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Would you enjoy the opportunity of 

teaching other artists, in a live online 

setting?  We are actively looking for artists 

or content creators to work with Digital Art 

Live as a partner, in presenting some of 

our live webinars.  

We’re particularly looking for artists and 

content creators who work with DAZ Studio 

and/or Poser, Vue and other landscape 

software, or digital comics production.   

We will also consider webinar ideas which 

relate to your specialist skills, or which help 

users to fully use a software plugin that 

you’ve developed. 

Webinars are recorded, and we profit-share 

with our presenters on any future sales.  

We sell on the popular DAZ content store, 

which has strong traffic and sales. 

Please use the link below to submit your 

application, and we’ll be in touch! 

https://digitalartlive.com/presenters 

SHARE 
 

YOUR EXPERIENCE AND 
YOUR CREATIVE STORY 

Chris Hecker, ‘Tigaer’ ‘Esha’ Daniel Seebacher Tasos Anastasiades 

PARTNER WITH  
DIGITAL ART LIVE! 

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

https://digitalartlive.com/presenters


5 

 

CONTENTS 

 

――  62 

JAMES LEDGER 

We interview James, a 

British concept artist, 

about working purely in 

Photoshop and about 

creating his new artbook. 

PHOTOSHOP | ARTBOOKS 

“… there's a lot more work 

involved in a book than I 

thought. To begin with, I 

thought I could create 

work more randomly, and 

then find a way or theme 

to tie the pictures all 

together.  [Instead] I had 

to create pages with 

unified colour palettes and 

similar themed contents” 

――  38 

JON HRUBESCH 

Jon works in a TV news 

studio, but also finds time 

for Photoshop and has 

made spaceships for the 

TV series Dark Matter. 

PHOTOSHOP | SKETCHUP 

“I made a few short 

animations of my picture 

and cut them into a 

video. I don't know why. I 

questioned why I was 

doing this more than a 

few times, as it ate up 

another week of time.  

But [it got me into TV 

series work, and so] paid 

off for me in a big way!” 

OUR LIVE 

WEBINARS! 

――  02 

EDITORIAL 

――  07 

INDEX OF 

BACK ISSUES 

――  26 

CONTESTS 

――  29 

REVIEW: 

BRYCE 7.1 

――  32 

MY STUDIO 

――  60 

GALLERY 

――  74 

IMAGINARIUM 

――  90 

Front Cover:  

Picture-reversed 
detail from “404” 
by Jon Hrubesch, 
who is interviewed 
in this issue.   

Jon works with 
SketchUp and 
Photoshop. 

              THE MEGACITIES ISSUE 

――  08 

LORENTZ RUWWE 

We learn how Lorentz 

makes his superb pictures, 

and pick up several really 

useful tips for working 

faster in Photoshop! 

PHOTOSHOP | BLENDER  

“I always like to place 

characters inside worlds 

where they become 

secondary parts of it and 

bring scenes to life.  I also 

usually never draw a 

character first and then 

add a background. … I 

create a rough setting first 

before I put in any 

figures.” 

INTERVIEWS 



6 

 

Copyright © 2019 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 digitalartlivecom 

LIVE 
Join our live webinar-based 

workshops for digital artists. 

digitalartlive.com 

PODCAST 
Our fresh inspiration for sci-fi 

artists, available on iTunes. 

Subscribe to the Podcast feed 

Credits for pictures, from top left:  Detail from “Lomese” by Bear1037 (in the Gallery); detail from “Phone booth” by 

Hideyoshi (30 minute spitpaint); “Space Odyssey” by Jon Hrubesch. Hideyoshi and Jon are interviewed in this issue. 

Paul Bussey  

Editor-in-Chief, Conferences 

paul@digitalartlive.com 

Dave Haden 

Editor and magazine layout 

david@digitalartlive.com 

Support Dave  

at Patreon. 

http://www.3dartdirect.com/
http://3dartdirect.com
http://3dartlive.com/poserexpo
http://itunes.apple.com/gb/podcast/3d-art-direct/id524340887
http://3dartdirect.com/feed/podcast
https://www.deviantart.com/bear1037/
https://www.patreon.com/davehaden


7 

 

 DAVID HADEN 
 Editor of Digital Art Live magazine 

 david@digitalartlive.com 

FACEBOOK: www.facebook.com/3DArtDirect 

EDITOR’S LETTER 

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

Welcome to our ‘Megacities’ issue. If there’s 

one thing I’ve learned from our in-depth 

interviews, it’s that home cities rarely seem 

very important in the creative life of a digital artist.  

We keep hopefully asking about sense-of-place, but 

almost never hear back that there’s a thriving digital 

artist ‘scene’ in a city.  Admittedly we’re not 

interviewing many people from Hollywood, Tokyo, 

New York or San Francisco.  But even if there is 

some sort of a general creative scene in an artist’s 

home city, then the digital ‘movers and shakers’ in it 

are usually too busy to get out and network locally 

and in person. There’s too much else to do.  

Here in the UK we’re leading the world in rampant 

Internet shopping and out-of-town clothing store 

mega-malls.  This means that our city centres now 

seem best suited to offering the small pleasures 

they have always excelled at: free museums and 

zoos, strolls in the parks and quaint backstreets, 

browsing real books in bookshops, quiet cafes with 

great coffee and ice-cream, people-watching, public 

exhibitions, cosy hotels, the occasional friendly 

street cat, and so on. Try replicating those online, 

and it’s not the same — you can’t stroke a LOLcat. 

Where the Internet does beat cities is in the useful 

sharing of learning. This replicates one of the great 

advantages large cities have always had: the 

sharing of expert knowledge and the speedy and 

efficient training of the next generation of raw 

talent.  In fact, we now ‘go one better’ online — 

instead of hoarding such knowledge in ‘guilds’ that 

take seven years to enter, we share it and make it 

accessible to anyone who wants it.  Often free, or 

for a reasonable cost.  Often in highly accessible 

formats like videos, webinars and blog posts, rather 

than the 19th century method of 500-page 

textbooks and three hour lectures in freezing lecture 

halls.  It may still take you seven years to properly 

learn Photoshop, but you’ll be doing it at your own 

pace, in comfort, and mostly for free.   

All round, our ‘online city’ is now just so much 

better at providing creatives with what ‘physical 

cities’ once provided — training, critiques, 

collaboration, new skills and opportunities, and 

now the ability to find patrons and commissions 

via services such as Patreon. 

Our ‘online city’ is also really good at mimicking 

the patchwork of little villages and districts that 

made megacities like London so great — one can 

think of DeviantArt and ArtStation as our artists’ 

quarters; the specialist software forums and 

Facebook Groups as the pubs and coffee-houses; 

and we might consider following a good blog as 

being akin to an afternoon’s stroll through a park, 

discussing a topic with a knowledgable friend. 

