy 

Simmons and Scott Anderson. They have the 

kind of work that made me think "I want to 

be able to do that".  
Far Away From Home 
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3DAD: You’re interested in the sci-fi genre, are there any particular books or other sci-fi media  that provides you with good inspiration for your work? 

AR: I have an extensive collection of sci-fi books. I particularly like the 

works of Robert Heinlein, Clifford Simak, Isaac Asimov and Arthur C. 

Clarke. I couldn't tell you one particular author or book from which I draw 

inspiration, I think it's more an overall influence, especially from these 

ones. All these concepts get planted in the back of my mind and stay 

there until they come out in one way or another. 

3DAD: Which part of Portugal are you from? Do you get inspiration from 

the landscapes that Portugal has to offer? 

AR: I live between the sea and the forest, just five minutes from each, 

more or less in the north/centre of the country. I really like this area. Sever-

al images, or details of several images, are inspired from this area. For ex-

ample, my image "Road to the Clouds" is very similar to the forest nearby. 

But I also like a lot other areas of Portugal. Although it's a small country, 

there are all kinds of landscape here. From the lovely green mountains on 

the north to the lovely beaches on the south and southwest, through the 

soft rolling hills of the southeast, snowy mountain chains in the centre, in-

credible river valleys in the north and other places, we have everything. 

And there's also the islands, Azores and Madeira, home of some of the 

most incredible places I've seen. 

3DAD: What’s the hardware box that you are currently using with Vue? 

What was the first hardware you started to use in 2006? 

AR: I'm currently using a i7 930, 12GB RAM, Nvidia GTX470. In 2006... I don't remember the details, all I know is that it had 2GB RAM... Which was a pain to 

build some complex scenes and limited my creative freedom tremendously. 

3DAD: You use Z-brush. Is there a favourite function from this you like? 

AR: I know very little of it, just the basic stuff. I don't have much patience for modelling, I just do the minimum possible there to get the stuff I need in Vue. 

3DAD: What are some of  your favourite aspects of Vue? 

AR: Ecosystems are probably the most relevant. It's just amazing the possibility to include in a scene billions of polygons, from thousands and thousands of 

trees or grass blades or whatever. Another really nice aspect is the atmosphere editor. Very powerful, with infinite possibilities.  

Place of Innocent Dreams 
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3DAD: If there was one function you could add to Vue that it currently 

doesn’t have – what would that be?! 

AR: A "Cloud Painter". I would like to have the possibility to paint clouds in the 

sky in the same way as we can now paint materials in terrains or paint trees 

in a field. 

3DAD: What was one of your first “breakthrough” images that you published, 

where you started to get a lot more feedback and more notice for your 

work? 

AR: "Assassin", from November 2007, was the first. This was my first image that 

was used by e-on in a marketing initiative (in Siggraph 2008, I think). One 

month later, in December 2007, I published "Is anybody there?" and it 

grabbed a lot of attention from my viewers, a lot more than all previous im-

ages. So, I would say that these two images represent a turning point. 

 

3DAD: What was one of the hardest things to overcome when you first started CG 

and then how did you overcome that obstacle? 

AR: I guess it was a deep ignorance of all CG related aspects. I didn't even know 

the basics and that was a bit frustrating at the beginning because it seemed like 

an insurmountable obstacle. I had a general feeling of "it's too much, I will never 

know enough to be any good". I overcame this feeling with perseverance, by ex-

perimenting and studying. 

3DAD: You have a good wide variety of work, not just held in one particular genre.  

Is there one genre you’d like to concentrate more on if you had the time? 

AR: No, I really like variety. To be honest, I can't understand how some artists opt to 

do images in the same genre over and over again, for years and years. That would 

be so tremendously boring to me, I could never do that. I feel the need to do dif-

ferent things. 
Assassin 

Is Anybody There? 
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3DAD: Do you work on serials of images that are related? If yes, then what is your favourite serial you have done and why? 

AR: Yes, I have several serials. My favourite is clearly "Days of Awe", with the little girl and her cat. Why? These images bring me back the joy of the innocent 

discovery, the thrill of the simple mysteries, the beauty of simplicity and innocence. Most of this is lost as you leave childhood and so I tried to capture a little 

bit of it in this series. 

 

The Secret Cove The Other Side Path of Giants 
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3DAD: You’ve done a few “bonscapes” – mini landscapes. Do you like this aspect of digital art, where you can flout the laws of nature (breaching normal 

ideas of scale) giving a completely new view on things? “Old land of Giant Gods” is another image in contravening normal scales to create wonder in the 

picture. 

AR: Yes, I like that because it tricks the senses. There's this conflict between real and unreal and I like that. There are points somewhere in the making of an 

image where the real, unreal and surreal meet. I like to search for those points and digital art is a great media for that. 



 

ARTUR ROSA 
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3DAD: Long Valley is a nice landscape piece, with a nice perspective, cloudscape and use of light. Were you pleased with the later versions of Vue and 

how they handle light? 

AR: Yes, very much so. I still think there are several improvement possibilities (there always are) but Vue evolved a lot since when I first started using it. And 

the potential for the future is tremendous. 

 

 

 

Long Valley 
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3DAD: With the character piece of “23”, what is some of the symbolism used in 

this image? 

AR: I normally don't like to talk about the symbolisms of my images, I prefer to 

leave that for the viewer. If I tell too much, that could limit the multiple number of 

ways how an image can be seen. Talking about symbolisms I use is even made 

more difficult due to the fact that most of the times I don't verbalize my thoughts 

before turning them into images. I mean, I don't use words, not even in thoughts, 

to convert idea into image. So, when someone asks me to talk about some sym-

bolisms, I have to verbalize it at that moment and that's difficult. 

Anyway, just a few words... 23 is the number of chromosomes in human sperm 

and egg cell. Together, 23+23, form a complete human. I find it amazing how this 

connection of information in these two cells can generate a person. We are liter-

ally created from information. Information stored in a few molecules, that get to-

gether and create something that is far more than the sum of the parts. That spi-

ral coming down, with a light at its tip, is the symbol for a sperm cell, a gift of life. 