Many new creatives are set to join our online city 

over the next 20 years.  We who were born in the 

1960s have already more or less seen the world 

population double in our lifetime, and there are 

now about twice as many intelligent and creative 

people as there were when we were age five.  

That’s a heck of a lot of extra brain-power and 

imagination.  And yet, billions more minds are 

coming by 2040.  Let’s do the math: around 2% of 

most populations are highly gifted, and usually 

also high IQ.  If only 0.1% of the new people are 

highly talented and creative and inclined toward 

the visual arts and have access to the Internet, 

then that means that our online global ‘city’ could 

be home to three million more highly talented 

visual creatives by 2040.  That’s not to mention 

the possibility of another 10 million more hobbyists 

who make art just for fun, most of whom will be 

digital.  Now that’s what I call a megacity! 

“ 
WELCOME... 

https://www.facebook.com/3DArtDirect
https://digitalartlive.com/feed/
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Digital Art Live talks with Lorenz Ruwwe of Germany about his use of 

3D for 2D overpainting, making 360 panoramas in Photoshop, his work 

on movies, and his abiding love of Japan and its culture. 

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

depth interview.  We featured your steampunk 

“Tesla Teleporting Station” in our Gallery 

recently, and your “Tethered Worlds” space 

portal picture was our front cover picture for 

issue #17.  And with the excellence of your city 

work in your DeviantArt gallery, we thought 

you'd be a great choice for this “Megacities” 

themed issue. 

LR: Thanks for having me.  I'm honoured to 

have been featured and to be interviewed. 

DAL: How did your interest in art begin, and 

develop, generally, before you encountered 

digital tools?  Or were you perhaps someone 

who went ‘straight to digital’? 

LR: I have been drawing since I was a young 

kid.  Kindergarten, then school and ever since.  

I very much tried all kinds of traditional tools, 

except for maybe oils extensively.  In my high 

school years I became highly interested in 

manga — Japanese comics — and I even 

thought about becoming a comics artist.  I drew 
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Picture: “Skyport”.  

with lines mainly, but also used colour inks and 

gouache to paint later on.  As well as some 

airbrushing.  

In 2003 I got a cheap tablet and tried digital 

painting for the first time.  Basically starting with 

coloring scanned ink drawings on the computer.  

It was very hard in the beginning to draw 

directly in Photoshop, especially with lines which 

was much easier on paper.  It's funny because 

nowadays it's the opposite.  I have trouble 

drawing confidently on paper!  Digital painting 

and also sketching with the modern Wacom 

tablets is so much easier and forgiving. 

DAL: Indeed.  European comics and manga 

seem to have been a strong early influence?  

Tributes to Moebius and Akira, in that style, can 

be seen in your Gallery for instance.  And I saw 

a page from your manga science-fiction comic at 

the very start of the Gallery. 

LR: To be honest, I never really studied 

Moebius’s art close up... until recently.   

https://www.deviantart.com/hideyoshi
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I was mainly influenced by Japanese comic 

art, yes.  Toriyama, then Otomo and also 

Nihei to name a few.  I used to simply 

emulate their styles in the beginning, so I 

could draw exactly like them. Because their 

art carried aesthetics that were pleasing to 

me.  I think every artist has role models 

and starts by copying, it can be a good 

starting point to learn.   

Over the years, your skills arrive at a level 

where you can finally express yourself 

truthfully and style emerges by itself.  

Everything you have internalized is mixed 

with your very own essence and flows out 

naturally.  The more you draw from your 

own personal traits, the more your style 

can become recognized as something 

uniquely yours.   

As your taste develops and changes over 

the years, so does your style.  Back in the 

days I didn't like abstract art at all, but I 

have come to appreciate it more and more.  

My art has become simpler now I feel but I 

still have a long way to go. 

DAL: What did those comics teach you for 

the long-term, in terms of perspective, 

dynamism, linework and suchlike? 

LR: From comics I mostly drew on the 

design aesthetics and style cues.  Also 

storytelling, obviously.  But the art 

fundamentals I learned quite traditionally 

from books that dealt with the subject 

matter.  I used to frequently go to public 

libraries as a kid, to get books on art 

basics. 

DAL: Right. How did you first seriously 

develop your painting skills?  For instance, 

did you then go on the train at a university 

or did you take online courses?  Or was it 

just a question of 'practice every day'? 

LR: I am completely self taught.  I never 

thought of going to an art school to be 

honest, as I felt it wasn't an option for me 

and I'd learn a lot and faster on my own.   

So I read many art books, studied other 

artists and watched tutorials.  I especially 

found the Gnomon DVDs of the time were a 

great source of information on digital art.  
Picture: “Gateway - Calandia District” — for a graphic 

novel called Gateway by John C. Hoffler. 
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And that was before YouTube really took off with 

all its content.  Nowadays information is widely 

available through the Internet and webinars — a 

blessing for many emerging artists. 

DAL: What aspects of your work came naturally 

and easily, and what did you have to sweat over 

improving? 

LR: I'd say perspective comes naturally to me.  I 

feel I really understand it, it's logical to me.  I 

have a very technical approach to my art in 

general, almost every piece starts with deciding 

perspective and camera lens first.   

Drawing characters has always been a challenge 

for me.  I become too subjectively invested with 

characters and I lose objectivity to draw them 

correctly, I think.  But I always like to place 

characters inside worlds where they become 

secondary parts of it and bring scenes to life.  I 

also usually never draw a character first and 

then add a background.  I don't think in terms of 

foreground and background for any given 

artwork.  It's mostly even the other way around 

where I create a rough setting first before I put 

in any figures. 

DAL: And how did 3D help you to make pictures?  

Wings 3D and Modo seem to be your tools of 

choice, if I'm right?  So… you model in those and 

render, and then overpaint? 

LR: Oh… I haven't used Wings 3D in ages.  Yes, 

in the beginning when I was learning 3D, I used 

that to make basic models.  It's a nifty little tool 

that can be learned easily.  But I have since 

switched to Blender and I still use Modo as well.  

Yes, I like to use 3D as a base to overpaint.   

But lately I have found myself using 3D 

sometimes exclusively, where I will only add 

minor touchups in Photoshop.  So the art is 

essentially just 3D.  I have to admit that is has 

to do with laziness.  Seeing the computer render 

something realistically for you is a bit addictive.   

The problem is that pure 3D on its own is quite 

lifeless, which is why it's always good to add an 

organic touch by hand.  I feel the pieces where 

you can balance 2D and 3D equally are the most 

successful ones.  It can easily happen that 3D 

tools make you forget basic principles of good 

image-making. 

DAL: What is your current workflow and toolset 

for a large picture that might involve some 3D 

work? 

LR: I will admit that there is one essential step 

that I keep skipping which is… to start with a 2D 

sketch! /Laughter/ I have realized it is so 

important to have that, in order to arrive at a 

good final artwork.  I tend to dive straight into 

3D and try to figure out compositions there, but 

it's not such a good idea.  I will get bogged down 

in fancy lighting maybe and not care about 

composition or design which is another element 

that I can naturally figure out better in 2D. 

So ideally you should start with some basic 

compositional sketches, then also do some for 

the design elements in the picture. Then maybe 

start on setting up the scene in 3D and leave 

room to finish it with 2D tools.   

If you want technical perfection, yes, go for pure 

3D. But from experience I can say that adding a 

human touch is very important to create art that 

is appreciated by many.  Also, if you haven't 

fully mastered 3D as a tool, it might even hinder 

your creative output and you might end up with 

a design that you could have pulled off more 

effectively in 2D. 

DAL: Good advice, thanks. Photoshop obviously 

plays a huge role.  Have you stuck with an older 

version, or are you on the subscription system 

with the latest version?  If older, what keeps you 

from upgrading?  If newer, what new features do 

you most enjoy using? 

LR: Yes, older. I am sticking with Photoshop CC 

2015 because it has everything I need but 

without being slow.  I keep hearing about bugs, 

so just having a stable version where everything 

works the way I am used to, it's all I need.   

I like the 360 panorama painting functionality 

from CC 2015 upwards.  A Korean artist who 

goes by the name ‘PeneMenn’ made a very 

useful perspective tool which was the best one I 

have tried for Photoshop. But it doesn't work in 

any other version after CS5.5. 

DAL: What tweaks have you made to Photoshop 

to make it a better painting tool?  Photoshop 

plugins too? 
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 Pictures: “Modern Arch”, a 30 minute ‘spitpaint’; “Eclipse Phase: Martian Street” — made 

for an RPG by Posthuman Studios, in the book Sunward - The Inner System. 
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LR: As mentioned above, that perspective plugin 

— actually it was simply a .PSD file with 3D 

functionality — was really useful.  You were able 

to change your camera focal length and set up 

any type of correct perspective grid with it.  

There are other ways in the newer PS versions 

that, but they don't work nearly as well I think. 

I really like that Adobe’s developers finally 

implemented a native colour picker with the CC 

versions, one which always stays open.  Before 

you needed to use third party plug-ins, just to 

have a colour palette open.  I also keep the 

Navigator open to see a small thumbnail version 

of the whole painting at all times.   

DAL: Yes, I do that as well. Useful to quickly 

grab and pan, also. 

LR: It helps with readability, the so-called ‘squint 

factor’ where your image has to still be visually 

readable at a small size.  It's always the mark 

for any good artwork.  If you can't figure out 

what the image is about at a small scale, then 

the values and composition are usually weak. 

DAL: Good tip. Incidentally, I have to thanks you 

for a truly great Photoshop tip: “alt + right-click 

and dragging, resizes your current Photoshop 

brush”.  In 20 years of using Photoshop, I had 

not even discovered that!  So so useful!  And a 

little embarrassing that I hadn't known it before, 

and had just been using the ']' and '[' keys to 

resize a brush.  I had been using a wired USB 

Xbox 360 controller, with those brush resize 

keys set on the rockers by using the JoyToKey 

utility.  For painting using my pen monitor, 

without a big clunky keyboard getting in the way 

of the elbows.  

But thanks to your tip I can adjust brushes with 

a simple: single-button-press + drag pen.  The 

secret is to lift the pen tip slightly off the screen, 

after pressing the button, and then one gets a 

Pictures: “Eclipse Phase: Lunar Cave City” — made for 

an RPG by Posthuman Studios; “Planet Base 360” a 

360-degree VR sphere made in Photoshop. 
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 visual and stats readout and overlay right under 

the brush tip.  Bliss.  Up/down = hardness/

softness of the brush.  Right/left = Brush size 

adjustment.  One can also have up/down 

movement change the brush Opacity 

(Preferences | General and uncheck "Vary Round 

Brush Hardness based on HUD vertical 

movement").  Wonderful! 

LR: Wow, really?  Did I mention that shortcut at 

some point?  Because, ironically I am not even 

resizing my brushes like that any more!  I 

literally had to open Photoshop just now to try it 

again.  I still use simple keys for resizing which I 

have placed on ',' and '.'  If I ever did use that 

shortcut, I sure haven't in a long time and even 

forgot all about it. /Laughter/ 

DAL: I definitely read it on your site, yes.  

Maybe from a while back.  You should try the 

“alt + right-click and drag”!  /Joint laughter/ Ah 

well... have you found any other mega useful 

Photoshop tips since then? 

LR: Anyway… other than that, I frequently use 

“shift-right click” to change blending modes on 

my brushes It also works when you're using the 

gradient tool, for example.  

DAL: Great, that sounds like another good one. 

LR: I’m not sure if that's a mega tip... also I 

can't think of any other really useful ones right 

now.  I like the ability to right-click on any 

element in the scene with the move tool (v) 

selected so you know which layer that element is 

on, and you can click it instead of having to 

manually search it in the layer stack. 

DAL: Another great one, thanks. And while we’re 

talking Photoshop… you've also experimented 

with 360-degree VR, blending 3D with 2D in 

Photoshop for a seamless immersive painting.  

Could you tell us about the process for a work 

such as “Planet Base 360” (as seen below). 



16 

 
 

LR: Jama Jurabaev knows all about it and he 

made it popular in the first place. Basically you 

convert a 2:1 canvas into a spherical panorama 

by going to the 3D menu to make a ‘new mesh 

from the layer’ and selecting ‘mesh preset’ | 

‘spherical panorama’.  You have then mapped 

your image inside a sphere, in which you can 

paint freely and rotate it around.  This 360 

image you can then infuse with meta tags so it 

will ‘work’ on Facebook or Artstation. 

But “Planet Base 360” was actually created 

differently.  I set up a spherical camera in Modo 

and also created most of the scene in 3D, then 

rendered out this so called equirectangular 

image so I could add some more elements in 

Photoshop.  But I actually painted on the 

stretched-out flat panorama image directly, 

without wrapping it into a sphere. I did that 

simply because I was on an older version of 

Photoshop, where you still couldn't do that.   

So I frequently uploaded the image to Facebook 

to see if everything was in place still… and then I 

continued to add details. 

DAL: Fascinating, thanks. Now, the excellence 

and tone of your work has attracted RPG 

makers, science fiction novelists, game 

designers and others.  Could you outline your 

range of collaborative projects here: the graphic 

novel Gateway by John C. Hoffler; the solar 

system colonisation RPG Eclipse Phase, and 

others?  Even some work for Star Wars 

properties. 