The sea behind stands for the sea where all life was born. The night is when the 

scene takes place because that's when most human sexual relations take place. 

The woman is receiving that gift, the 23 chromosomes. 

3DAD: “Flirt” is a great idea. Would love to try this myself when the technology 

becomes available! What’s the story behind this image? 

AR: When I was a teenager, relationship between boy and girl were personal and 

direct. There was no technology in between. Now... now there's SMS, MMS, twit-

ter, IM, etc. Now, relationships are established and broken by SMS. Flirt is done by 

chatting on the computer. Things have changed very deeply. Some time after 

making the image, I even read something about an app for the iPhone where 

you can find suitable nearby partners. You record your name and interests in a 

database and the app in your iPhone will locate for you all compatible partners 

in your immediate vicinity. In this image I simply extrapolated one possible future 

out from our present days. You'll be walking down the street and the electronics 

in your clothes will make the connection for you. You don't even need to talk, 

you just know that you just found the perfect partner. 
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3DAD: “The exiled princess”. Quite a striking character, with nice colouring and 

idea for the hair. Is there a story about this character, or were you just playing with 

some aspects of ZBrush and Poser. 

 

AR: I don't know if you noticed, but the colour of her eyes are the same colour as 

the cat's eyes... I really like a feline look in a woman, cat like eyes. On the other 

hand, I think cats, or felines in general, are very majestic. Look at the way a lion 

walks or even a simple cat. They exhale self-confidence, typical of a king or a prin-

cess. In this image I tried to bring it all together. A feline, majestic, beautiful woman 

that, even when exiled, still keeps that same look and power.  

 

3DAD: “Shepherd of Dragons”. This image is full of story and demands at least a 

novella for it! Did you have a clear idea when you first began this image, or did 

the idea just form organically as it progressed? What makes it one of your favour-

ites? 

 

AR: Very few of my images grow organically. Normally, the idea for the image is 

clear in my mind even before I sit in front of Vue to make it. Of course, not all de-

tails are clear, some of it appear during the production process, but the concept 

and all major symbols are there since the beginning. For example, it wasn't clear in 

my mind what was the formation that the dragons would have but I knew from 

the beginning they had to have a rigid formation. I tried several alternatives until I 

was happy with that one.  

 

To be honest, I'm not sure why I like it so much. Maybe it's the contrast between his 

humble clothes (he's even barefoot) and the power he has and self-confidence 

he shows. Don't judge a man by his clothes.  

 The Exiled Princess 
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3DAD: “Dragon Surfing”. Nice idea to include a large amount of depth to this picture, it adds a much more dramatic element to it. D id the germ of the 

idea come from fantasy stories or books that you’d read at the time? 

AR: This image is part of a series. I don't have it all online. That girl riding the dragon... she's the daughter of the shepherd of dragons. One of the working ti-

tles for this image was "Shepherd's Daughter" but it linked it too much to the other image. The girl is learning the "tricks of the trade" of her father. But be-

cause she's a bit rebel, she does it in a very unorthodox way, something her father would never approve... That's the story behind this image.  

 

3DAD: “Follow the Sunflowers”. Another 

image full of symbolism. If you’re happy to 

reveal some of what this means – then 

great! Would you like to create more of 

these type of images? Symbolism is cer-

tainly a powerful element to encourage 

the viewer to think and spend time with 

an image, rather than rolling onto the next 

one without much concentration. 

 

AR: Excellent question and you touched a 

key point there. Yes, making the viewer 

stay in an image for as long as possible is 

something I always try to achieve. Yes, 

symbolism is one key factor, details are 

another (but not in an overwhelming 

manner, that "scares" the viewers away 

some times). So, I always try to include a 

bit of both in my images. Some tricks in the 

composition also help, like making things 

point inwards, and not outwards. 

 

 

 Dragon Surfing 
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AR: The key to the interpretation of 

this image lies in the engraving on the 

wall. If you look carefully, you'll see 

that the engraving is a stylized version 

of the overall structure, with some 

circle points added. There's one cir-

cle point in the centre of the spiral on 

the right, which stands for the man. 

There's one circle point outside of the 

spiral, to the left. That stands for the 

anonymous "other" person 

(intentionally not seen on the image), 

that is left out. The left side of the en-

graving is a bit more complex, things 

are not as clear... And there seems to 

be two circle points there... and three 

other on the outside. 

This is an image about finding your 

inner self, through a spiral of self dis-

covery, leaving other people outside. 

But, at the same time, being in har-

mony/symmetry, although inverse 

and although the entry is made by 

the opposite side, with some other 

person(s), the one(s) that would oc-

cupy the left section of the spiral, 

empty for the moment. 

This happens in the desert, a place 

many times associated with solitude. 

Sunflowers... well, sunflowers follow 

the sun, they're volatile as to where 

they point... A hint of care as to the 

road to the spiral... 

Follow the Sunflowers 
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3DAD: “Sky is the limit”. As you’ve mention this has been used by e-on for marketing. 

What did you enjoy most when creating this image? 

AR: Imagining the concept. Many times I have more pleasure imagining the concept 

than making the image itself. This was one such case. When the concept suddenly 

appeared in my mind and in the minutes I spent finalizing the details in my mind, it 

felt great! When I sat in front of my computer, everything was clear already, it was 

just a "translation" process. 

3DAD: “My Kingdom” – an older image of your I know, but one of my favourites – was 

the concept of “Robinson Crusoe”  or “Cast Away” on your mind when you did this? 

AR: A little bit but it was not the main thing on my mind. My starting point was more 

this one: it's better to be a king of a poor, small place, than to be a servant in a rich, 

large place. The image evolved from here. 

My Kingdon The Sky is the Limit 
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3DAD: “The Passage”. I like the concept you’ve portrayed here; how you’ve set a building into a deep canyon rock face . There’s a good sense of first dis-

covery going on. What gave you the idea for this imagery? 