LR: I have to say I am not sure if Gateway is 

even out yet or what the status is on that 

project.  I was simply hired to create some 

images for this graphic novel while being in 

development. 

For the Eclipse Phase guys I have been 

illustrating every now and then.  It's always fun 

to go back to working off one of their 

descriptions because they come up with some 

crazy cyberpunk ideas and you can ‘go quite 

wild’ on them.  Very pure sci-fi goodness. 

I also had fun creating a bunch of space opera 

book covers for some well known and not so well 

known authors.  At some point it was almost 

becoming too much, every single commission I 

got was yet another space art cover! 

DAL: And you've also done movie work I 

believe?  Production Designer on the animated 

Azureus Rising.  And there was also something 

called "The Underwater Realm, a big 

independent movie project about the lost city of 

Atlantis"?  What part of that did you work on? 

LR: Ah yes, I created a whole line up of posters 

for each of their short films of the Underwater 

Realm series.  That was a while back.  Even 

longer ago was working for David Weinstein — a 

3D animator and director — on Azureus Rising.  

That was a pretty cool gig where I got to design 

many elements that were precisely translated 

into 3D models and seeing them come to life 

was amazing.More recently, I got to finally work 

on my first major big-budget feature film — the 

2019 Charlie's Angels reboot and created some 

concept art for it.  I cannot disclose any more 

details at this point, other than that it was a very 

fun project to work on. 

DAL: Great. And you also present a wide range 

of personal work on your DeviantArt Gallery.  

Some of the strands I noticed there were: ‘noir’, 

sometimes shading into urban Victorian 

steampunk; and some occasional delightful 

‘storybook whimsy’ such as a mice and giant 

clock, ballerinas, and a flying bear?   

I can see how those two might combine — a sort 

of ‘dark-steampunk whimsy’ done in a storybook 

illustration style.  What other threads and 

themes do you recognise your range of personal 

work as having, other than the obvious science-

fiction themes? 

LR: Yes, I really tried to paint a lot of things that 

were out of my comfort zone, sparked by the 

topics of the ‘Daily Spitpaint’ group on Facebook.  

It was refreshing to try new things. 

“Azureus Rising.  That was a 

pretty cool gig where I got to 

design many elements that 

were precisely translated into 

3D models and seeing them 

come to life was amazing.” 
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“I never really 

studied Moebius’s 

art close up... 

until recently” 

Pictures: “Phone booth”, a 30 minute ‘spitpaint’; Inktober "Sky 

City"; Inktober Moebius-like ink drawing in sketchpad (not digital). 

. 
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Picture: “Skytaxi” (final). 
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I'd say that the two major genres I always go 

back to are sci-fi and fantasy. As you can see 

from my art, I go back to creating space art 

quite a lot. Space travel is still a topic likely to 

be around and in the realm of science-fiction for 

a while, as we haven't mastered populating new 

worlds yet and humanity is still expanding into 

space. 

Within sci-fi there are also many sub-genres like 

steampunk and cyberpunk which keeps it 

interesting to explore further.  They give you an 

open world where anything goes and your 

imagination is the only limit. I have a soft spot 

for Victorian steampunk and retro sci-fi.  It has a 

certain aesthetic that is quite fun to explore.  I 

have to admit I haven't dealt with a huge variety 

of specific themes in a conscious and elaborate 

way though.  Tsutomu Nihei got me really 

invested in cyberpunk at some point and I was 

big on that... but never even bothered to read 

William Gibson's go-to novel Neuromancer.  So I 

am not so much influenced by established hard 

core sci-fi concepts as found in literature, but 

rather I like to explore visual sensibilities or 

imagine new territories.  I had my fair share of 

Philip K. Dick, Michael Crichton and some Isaac 

Asimov among others.  Still, a lot I haven't even 

explored properly like Jules Verne, or any 

current sci-fi authors. 

DAL: You should try Wells’s famous The Time 

Machine.  Talking of machines, you’re a 

spaceship, vehicle, robo-mecha designer and 

you have a nice line in spaceship landing 

platforms and shield-generator towers.  What 

are your favourite ideas or themes in terms of 

creating a science-fiction picture or design? 

LR: Yes, something I will always go back to is 

designing futuristic settings, especially cities and 

megastructures.  I like to depict epic vistas and 

come up with interesting environments more 

than designing robots for example.  But futuristic 

vehicles are always fun, too. 

DAL: What science fiction especially inspires, you 

these days? 

LR: As you can probably guess, I can't really put 

my finger on anything specific these days.  I 

haven't really kept up with sci-fi trends lately.  

Maybe I should.  In some ways, ideas that were 

once considered sci-fi are becoming a reality. 

Llike flying cars or advanced hovercraft.  The 

Matrix kind of predicted how humans can seem 

like they are wired into an alternate reality 

(through smartphones) now and have become 

‘slaves of machines’ if you wanted to paint a 

pessimistic picture of it.  

DAL: Yes, though one could flip that around.  

There are going to be plenty of lower IQ people 

appearing in the world to 2040, and there’s 

nothing much that humanity can currently do to 

naturally strongly raise their intellectual abilities.  

But with the aid of A.I.-linked ‘smart assistants’ 

in their pockets — or in their ear-pieces — they 

will function far better than they would 

otherwise, do useful work, and likely be happier 

and healthier as well.  Is there any current trend 

in science-fiction that grabs your interest? 

LR: A.I seems to be a big topic, as you can find 

it in many sci-fi movies nowadays.  Humanoid 

robots are becoming an actual reality now, with 

A.I.  Which leads to discussions about whether 

that is dangerous , outside of our control and if 

they could ‘take over humanity’ some day. I 

personally don't believe so, as I think that 

human consciousness is rooted in something 

deeper and spiritual and could never be 

replicated by A.I — which will always remain 

something that has to be programmed and 

controlled by humans.  It is infused with 

algorithms which were coded by humans and 

these enable it to appear to have some sort of 

intelligence.  And in that way our robots will be 

able to learn and mimic human behaviour quite 

uncannily, but will never realize something like 

true consciousness.   

I will probably get some people stirred up about 

this topic, but this is simply my opinion. 

DAL: That sounds very sensible to me, at least 

at current levels of our technologies and their 

synergies. Is there any German science-fiction 

work being made that we should know about, in 

the Anglosphere?  Other than the artists? 

LR: I am really not up to date there, sorry... I 

have not even found time to read some of the 

sci-fi novels I have made illustrated covers for! 

DAL: What is your studio set-up and view like? 
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Picture: Cover art for Michael Wallace’s latest Void Queen trilogy. 
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LR: Actually it’s just a boring and messy dual 

monitor desk setup, with a new PC I recently 

got. Since my old system was getting really 

outdated.  That, and a trusty Wacom Intuos 4 

which is a large size. 

DAL: What part of Germany are you in?  If Berlin 

or one of the larger cities, does the city have 

any kind of digital art 'scene' in terms of 

production, and what form does that take? 

LR: Yes, Berlin. There are quite a few concept 

artists and illustrators here, actually.  

Sometimes we meet up at live drawing events 

around the city.  I hear several artists have 

founded studios together where they work under 

one roof. 

DAL: What do you most enjoy when designing 

and painting cityscapes with the group? 

LR: Creating moods and infusing them with a 

sense of life and atmosphere. 

DAL: I see, and is Berlin becoming a noticeably 

'science-fiction' city these days, in terms of its 

urban experience?  Do you walk though and see 

things that 20 years ago you would have 

considered science fiction? 

LR: “Not by any stretch” I’d say!  Even today 

Berlin is not very futuristic looking.  If you were 

to think of a German city that has some sort of 

sci-fi look it would be Frankfurt — where I was 

born actually.  A few buildings here in Berlin are 

modern, but generally the urban face of current 

Berlin is not something that would work well in a 

sci-fi movie. 

DAL: I see. All I known of Berlin is Bowie/Eno, 

the wall of the Berlin Wall and the Weimar era of 

Auden and Isherwood, so I have no clue about 

what it’s like today… not watching TV news ever.  

There's also a strong Japanese theme in the 

settings for some of your art, and you also use a 

Japanese style personal monogram to sign your 

paintings.  Have you visited Japan, and if so 

what was the experience like there? 

LR: Yes, I regularly go back to my motherland of 

Japan!  To me it harbours a certain ‘flair’ that 

can feel exotic and even foreign sometimes — as 

I grew up culturally in Germany.  But I really like 

Japan and am able to feel at home there.   

In 2010 I lived there for two months on my own.  

I have yet to explore many parts of Japan, as I 

have only seen a few places.  Something I 

always recommend to people, when asked about 

Japan, is to try climb up Mt. Fuji during the night 

— in the summer season — and witness the 

sunrise from the peak. 

DAL: Sounds great.  Rather strenuous though, 

as I seem to remember it’s enormously big.  The 

city of Osaka has always appealed, but 

apparently you have to go at the right time or 

it’s way too humid. But back to your art… what 

are you working on at the movement? 

LR: Some movie storyboards, for a pitch of an 

action scene. 

DAL: Super. And what new directions might you 

want to go in, in the future? 

LR: I might like to go back to storytelling in the 

form of graphic novel or manga work.  That 

nicely ties into my other big passion and 

profession which is filmmaking.  Telling stories 

through visuals remains the underlying goal, 

whether it be through art or film. Lately, film has 

taken on a bigger role in my life, as I have 

regularly been working in front and behind the 

camera on several projects.  From my artistic 

side I can bring something to the 

cinematography table, while my studies of 

martial arts have enabled me to act in front of 

the lens.  For all these opportunities I remain 

grateful and curiously ambitious about what the 

future holds for me. 

DAL: Ok… thanks so much for this interview. We 

wish you all the best for the future! 

LR: Thank you, it was my pleasure.  Wishing you 

likewise! 

 

Lorenz Ruwwe, aka ‘Hideyoshi’ is 

online at:  

https://www.deviantart.com/hideyoshi  

http://www.hideyoshi-ruwwe.net  

https://www.instagram.com/ 

Picture: “Conservator Walk”. 

https://www.deviantart.com/hideyoshi
http://www.hideyoshi-ruwwe.net
https://www.instagram.com/hideyoshi_art/
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 “I regularly go back to my motherland of Japan! ...  I 

grew up culturally in Germany. But I really like Japan 

and am able to feel at home there.” 
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Picture: “World of Wonder” (inside a O’Neill cylinder colony spaceship). 
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Issue 4  Jan 2016 

The new Poser 11 

● Charles Taylor (on 

   the new Poser 11) 

● Ariano di Pierro 

● Paulo Ciccone  

   (the Reality plugin) 

● In-depth 8,000-word  

   review of the new  

   Poser 11 Pro! 

 

Issue 3  Dec 2016 

‘A Galaxy Far Away…’ 

● Neil Thacker 

● Jean-Francois 

Liesenborghs 

● Gallery: “These are 

not the planets you're 

looking for…” 

● Gallery: SpaceX 

manned Mars mission 

Issue 2  Nov 2016 

Alien Plants/Creatures 

● Matthew Attard 

● Exidium Corporation 

● Gallery: Ryzom 

concept illustrations 

● Gallery and essay: 

the future bodily 

evolution of humans in 

space 

Issue 1  Oct 2016 

Designing Future Cities 

● Tarik Keskin  

● Christian Hecker 

● Gallery: Future 

Cities, a huge 32 page 

mega-gallery! 

● The Imaginarium 

(regular feature, in all 

subsequent issues) 

HAVE you missed out on an issue of 

our free magazine?  Please enjoy 

this new handy double-page index 

of our past issues, and check if 

any are missing from your 

collection. Our 15,000 

readers are also able to 

access back-issues of 

our previous title 3D 

Art Direct.  

Every new issue 

can be sent to your 

email address, simply by 

subscribing to our mailing-list... 

https://digitalartlive.com/ 

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

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

Our Future Frontier 

● The Mars Society 

● Ludovic Celle 

● Gallery: Orbiting  

   Cities in Space 

● Gallery: Space  

   Colonies/Outposts 

● Gallery: Mars in 

   1950s pulps 

Issue 7  April 2016 

Future Female Heroes 

● Leandra Dawn 

● Aaron Griffin 

● Paul Frances 

● Troy Menke 

● Bob May’s collages 

● Gallery and essay: 

Female future heroes 

Issue 6  March 2016 

Cyber-humans + VR 

● Tara de Vries  

   (Second Life) 

● Ludovic Celle 

● Elaine Neck 

● Anders Plassgard 

● Gallery: Future  

   cyber-humans 

Issue 5  Feb 2016 

Cosmos (space art) 

● Dave Hardy 

● Ali Ries 

● Tobais Roersch 

● Oyshan Green  

   (Terragen 4) 

● Gallery: The art of  

   the cosmic. 