AR: I like books of travels and discovery. I remember, for example, a few books by Clifford Simak. Wonderful books of dangerous travel by uncharted plac-

es, with amazing discoveries. I just tried to portray a little bit of these feelings.  

3DAD: “River Maze” and “Maze World”. It’s fun putting a maze into an image, creating a instant quirkiness or mystery to the picture. Did you enjoy creating 

these pieces? 

AR: Yes, it was fun. This is one of those images where I tried to approach that point where real, unreal and surreal touch. I wanted to make the path as real 

as possible (there's even a boat and a house to make it more real) but at the same time make it sufficiently unreal/surreal, so that the viewer doubts what 

his eyes tell him, on one side, but believe it, on the other. 

The Passage 

Maze World 2964 A.D. 
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3DAD: “Between Clouds”. This really shows off the lighting and cloudscapes 

you can do with Vue. Jacob Charles Dietz has said to us that his number one 

favourite aspect of Vue is the light engine, with how natural it is right out of 

the box with little to no tuning . Bearing this in mind, was much done with the 

lighting in this image, or was it a “point and click”? 

AR: The lighting was fairly easy, Vue is great at that, like Jacob Dietz rightfully 

said. The hardest part here was to make the clouds look good, since they 

are a bit wild by nature, and still give a feeling of a kind of a tight "corridor" 

to the ships. 

3DAD: “Micro World of Thales” and “Micro World of Soul Sphere”.  I really like 

these pieces, being a big fan of Pandromeda’s Mojoworld, I often created 

images in a similar vein and very much welcome Vue’s new planetary cre-

ation features. Tell me about these pieces, what was the greatest chal-

lenge in getting these right? 

AR: Well, believe it or not, the greatest challenge was handling objects and 

putting them in the right places... When you set Vue to a spherical scene 

and to use planetary terrain, the coordinate system of the moving gizmo 

change a bit its behaviour. When in addition the planet is very small, like in 

the cases of these images (planet radius is only about 10Km), moving 

things around in a controlled and precise manner can become difficult.  

 

The Micro-World of Soul Sphere 

The Micro-World of Thales 
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3DAD: “I can See my House from Here”. Did the title provide the image or the 

image inspire the title?! 

AR: Good question! Both, actually. Some times, the title feeds the image and this, 

on return, feeds the title. They become an inseparable pair. That's the case of 

several images of mine, like "Sky is the Limit", "Devil's Tongue" and several others. I 

was listening to the Camel's album with similar title ("I can see your house from 

here") and that led me to think about what would happen if you live in a world 

where you could see another big world in the sky above. You could see cities, 

etc. You could even see your house.  

3DAD: Finally, what are three quick tips would you give to those who are just 

starting out with digital art? 

 

Tip #1: Lighting is the single most important element of almost any image. Light-

ing can make or break an image. Dedicate time to the lighting in each image, 

study it and for each image try various lighting rigs and settings until you're fully 

satisfied. 

Tip #2: Don't underestimate the power of the composition. Study about the theo-

ries of composition (rule of thirds, harmonic triangles, use of diagonals, golden 

section, etc). Don't just put stuff into an image, take care of how you organize it 

in a way that the whole is more than the sum of the parts. It's like an orchestra; 

each image element is an instrument and they must all play in harmony. 

Tip #3:Never be too early satisfied with your work, always aspire for more. If you 

post your images online and people say that it's fantastic, amazing, incredible, 

you shouldn't think that you're already fantastic and don't need to improve any 

further. You should remember most people don't comment anything and that 

could be because they don't like or don't care about your image. Don't read 

only what people write, learn to interpret the silence of those who don't write 

anything. Always try to improve. 

 

ARTUR ROSA 
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3DAD:  Tell me about yourself. You men-

tioned in your Renderosity bio that you 

are computer draftsman. Have you had a 

long term interest in 3D graphics? Was the 

discovery of Terragen and Mojoworld a 

natural extension to your existing interest 

in graphics? 

DG: My interest in 3d graphics started in 

High School drafting class, taking con-

ventional "board drawing" techniques 

and learning to recreate them via Autocad. The discovery of Terragen was a completely new and exciting concept to me. I was blown away by the user 

friendly interface and photorealistic results that could be accomplished without having access to commercial grade processing power. 

3DAD:  The power to create landscapes with relative ease and having control over all of the elements  of that landscape has appealed to many since 

Bryce was available in 1994. Did you take a look at Bryce back then or was it until Terragen was released later in 1999 that you started creating 3D land-

scapes? 

DG: I had experimented with Bryce, I was impressed with the landscape & material editors at the time, I just didn't have the Extra time to invest in any hob-

bies. I see some great results users are getting now with the latest version 7. Perhaps in the future ?  

Danny Gordon grew up in New Jersey, in the U.S. 

He’s a computer draftsman by trade which has 

naturally led him to 3D digital landsaape art. Here 

he talks about his exploration of new worlds with 

Terragen and more recently Mojoworld. 

Deviant Art Gallery 

Renderosity Gallery 

The Island 

http://dannygordon20.deviantart.com/
http://www.renderosity.com/homepage.php?userid=598284
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3DAD:  Who were some of the earliest digital artists that helped propel you forward with your own creations? Was it others in the Rendo. Community? 

DG: The first few that come to mind are Savage Dragon, Markal, Rich2, Andy Welder, Rids, Orestes, Armands and my top 3 Moppelundwilli, Lutz B and 

Horselips. 

3DAD:  What first impressed you about Terragen when you first used it? What do you believe it’s main strengths are? 

DG: Well besides the easy to use interface, I think the lighting capabilities are unparalleled. I used to do some Stage Lighting for photoshoots & small pro-

ductions so that aspect of the program I  took to rather quickly. Second would be excellent surface layer capabilities. The use of strata, bitmap overlays 

and procedural texturing allow the user to create a natural randomness and realism in their surfacing that I feel no other application has yet to match. 

3DAD:  Despite Mojoworld no longer being developed, where does it still shine through compared to Terragen or similar products? 

DG: Well being very new to Mojoworld I would have to say that Mojo is way ahead of any application when speaking of creating on a global scale. By this I 

mean you are not restricted to a 2049 or 4097 meter terrain, you are creating a virtual planet with no size restrictions. The ability to import 3D objects, great 

lighting package, great navigation and unique function graph based material and terrain editor make this my next step in 3d graphics. You are correct 

when saying that there hasn't been any development since 2005, however in many aspects Mojoworld can stand with the best 3d applications 5 years lat-

er. It is extremely complex and flexible even to today's standards. I would recommend it to any intermediate artist looking for something different, one thing 

Mojo is, it's unique in every way and a great challenge. 

Mojoworld Terragen 
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3DAD:  Is there anything that Terragen should 

borrow from Mojoworld in it’s continued devel-

opment? 

DG: Well I think the guys at Planetside put a lot 

into Version 2 and it shows. In my opinion its all 

about personal preference. 

3DAD:  You’re starting to use Mojoworld more. 

Some users struggle with that interface! Is this the 

biggest obstacle you’ve had with Mojo so far? 

DG: Well yes and no. There are many aspects 

that are easy to understand and pick up, and 

some that are difficult and many times frustrat-

ing, but like any other program the deeper you 

dig the more you find. The thing about Mojo its 

not a tool bar based program, which is what I 

think deters alot of new users. You got to get 

your hands dirty and dig a little bit.  

3DAD:  With what you have learned about Mo-

joworld so far. Could you give two tips for those 

just starting out using this package? 

DG: Download some planets (.mjw) and start 

taking them apart, 'reverse engineer them'. 

There's tons of tech help at Pandromeda.com. 

Also get involved in forums such as the Rendo's 

Mojo Forum and Terranuts.com. Post your pro-

gress and ask questions. 

3DAD:  “Fortress” . I recognised this terrain from Lewis Moorcroft’s (Mojoworld artist) Axus planet. Not knowing Terragen, is it a s imple process to take a Mojo 

terrain and import it into Terragen? 

DG: Yes, Mojoworld's Parameter Bomb function makes it extremely easy to import and export terrains to and from various types of height maps and meshes 

for use in other programs. 

Fortress 
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3DAD:  I like “Thezhal” and “Thezhal revisited”. Very nice “reptilian” looking terrain 

and good use of lighting in both images. Were you pleased with these? 

DG: Was I Completely pleased with them ? As any artist I am my worst critique. That 

being said, the original lacked depth and I felt the surface needed to be reworked. 

So I implemented this into Thezhal Revisited. That I can say is a good render. 

(Credits  Velociraptor's .atm heavily tweaked & Firesong's terrain exported from Mo-

jo) 

3DAD:  “The Red Planet”. It looks 

like similar or the same material to 

Thezhal. I like the deep perspec-

tive here. One great thing about 

creating your own 3D land-

scapes , is the ability to have all 

kinds of crazy angles and per-

spectives. The virtual cameras 

can just be placed anywhere. I 

think the Mojoworld POV of 

“Shadow Watchers” you have 

done demonstrates this well. 

DG: The Red Planet was an image 

I think I spent the most time with. 

One of the few images that I had 

a vision in mind before beginning. 

Both the atmosphere and surface 

took a lot of trial and error to get 

the look I had in mind. Camera 

placement can make or break a 

render, the terrain 'Elmocambo 

7' ( Credit Terrain from Hillrunner 

Mojoworld ) has many great 

POV's, Very happy to find that 

spot. Thezhal 

Thezhal Revisited 

Shadow Watchers 

(planet by Armands) 
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Red Planet 
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3DAD:  You had success with “Mystic World” winning a themed challenge in the Rendo community.  It has a nice thick atmosphere, well placed dragon 

objects. Did it take a while to get to where you wanted with this creation? 

DG: This is another image where I had the basics of the final render already thought out. Terrain I created in World Machine (513) treated it, than spent a 

few hours with the atmosphere. The Dragons are 2d images PhotoShopped in. About 6 hrs total, counting render time. 

3DAD:  “The Island”. This is a nice bright piece, and I notice that it is  one of the favourites of  the renderosity community of your portfolio.  What was this in-

spired by? 

DG: Inspired by Josh Hunds 'Wailua Islands'. This was a team effort with another Terragen artist Volcomman (see his Renderosity gallery). He created that 

bright atmosphere for this piece. Surfacing and Lunar cell Moons were created by me. The terrain I also created in World Machine from a shared .tmd file 

Josh has posted on his site http://www.joshushund.com/frames.html 

 

3DAD:  The “Chosen Ones” . Fantastic cloud scape and 

use of “God rays” (as a similar atmosphere is termed in 

Vue). 

DG: Thank you, that's definitely a piece I had a lot of fun 

creating and happy with the result. 

3DAD:  “Tsalakot” has a nice Earth looking planet in the 

top right. You mention in the notes that feedback from 

Renderosity members helped you improve on the image. 

Have you been pleased how the community has fur-

thered your techniques? 

DG: Of Course, to me criticism really motivates me to im-

prove. The interaction with other artists at Rendo and Ter-

ranuts has helped me learn a lot.   

(Credit Terrain Tsalakot From Soundchasers Mojoworld) 

Mystic World 

http://www.renderosity.com/homepage.php?page=3&userid=642911
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The Chosen Ones 
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3DAD:  What is your own favourite render you have done? What inspired you for the image? 

DG: "Deep Canyon" was inspired by my travels to Utah and Arizona (Terrain by Martchi) 

 

Deep Canyon 
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3DAD:  Tell me about your discovery and use of Mandelbulb. I’ve never come across this before – it looks intriguing software. I’m looking at “Magic Box”, 

“Borg” and “The Machine”. 