 

Issue 9  June 2016 

Blender: special issue 

● Colin Masson 

● Thomas Piemontese 

● Shane Bevin 

● Tutorial: How to  

   export a clean .OBJ     

   from Blender 

● Index of past issues 

● Gallery: Blender art 

Issue 12  Sept 2016 

Second Skin (tattoos) 

● ‘Pixeluna’ 

● Paolo Ciccone 

● Deane Whitmore 

● HiveWire: new Big 

   Cat for Poser 

● Gallery: Second Skin 

● Imaginarium 

Issue 10  July 2016 

Steampunk 

● Renderosity 

● Suzi Amberson   

   (‘Kachinadoll’) 

● Bob May 

● Sci-fi in PC pinball 

● Steampunk gallery 

● Imaginarium 

Issue 11  August 2016 

Future Landscapes 

● ‘Artifex’ 

● Lewis Moorcroft 

● Rob Wildenberg 

● ‘Tigaer’: ‘making of’ 

● Gallery: Future  

   Oceans and Craft 

● Imaginarium 

https://digitalartlive.com/
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Issue 13  Oct 2016 

Spacewrecks (TTA) 

● Vikram Mulligan 

● Xistenceimaginations 

● Craig Farham 

● TTA series tribute 

● NASA’s rescue-bot 

● Index of past issues 

● Gallery: Space hulks 

   wrecks, crashes 

Issue 14  Nov/Dec 2016 

Cybertronic 

● ‘CG Artiste’ 

● ‘Keplianzar’ 

● Jacques Pena  

● TTA series tribute 

● Ugee 1910b pen 

tablet—in-depth review 

● Gallery: Neon and  

   ‘cyberglow’ artists 

Issue 15  Jan 2017 

Mistworlds 

● Chuck Carter (Myst) 
● Cynthia Decker 

● Cathrine Langwagen 

● Ulco Glimmerveen 

● Evolo competition 

● Index of past issues 

● Gallery: Myst-like  

   digital art 

YOUR 

ART 

HERE? 

Issue 16  Feb 2017 

Future vehicles 

● Syd Mead interview 

● Vadim Motiv 

● Adam Connolly 

● Mark Roosien 

● UK’s Bloodhound  

   supersonic rocket-car 

● Index of past issues 

● Gallery: “Vrooom!!” 

Issue 17  March 2017 

Movie magic 

● Greg Teegarden 

● Tobias Richter 

● Phil Dragash 

● ESA’s Moon Temple  

● Scott Richard 

● Index of past issues 

● Gallery: the spirit of  

   the cinema 

Issue 18  April 2017 

Vue 2016 special issue 

● Barry Marshall 

● Vue 2016 R2 review 

● Anaor Karim 

● NASA’s tunnels  

● W.P. Taub 

● Index of past issues 

● Gallery: Nature  

   Grows on You! 

Issue 19  May/Jun 2017 

Sci-fi comics 

● Patrick Gyger  

   (leading sci-fi  

   museum curator) 

● Georges Peters 

● Arne Cooper 

● RoboSimian  

● Index of past issues 

● Gallery: comic-book  

Issue 20  July 2017 

Digital clothing 

● Kim Schneider (‘Arki’) 

● Melissa Moraitis  

  (‘BlackTalonArts’) 

● Marvelous Designer  

   6.5—in-depth review 

● Jepe 

● Index of past issues 

● Gallery: Future Fashion 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

A FREE MAGAZINE 
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Issue 21  August 2017 

Ecofutures 

● Hal Tenny 

● Frank Little 

● Organics in pulp art 

● Linda Granqvist  

● Index of past issues 

● Gallery: visions of    

   the ‘ecofuture’ 

● Imaginarium 

Issue 22  Sept 2017 

Lighting for effect 

● Joe Pingleton 

● Davide Bianchini 

● Characters in the 

   public domain  

● Lee (aka ‘Conlaodh’)  

● Index of past issues 

● Gallery: characters 

● Imaginarium 

Issue 23  Oct 2017 

Gateway to space 

● Neil Blevins (assets  

   artist at Pixar) 

● GrahamTG 

● Arthur C. Clarke 

● Oshyan Greene 

● Gallery: Arthur C.   

   Clarke tribute 

● Imaginarium 

Issue 24  Nov 2017 

Abstracts in sci-fi 

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

● Alastair Temple 

● Gallery: ‘At the borders   

   of abstraction’ in  

   science fiction art 

● Imaginarium 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

Issue 25  Dec 2017 

Dynamic posing 

● Jaki Blue 

● Tasos Anastasiades 

● Brian Armieri 

● Sugary Ashes  

● Index of past issues 

● Gallery: World of  

   Wearable Art 

● Imaginarium 

Issue 26  January 2018 

To the skies! 

● Kevin Conran (Sky 
  Captain movie) 

● Alois Reiss 

● Airships over Venus 

● Vladimir Yaremchuk 

● Index of past issues 

● Gallery 

● Imaginarium 

Issue 28  April 2018 

Future oceans 

● Artur Rosa 

● Matt Nava (Journey) 

● Samuel de Cruz 

● Future oceans timeline 

● Index of past issues 

● Evola mini-gallery 

● Gallery 

● Imaginarium 

Issue 27  Feb/Mar 2018 

Giant monsters 

● ‘Sanskarans’ 

● Simon Beer 

● Jean-Marie Marbach 

● John Haverkamp 

● Index of past issues 

● Comic strip 

● Gallery 

● Imaginarium 

Interested in being interviewed in a future issue? Please send us 

the Web address of your gallery, and we’ll visit!   

paul@digitalartlive.com 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 
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Issue 30 June 2018 

Alternative history 

● Mike Doscher 

● Fredy Wenzel 

● Small Brown Dog 

● Index of past issues 

● Alt.history tour-guide 

● Gallery: alternate  

   histories 

● Imaginarium 

Issue 31  July/Aug 2018 

Sci-fi rocks! (music) 

● Robert McParland 

● Darius (TheBakaArts) 

● 3mmi 

● Index of past issues 

● Classic album covers 

● Gallery: Rock album  

   inspired art 

● Imaginarium 

Issue 32  Sept 2018 

Design for videogames 

● Wildfire Games 

● Neal Stephenson 

● Stefan Kraus 

● World Creator review 

● Index of past issues 

● Gallery: Game themed  

   artwork 

● Imaginarium 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

Issue 29  May 2018 

Fantasy portraits 

● Kevin McBriarty 

● Rebecca Elsey 

● Mirjam 

● Index of past issues 

● Gallery: fantasy  

   portraits 

● Imaginarium 

 

YOUR 

ART 

HERE? 

 

Issue 34 Nov 2018 

Future Interiors 

● Tarik Keskin 

● Daniel Maland 

● ‘Petipet’ (Petro  

   Apostoliuk) 

● Index of past issues 

● Gallery: Future   

   Interiors  

● Imaginarium 

Issue 35  Dec 2018 

Getting value for your art 

● Chris Hecker 

● Drew Spence 

● Gene Raz von Edler 

● Index of past issues 

● Review: Meshbox ‘H.P. 

   Lovecraft 3D’ figure 

● Gallery: To the Beach!  

● Imaginarium 

Issue 36 Jan 2019 

Megacities 

● Lorenz Ruwwe 

● Jon Hrubesh 

● James Ledger 

● Index of past issues 

● Review: Bryce 7.1  

   landscape software 

● Gallery: Megacities  

● Imaginarium 

YOUR 

ART 

HERE? 