DG: Mandelbulb is open source and is a true 3d fractal based program that is absolutely a blast to create with. Its fast rendering engine and endless light-

ing leaves the sky as your limit. Really lots of fun.  

Borg 

Magic Box 

The Machine 
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3DAD:  Finally, what three general tips would you give to those just starting out with 3D digital art? 

DG: With all the 3d applications out there its easy to get distracted and too spread out. Do some research and find a program that interests you; stick with 

it. Post your progress, get involved in forums and ask questions. 

 

North Star Tsalakot 
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3DAD: How long have you been involved with digital art? What were the beginnings? 

FD: I started with 3D seven years ago. I already used 2D at work and since I love doing portraits, I wanted to 

create my own images.  The idea of using 3D for portraits came quite naturally. I started with Poser 5 and 

was really satisfied with this program. 

3DAD: Did you work with paints or photography before going digital? 

FD: I do a lot of sketching and painting. 

 

3DAD: Who were your first mentors or artists that inspired you the most as you started out? 

FD: Koji Yamagami, Liam Kemp and Alceu Baptistao with their efforts to create realistic images, have been and still are a great inspiration for me. 

Fabrice, who is from seine et 

marne, France, has been in-

volved with digital art for a 

long time. His laser focus re-

mains on gaining photo-

realistic images of the human 

form. His results are first class 

and we walk with him through 

a selection of his portfolio. 

Renderosity Gallery 

Make a Dream 

http://www.renderosity.com/mod/gallery/browse.php?user_id=354848
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3DAD: What was some of the first software and hardware you used in the early  years for your work? 

FD: I started with Photoshop, which was my main working horse, on an old Mac, but luckily things evolved for the better. 

3DAD: Has imaging the human form always been your main motivation in the creation of your artwork? 

FD: I love the human body and especially the female body. It is a real pleasure to work on the curves and forms of a beautiful woman, even when she is 

made of polygons. 

Miki Lisa 
Linda 
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3DAD: Is your primary goal to gain photo realism with the human form and to push the boundaries in this direction? 

FD: My goal in 3D is to make an image as realistic as possible. Be it lights, scene set up, facial expressions, I want to make people forget that it is 3D! My 

friends have often told me, that my creations are really close to photo realism. 

At this stage I do have a certain reputation in 3D world. And I feel very proud when my creations are used as a reference at art fairs or when 3D mags pub-

lish entire pages of my work. 
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3DAD: Has it taken you a while to get a streamlined work flow in the creation of your images? What are the broad steps you take in your work flow? 

FD: My work flow is quite simple, I use one highend Mac for the scene set up and rendering and another with a Wacom tablet for postwork. I use the follow-

ing apps: Poser 6, Vue 6 Infinite and Photoshop. 

3DAD: You’ve created a great series of “Uzilite team” pieces, is that part of a graphic novel project? Is there an on-going story with these characters? 

I did this series because Wusamah's Uzilite products are really excellent! I love the quality of the Uzilite products and a couple of enterprises have been inter-

ested in these futuristic images. I have done those images to promote the products as well as to show their quality in complex scenes with great lightning. 
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3DAD: “Dream” and “Make 

a Dream” from your Vue 

C3D gallery are using a simi-

lar setting; floating spheres 

in front  of the “Dreamer” 

character. These are fantas-

tic images. What gave you 

the idea to create these 

pieces? 

FD: “Dream” and “Make a 

dream” are both made for 

my parents who love these 

kind of images. 

3DAD: “Dabrat” is a nicely 

toned portrait. There’s a me-

tallic reflective poll that the 

character is leaning against 

that adds interest to the 

scene and there’s a nice 

photo-realism about this 

picture. Tell me about this 

piece. 

FD: "Dabrat" is inspired by an 

image in the Mode Lifestyle 

magazine. The model was 

very beautiful with a certain 

saucy quality. I often use 

such magazines as source 

of inspiration for poses, lights 

and expressions. 

Dream Dabrat 
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3DAD: “Ronin2”  is a nicely posed male character, with great expression; he’s looking for a fight! What’s the story about this character? 

FD: The “Ronin” series simply exists, because I love the “Koji” Asian character from e-frontier. It is a fantastic character with very realistic expressions. 

3DAD: Some examples of your photo realistic images “My Light 1”, “Meryl” and “Ruelle” that are ren-

dered with a lack of colour. Is it easier to achieve photo realism with a lack of colour? Have you en-

joyed working in this mode? 

FD: I love very much the black and white portraits, I feel they look very natural. There are a lot of black 

and white images, which would be less beautiful in colour. I prefer doing my portraits in black and 

white, whereas the other scenes look evidently better in colour. 

 

 

 

Ronin 2 

Ronin 2 

Meryl 1 Ruelle My Light 1 
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3DAD: Nikita looks like a dangerous character! It’s a nice touch using reflective light with her glasses. What’s the story behind this image? 

FD: "Nikita" is inspired by the film of the same name by Luc Besson, which I love very much. 

3DAD: “Mist” and “Elf” are more fantasy type images. Have you done much work in this gen-

re, or is contemporary photo realism your main focus? 

FD: Every now and than I feel the need to do a fantasy style image, just to change universe. 

But that never lasts very long and I quickly return to portraits. But it feels good to change 

sometimes. 

 

 

 

 

 

 

Nikita 

Mist 

Elf 
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3DAD: What’s one of the hardest challenges you have had to overcome in your work 

and how have you overcome this challenge? 

FD: The biggest difficulty in 3D is the lack of imagination and ideas. How to overcome 

that? Just look around you and keep your eyes open! 

3DAD: What three top tips would you give to those who are just starting out in 3D digital 

art? 

FD: My 3 tips are:  

Tip 1: Work hard on the scene set-up. 

Tip 2: Do lots of test renders before the final render. 

Tip 3: Never neglect all those little details which add life to an image! 

bien etre Smile 2 
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3DAD: Tell me about yourself. Where are you from? What is your profession? 

AN: My name is Alexander Nikolaev.  I'm 36 years of age... I live with my wife Natalia in the Sibe-

rian city of Krasnoyarsk  (Russia). My profession is designer. My hobbies: computer games, 3D 

graphic arts, new age/electronic music and marine aquariums (it is a part of my profession). 

3DAD: Was your first introduction to digital art with Mojoworld? What is your earliest history with 

digital art? 

 

AN: My adventure with 3D art started in 2006, when i bought a magazine with a CD containing Terragen. After a year I became acquainted with Mojoworld. 

3DAD: Did you work with traditional art or photography before doing digital art? 

AN: I have always liked to draw. 

3DAD: Are you a sci-fi fan? What are some of your biggest influences in your artwork? 

AN: I love the Sci-fi genre ... movies (Star Wars, Aliens and others), games (Egosoft X-series).. I like to listen to space/electronic  music (Mark Dwane, Jonn 

Serrie...).... I think .. that I am the genre’s number one Fan! 

3DAD: When you first used Mojoworld, what made it exceptional for you? What made it special? 

AN: The possibility to work with the whole planet and its surrounding space ...and Mojoworld’s interface;  I took to this at once. 

 

 

 

 

 

 

 

 

 

Alexander Nikolaev is all the way from Krasno-

yarsk, Siberia in Russia. He is a self confessed 

science-fiction enthusiast and this fervour is re-

flected in the high quality of his digital art creat-

ed with Pandromeda’s Mojoworld. He speaks 

about how he became involved with 3D digital 

art and gives us a glimpse behind the scenes of 

his artwork.  

Renderosity Gallery 

http://www.renderosity.com/mod/gallery/browse.php?user_id=478207
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3DAD: Did you find Mojoworld’s interface difficult to learn at first? Is the 

biggest difficulty with learning Mojoworld? 

AN: It’s a pleasant and user-friendly interface. For creation of the first 

planet, it is possible to use the Planet Wizard - it is very simple!  Of great-

er difficulty though, are the many different parameters and nodes of 

the Function Graph Editor. Mojoworld is not so simple at first sight! 

3DAD: What are two of your favourite aspects of Mojoworld? 

AN: Quality of the final image and i shall repeat.. Opportunity to work 

with the whole planet. 

3DAD: If Mojoworld was to be developed further, what would you have 

improved or added to it? 

AN: Support of multi-processor rendering..  and a new generator for 

vegetation. 
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3DAD: Do you use other software such as Vue or Terragen? I must admit it’s difficult (at least for me) to move away from Mojo because it is so different in 

comparison. 

AN: I do but For guidance only, but i like the opportunities of Vue, especially EcoSystems™ - it is cool!!! 

3DAD: What hardware box do you use? 

AN: My old machine: 

OS Microsoft Windows XP Professional Edition   

Monitor  Benq FP241VW 24"  

Processor  Intel  Core 2 Duo CPU E6750 @ 3.5GHz (overclocked)   

Memory DDR2  Corsair CM2X2048 4GB   

Hard Drive  Seagate ST3500320AS & ST3640323AS   

Video Card  Palit GeForce GTX 275 /896 MB.   

And notebook Toshiba Satellite l505 (Windows7 64bit OS) 

3DAD: Is the Sine City series of images you have done one of your favourite achievements? What gave you the idea to create the Sine city planet? What 

was the hardest challenge in creating it and how do you overcome it? Do you have a favourite Sine City? 

AN: The idea of the creation of a city was a casual idea at first. I created a Mojoworld terrain that looked like strange buildings. I began to work with this 

world, developing it further. Warren Turner (AKA Woz)  was a great help to me, he created cool material, reminding me of mirrored windows. It was hard to 

create a more correct form of buildings...but i have succeeded to do this.  i consider Sine City series one my best achievements.  My favourite is Sine City 7 

in all of it’s variations. 
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Sine City 2 
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Sine City 3 
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Sine City 4 
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3DAD: Spirit of Mars is a nice piece and your latest entry in your gallery. Would you like to represent some of our other planets in our Solar System in Mo-

joworld? 

AN: Thanks! I want to make several more images of those dedicated to the "red planet".  No doubt! 

3DAD: I really like your 

“Asmodeus” and “Pelloris” aster-

oid images.  The lighting in both 

images creates nice depth and 

perspective. Are you proud of 

these? 

AN: I am glad that you like these 

images.. You have emphasized 

depth,  for me it means obtain 

the looked-for result ! I hope to 

return to the images of the me-

teorites.  

3DAD: “Destroyer 2” . Nice textures here. Is this using the sunset parameter on the planet? Did the model import 

okay into Mojo, or did it need tweaking a bit? 

AN: I used the imported model , textures have been changed in Mojo. For a planet -sun was used very bright 

orange atmosphere with sunset parameter. For this scene i used additional light sources. All postwork in Pho-

toshop as always. 

3DAD: The force.net has a wonderful selection of sci-fi models, do you use this resource often? 
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3DAD: “Their World”. The aliens in this picture reminds me of Carl Sagan’s floaters (from Cosmos) aliens that he proposed could live in a gas giant world. 

AN: Really They are similar !!  I did not know about their existence before! 

3DAD:%20“Their%20World”.%20The%20aliens%20in%20this%20picture%20reminds%20me%20of%20Carl%20Sagan’s%20floaters%20(See%20http:/science.discovery.com/videos/cosmos-before-and-after-floaters.html)
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3DAD: “Pteranos River”.  Nice angle and nice sense of depth.You have used Photoshop for postwork presumably for the waterfall. This demonstates that Mo-

joworld can still provide good realism despite that it is not being updated any more. 

AN: The falls and all vegetation is postwork in Photoshop. 

3DAD: “Sandy Ocean” and “Sandy Waves”. Did it take a while to get the sand 

dunes how you wanted? 

AN: It was not simple - the result has satisfied me. I like "Sandy Waves" more..   

3DAD: “Solar Ritual”. Planet “Chasma” is a great planet to work with. Great land 

material and textures – I’ve used it for some of my own images. 