YOUR 

ART 

HERE? 

Issue 33  Oct 2018 

Abstract characters 

● Ulrick V. Jensen 

● E. Golavanchuck 

● Lovecraft posters 

● Claudio Bergamin 

● Index of past issues 

● Gallery: Abstract  

   Characters 

● Imaginarium 

YOUR 

ART 

HERE? 

Support the magazine via Patreon!  Your Editor kindly requests your 

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

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

become my patron on Patreon, today. 

 

https://www.patreon.com/davehaden
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What it is: Bryce is the famous landscape 

software that drew many artists into digital art in 

the early 1990s. Often given away free on 

magazine cover discs, a great many people tried 

it and liked how it made complex 3D scene 

creation a lot of fun. It was also an excellent tool 

for creating science-fiction scenes that had that 

slightly retro ‘1970s paperback cover’ look — 

which in our book is a very good thing. Bryce 

has been free from the DAZ Store in recent 

years, but is now priced at a reasonable $20. 

Requirements: For the Windows version from the 

DAZ Store you need 1Gb of space to download 

the installers and content packs.  Don’t skimp on 

the Pro content pack, as it has a range of 

excellent sci-fi materials and more.  You’ll then 

need about another 2Gb for the install.  The 

serial number is found on your personal DAZ 

store homepage under ‘Serials’. 

Interface: The UI may be challenging to those 

unfamiliar with Bryce, but it’s easily learned and 

in our view it’s a masterclass in memorable 

interface design — a UI intended for creative 

artists rather than techies and math fiends. We 

found Bryce surprisingly easy to re-learn after 

some 20 years away from it — after 90 minutes 

of use the UI was very familiar again. There has 

been no marketing-led makeover of the UI in the 

intervening decades, but there are a few subtle 

improvements. 

Our basic initial frustrations were “where is the 

Content Library” (up top, behind tiny side-arrow 

icons) and “how to rotate an object” (enable the 

UI’s top Edit menu, not to be confused with the 

top-most Windows ‘Edit’ tab in the software).  

But these initial re-learning roadblocks were 

easy moved past, and we quickly realised just 

how much fun Bryce was and still is to use for 

making 3D scenes.  Scene view navigation and 

object manipulation is easier than in many other 

3D software, and more so when you know some 

shortcuts — such as that simple tap on the Tab 

key will scroll you through selection of objects. 

Features: Extremely powerful and full-featured, 

in the full uncrippled no-nags 2010 Pro version 

which we had free from DAZ some years ago.  It 

has too many features and modules to mention 

here, but does a great job of keeping the 

complexity out of sight in ‘Lab’ modules, so you 

can be creative. Bryce can also be used as a 

basic modelling tool, with boolean.  Bryce is only 

32-bit, but supports multi-core CPUs.  

Tutorial support: Yes, there’s an excellent and 

extensive range of clearly presented video 

tutorials from David Brennan, on YouTube.  A 

couple of these will have you up and running 

fairly quickly.  We found his “Include-Exclude to 

reduce render times” and “20 minute beginners 

project - simple landscape" to be very useful. 

If you really like it then old Bryce ‘how to’ books 

can be had cheap, such as the 450-page The 

Bryce 5 Handbook. 

Render times: Suprisingly quick on fairly simple 

scenes, or we wouldn’t be reviewing it again 

here. It’s no substitute for Vue on leafy scenes, 

as it can be slowed down very considerably by 

dense canopies of leaves and complex clouds — 

but your sci-fi alien planet scenes may not 

include those. There are tweaks to speed up 

render times on complex and larger scenes.   

Welcome to the second in a series of occasional ‘budget’ product 

reviews of neglected low-cost 3D content and software. In this 

short review we celebrate the 25th anniversary of the venerable 

Bryce landscape software. Like many an old ‘un, it’s still very 

capable! What’s more, Bryce Pro 7.1 is now just $20 from DAZ. 

Picture: HDRI 

sample scene 

that ships with 

Bryce. We 

strongly 

tweaked the 

lighting, to 

make a dark 

picture pale. 

We acquired 

Bryce 7.1 from 

DAZ some 

years ago, 

when it was  

first made free. 
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“… many of the 

materials and 

atmospheres are 

very well suited 

to science-fiction 

and fantasy.” 

Bryce 1.0 shipped for the 

Mac in 1994, based on 

work by Ken Musgrave — 

who had studied fractals 

under the famous Dr. 

Mandelbrot. The interface 

was by the legendary 

software artist Kai Krause.  

It was basic at first, but 

Bryce 2.0 added multiple 

lights, complex 

atmospheric effects, new 

primitives and better 

texture editing. A Windows 

version appeared in 1997.  

Bryce 3.0 added animation 

and better cameras.  It 

wasn't until 1999 that the 

Bryce most people have a 

familar memory of was 

released with Bryce 4.0.  A 

Tree Lab was introduced 

with Bryce 5.0. 

DAZ purchased Bryce in 

2004 and linked it to DAZ 

Studio — characters could 

be imported complete with  

materials inc. all their 

transparencies.  This gave 

DAZ an equivalent to rival 

Poser's ability to easily 

export a scene to Vue. 

In 2006, DAZ released 

Bryce 6.0, with support for 

new CPUs, a new ‘random 

replicate and scatter’ tool, 

advanced terrain editing, 

HDRI support and more.   

Bryce 7.0 was released in 

July 2010, with an 

Instancing Lab, advanced 

lighting and clouds, an 

updated bridge to DAZ 

Studio, and more. 

For previewing during scene building, anti-aliasing was turned off and 

we used Fast Preview Mode.  This gave perfectly acceptable 1,400 

pixel renders in a few seconds, every time we tapped the big Render 

button. One nice thing about Bryce is that the more depth haze and 

atmosphere you add to a scene, the faster it renders.  You can also 

selectively exclude Clouds or other scene elements from being overly 

focussed on in the render, meaning that renders are faster. 

Content: There is vastly less content for Bryce than for Poser and DAZ 

Studio, but it has a good range of freebies in its own formats (see 

overleaf).  Many of these are science-fiction but there are also a 

wealth of unusual terrain meshes. Look out for excellent robots, space 

colony domes / towers and steampunk items, terrain sets and more, 

while spending perusing the ShareCG and Renderosity freebies for 

Bryce. Almost all items we found were ‘commercial use permitted’. 

Working with other software:  Bryce 7.1 has a seamless ‘round trip’ 

feature which interfaces with the free DAZ Studio 3 and 4 (32-bit and 

64-bit) for working with figures. This menu item titled ‘Send to DAZ 

Studio’ in the Bryce UI. This loads up DAZ, and exports the Bryce 

model to DAZ,  It can also work the other way — you load / pose a 

figure or prop in DAZ, and in DAZ you then go: File | Send to Bryce.  