AN: "Chasma" my favourite planet! I have the greatest respect for Olivier 

Cousinou AKA hillrunner! I have made some images of this beautiful world, with 

consent of the author. 

 

 

Pteranos River 

Sandy Waves 
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Sunrise 

Solar Ritual 

(from Planet Chasma ) 



 

Alexander Nikolaev 

51 

3DAD: “Zorba Desert”. You have used OnyxTREE STORM 3D models in this. I’ve seen other examples where this has been used to great effect in Mojo. Pity that 

it can take a long time to render the vegetation in Mojo if it’s used too much. 

AN: The most successful example where i used OnyxTREE STORM models, I consider "Shore of  Hope" - my second work in Mojo.  

It is a pity that quality of the MojoTree leaves much to be desired. 

Zorba Desert 
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3DAD: “Heavenly Knights”. Great 

use of models here. It’s an image 

that stands out – great contrasting 

colours and nice land materials. 

AN: Thanks for kind words!  Some-

times i like to use bright colours and 

mirror materials. 

 

Heavenly Knights 

Light Storm 
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3DAD:  “Observer”. Tell me 

about this image, you’ve used a 

lot of elements to build this 

piece. You have  used the volu-

metric container and the isosur-

face to create the alien space-

ship here – a great idea. Do you 

plan to use these again for other 

images? 

AN: Yes, for creating this scene i 

used Volumetrics plugin... for the 

creation of alien's ship, i used 

the volumetric container &  

isosurface, based on the Hexag-

onal node. I also used the Hex-

agonal Boulders by Slav for 

drones. I do not plan the majori-

ty of my works, they are ob-

tained randomly. 

3DAD: What three tips would you 

give to those who are just start-

ing out with 3D digital art? 

Tip 1: Continuous and consistent 

use of the software will bear fruit.  

Tip 2: Be not afraid to experi-

ment, sometimes it gives rise to 

great ideas—and great works as a result.  

Tiip 3: Dream... And if even if a part from what you dream is to be embodied in your works, consider that you have excelled! 

I would want to wish to all readers of your periodical and to you: Creative successes, inspiration and fresh ideas! If skill bears good, it is always pleasant to 

speak about it!  

Observer 
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3DAD: What was your first contact with 3D digital art? What 

were your earliest influences and motivations to start experi-

menting with this type of artwork? 

JT: It was watching Babylon 5 on TV that really caught my 

imagination.  I became quite hooked with the series in part 

by the CGI – which then prompted me to get hold of the 

book about the making of the show.   That set the ball rolling 

and I began watching the show more so to look at effects 

and work out how they were done.  

I then discovered my computer at the time ( a second-hand 

Commodore Amiga 4000) had a shady copy of Lightwave 

3.5 on it and after reading up about the making of I realised 

I had the same tool set available to me as Foundation Imag-

ing (the VFX company behind B5). It felt it was a sign for me to give it a shot and have a go myself. 

I would watch the show, and then spend the next week trying to recreate stuff. That was a rocky road indeed, no manuals, no Internet - I was genuinely self-

taught and it was very trial and error.  I spent literally days just to work out the interface, what keyframes were, lighting, lens flares (they were in vogue at the 

time) and then actually got around to modelling my first model - a box. 

At that time I found a model of a replica Starfury on a coverdisc which I played about with a fair bit, but noticed that it was pretty inaccurate when com-

pared to the actual model in the show.  It was recreating that which really got me into modelling and where I learnt attention to detail.  

I think my version is up to about version 14 now (however I haven’t touched it for years).  Literally hundreds of hours of my life right there! 

Starfury Model 

Jack Tomalin is a British digital 

artist whose focus is on creating 

digital models. He blames Baby-

lon 5 for getting him started on 

this path and he is now creating 

regular model content in the Daz 

Studio arena as a result. Here he 

talks about how he started with 

3D modelling and we feature 

some of his best models.   

Red House Graphics 

DAZ 3D Models for Sale 

http://www.redhousegraphics.co.uk/
http://www.daz3d.com/i/shop/artistlist?artist=65987&_m=d
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JT: Just to note, the Starfury is, in my opinion at least, one of the greatest ship designs ever and Ron Thornton  (VFX designer at Foundation Imaging) is a liv-

ing legend. 

I then continued to dabble with Lightwave for a year or so, until I had some artwork printed in Amiga Format.  It was then I guess I started thinking that I had 

potential, and through talking to the editor of AF I was introduced to a guy in the 3D industry.  That helped me get a legal second-hand copy of Lightwave 

4 for the PC where I actually started to learn and use LW properly. 

3DAD:  Have you always been in the production of mod-

els or did you start with artwork and develop into model-

ling? Do you have a native interest in architecture that 

got you started with modelling buildings? 

JT: Pretty much yes, when I first started out the hardware 

was really limited (resulting in overnight renders of the 

simplest stuff) so I would actually spend more time mod-

elling than rendering.   It was only when I started using 

PC’s with decent horsepower that I would to spend 

more time actually creating ‘artwork’ to then show other 

people. 

I think the architecture stuff came about right about 

when I started selling my models.  While I personally 

loved the sci-fi stuff I didn’t really think it had as wide an 

appeal as architecture and other backdrop elements. 

I’ve always had a passing interest in architecture though 

– particularly gothic – but it’s more the geometry behind 

structures which really fascinates me.   

3DAD: What hardware box and software are you using 

for your modelling and artwork? 

JT:  I currently run a Dell T7400 workstation.  Dual 3.2ghz 

Xeon CPU’s, 8 cores, 16Gb RAM, 600Gb SAS HD’s on a 

24” monitor.  The Dell is built like a tank and very reliable 

and I would definitely recommend it.  Software is mostly 

Lightwave 9.6, a little Zbrush and the rest Photoshop. 

From there it’s Poser 7 and DAZ Studio - all on Windows 7. 

The image that won me ‘Image of the Month’ Leaves a little to be desired now!   

Neither models were mine either. 
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3DAD:  What are your favourite aspects of Daz Studio? Is there a function that 

could be improved with Daz? 

JT: DAZ Studios best aspect is that it’s free – it makes 3D art accessible to every-

one.  It serves as a competent introduction to 3D and I enjoy using it in the pro-

duction of most of the promo images for my products.  It will obviously never 

compete to the big boys, but in reality I don’t think it has to.   

Would be nicer if the rendering speeds were a bit quicker (when you use all the 

fancy lights and stuff it starts to bog down) but I guess it’s when I’m waiting on 

renders I actually get to read forums and such online so maybe not! 

3DAD:  You have an interesting set of models, with several serialised models. Do 

you have a favourite series at the moment? Is it the “A Curious…” set of struc-

tures? 

I think my personal favourite is the series of products based on the Titanic. I did a 

hell of lot of research for those sets, which in themselves are quite detailed, but 

on top of that are all to scale and in line with the original layout on the Titanic.  

It’s the little things like that which aren’t always obvious to the end user but the 

devil is in the detail. 

3DAD: What were some of the first models that you traded? 

The first DAZ model was the Hall-of-Lore-Naz 

Comparing them to what I produce today, they are worlds apart – but still, they 

got me on the road to where I am today. 

3DAD:  The Baroque Grandeur interior seems to have a high level of detail. What 

were the hardest aspects of creating this and how did you overcome these problems? Was it getting the details authentic? 

JT: The biggest problem – not only with the Baroque Grandeur set but all - is time.  If I didn’t have that constraint I would model stuff to a far greater degree.  

But unfortunately if I spend 3 months working on a project then obviously it needs to make that much more of a return – and that’s generally unlikely, espe-

cially in the current economic climate. 

So it’s all about striking a balance.  With the Baroque Grandeur set, it was getting something that had the ‘wow’ appeal but in a realistic timescale.  There 

was certainly a lot of hair-pulling during the creation of that set but the end result is worth it.  Like most sets, it was well researched and that always make the 

workflow easier. 

http://www.daz3d.com/i/3d-models/-/hall-of-lore?item=1929&_m=d)%20and%20Throne%20of%20the%20Wolfking%20(http://www.daz3d.com/i/3d-models/-/throne-of-the?item=2067&_m=d
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3DAD: The Marrakesh sets are nicely atmospheric. Are you proud of these. Is it a place you’ve been to (I 

think Easyjet fly there!)? 

JT: Yes I’m really pleased how these turned out. It’s sometimes hit-and-miss whether you can capture 

what’s in your head,  and even when you do you sometimes find that it other people don’t ‘get’ it.  

Thankfully it turned out well, on time and people like it. 

Regrettably no, I haven’t been to Marrakesh – I’m forever stuck here in front of the PC! If I was to take 

time off I’m sure all hell would break loose. 
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3DAD:  Tell me about the GIS series of models. What prompted the creation of 

these? 

The GIS series came about trying to come up with something a little different.  I 

think the brief from DAZ was literally ‘Gothic Sci-fi’ and I was then allowed to run 

with it. I spent a few days just coming up with concept art for it and we got 

quite a few different designs out of it. 

Also, I like to jump about between styles and genres – so I will do some period 

stuff, then some gothic, then sci-fi, then fantasy and I think in this instance two 

worlds collided.  Just wish I was a better concept artist than I am 3D modeller. 
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3DAD:  Cista Sanctus makes a nice for a fantasy scene- is this what you intended it for? 

JT: I never try to actively limit the use of a set, sometimes you have constraints or a certain ‘look’ but I like to think people can put their own spin on it – and 

it’s nice to see how creative some people get.  Be it fantasy, realistic, cartoon.. I think it’s all achievable in one way or another. 

3DAD:  What’s your personal favourite model that you’ve created? 

JT: Oh tough! I guess I would have to say the Starfury.  Only because of the insane 

amount of time, sweat and tears I put into that over the course of the years.  Commer-

cially, I really liked the Divinity Skies series I did.  They ended up being pretty detailed 

and they make a nice collection I think. 
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3DAD:  You’ve done a number of chapels. Is the architecture on these based on buildings you know? 

JT: Only one, the Curious Chapel  - which is based on a chapel just up the road from where I used to live.  The rest are just based on images found in books 

and on the Internet.  I love ecclesiastical buildings, chapels, churches, graveyards – the trip we took to Rome earlier in the year was just amazing and awe-

inspiring. 

3DAD:  Tell me about your Poser File Cleaner? Is this is a popular product? You’ve proba-

bly saved hundreds of hours for users! 

JT: The PFC started life as a PHP script I created a few years back.  As content creators, 

we have certain guidelines to adhere to when uploading content to DAZ and it used to 

annoy me how long such mundane and repetitive tasks took.  I then developed a script 

which would do that for me in a single click in a fraction of the time.  It also removed the 

possibility of human error which saved many a headache. 

So that worked fine for me, but then I 

thought it would be a bonus  to re-

lease it to others – obviously the PHP 

script is no good to people without a 

webserver, so it would need to be a 

standalone application.  So cue a 

few months of learning C# and I 

managed to get it running on its own.   

Developing stuff for content creators 

is always going to be niche, but it’s 

sold a fair few copies.  Can’t say I’ve 

heard anything bad so it must be do-

ing its job! 
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3DAD:  What three tips would you give for those that are just starting out with modelling? 

JT:  

Tip 1. Pick an application and learn it inside out.  If you know how an application works, its nuances and limitations, you can generally work around them to 

accomplish what it is you are trying to achieve. 

Tip 2. Don’t worry about what other people are doing.  There’s so many amazing artists out there that you can start to feel like ‘why should I bother, they are 

insanely good!’.  But stick with it, and just concentrate on your own achieving your own goals. 

Tip 3. If you are going to rehash ideas – make sure you add something to it.  Most stuff has been done in 3D, but the question is, has it been done well?  If 

not, well there’s your chance. 

 