Your figure then appears on the Bryce stage. You can go through that 

loop as many times as you like, adjusting the figure in DAZ and 

having it update on the Bryce stage.  It’s simple and it works quickly, 

and since DAZ Studio can ‘see’ and load your Poser runtime content 

it’s an easy way of expanding Bryce’s content library. 

Import/Export: Import is standard and simple, supporting workhorses 

such as OBJ, FBX, Collada, 3DS,  Export of models from Bryce is often 

more problematic, despite the option of a DAZ Studio transfer.  We 

have only limited success on a test range of over thirty free sci-fi 

models (see overleaf).  However, you should have far more success 

when exporting the meshes for a wide range of terrains available for 

Bryce. Often these terrains are well suited to science fiction scenes. 

Render types: One drawback is that there are no masked PNGs as 

render output.  What it does do is provide you with the main render 

(TIF, PSD or JPG) and also renders an Object Mask, Distance Mask 

and Altitude Mask.  An hour spent making a Photoshop ‘action’ to load 

and process consistently-named renders should given you a fairly 

sophisticated masked version of your scene in Photoshop. But it’s not 

as ideal as having Bryce do that work for you, or per-object PNGs. 

Conclusion: Bryce is still useful and a lot of fun, provided you were 

quite familiar with its interface at some point in the past.  New users 

may have a steeper learning-curve.  Bryce interfaces easily with DAZ 

and Poser content.  It’s fast for simple pictures with deep 

atmospheres, and comes with content you might actually use.  Many 

of these materials and atmospheres are very well suited to science-

fiction pictures set on planets without foliage or complex clouds.  

Bryce will also appeal to more general landscape artists seeking a 

cheap way to quickly create tree-less renders for 2D overpainting. 
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The basic Preview renderer in Bryce is fast and gives an 

interesting painterly quality, suitable for 2D overpainting. 
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Picture: Our “Last Outpost of the Bryceans” demo 

picture.  An experiment with the painterly quality of 

Bryce's most basic Preview render, and then we 

overlaid bits of different colour atmosphere renders 

onto objects to colourise (e.g. sea, cliffs, sky, tower).  

Made with: Massi-San's cliff (untextured) with Ice 

material (Bryce Pro pack) | Wet Sand water | FE 

Skies - Treatys (gives nice b&w look) | City HV block, 

with lights overlayered. Basic overpainting (e.g. cave, 

tower entrance, boat and cliff waves) in Photoshop. 
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As a test we gathered a range of nice free Bryce 

models, and tried to convert them for use in other 

software.  ShareCG and Renderosity Freestuff proved 

the best hunting grounds, though you may also find 

more at maker websites via search. 

NATIVE BRYCE EXPORT: 

Bryce has a remarkably full range of export options.  

But little successes was had with exporting to .OBJ, 

.DAE Collada or .FBX from Bryce itself. The mesh 

often (but not always) processed correctly, but 

textures were always found to be messed up in terms 

of mapping. Sometimes Bryce appeared to spend 

time saving a Collada .DAE or .FBX, but no file was 

produced — only the .BMP textures. The 

transparency-mapping of tree leaves also made 

trying to export Bryce trees rather pointless and they 

are anyway rather crude in terms of their branching. 

Unless all you want is the .OBJ mesh, we suggest you 

avoid wrestling with plain Bryce exports. 

GROUPED AND UNGROUPED MODELS:  

Sometimes we found a highly desirable free model 

(‘Mechanical Bug’, seen right) which appeared to be 

export disabled in Bryce, and passing it to DAZ 

Studio caused Bryce to consistently crash. If export is 

greyed out for a models, it may not have the correct 

Attributes. Check the Attributes of each object in the 

model Group.  Make sure than none are set to 

‘neutral’.  They should all be either ‘positive’ or 

‘negative’. You can then click the ‘C’ button at the 

bottom of the object’s side-control buttons. This 

collapses or combines the Group. (If a model is 

already collapsed you will only see a ‘U’ button). 

Once you have a Grouped object, go back into the 

attributes of your collapsed model and recheck 

‘Positive’. The Export Object menu item will then be 

available.  However, even after this was done we still 

had no success in exporting this pesky cyber-insect. 

SEND TO DAZ STUDIO: 

We sometimes had more success with Bryce’s “Send 

to DAZ Studio…” function, then exporting the model 

from DAZ as a 2013 .FBX file with embedded 

textures. This Bryce/DAZ round-trip bridge function 

can be a bit tempramental.  Firstly, it assumes DAZ 

is closed, and that Bryce will open it. On the first try 

it usually says that DAZ Studio cannot be loaded, but 

a second try succeeds in passing over the model to 

DAZ.  A large model can take quite some time to be 

passed over, such as the Agrodome seen on this 

page. There is no obvious 'progress bar' in DAZ, but 

you will usually see ‘shape’ items slowly appearing 

and being listed in the DAZ Studio Scene listing.  On 

clicking “Send to DAZ Studio…” you will sometimes 

see nothing appearing on the DAZ stage, even 

though the Scene listing shows you have the model 

in DAZ Studio.  This is usually because the model has 

been placed out of the range of the camera. Don't 

bother trying to find the loaded model, just select all 

‘shapes’ and export to FBX. 

Once a model has been passed over we often had 

success in exporting to FBX from DAZ Studio. But not 

all textures made it, or mapping was screwed up.  

In the end, the only desirable free sci-fi Bryce models 

we had any success with exporting from Bryce via 

DAZ — with partial textures correctly mapped — 

were the Agrodome seen here, and a nice toony 

fantasy 'Lamp' tree.  That was from some thirty 

possibilities tried.   

However, you may have more success with the 

wealth of canyon and mountain terrains that were 

made for Bryce.  Many of these are very suitable for 

science fiction pictures, and it may be worth trying to 

use Bryce as a free content mine for such terrains.  

Bryce also has capable and fairly easy-to-use terrain 

sculpting tools, so if you may also find a way to 

produce your own new terrains and export them. 

THE RENDER-EXPORT OPTION: 

Of course, if there is anything you especially want 

from Bryce, one way to get it into your picture is to 

set it up in roughly similar lighting to your picture, 

render it, cut it out from the render, then paste it 

into the picture in Photoshop.  An easy way to green-

screen in Bryce is to set up your scene and choose 

Sky & Fog | Back Drops | Simple Black.  Then switch 

the black colour to a bright green.  After the render 

adjust colour and contrast to blend the element with 

the rest of your picture. We’ve exported a render of a 

Mechanical Bug, seen right, in that way. 

Bryce had a range of content made for it, over the years.  To what extent 

can this now be exported for use in other 3D software?  We investigate 

Bryce’s capabilities and the range of options for our readers, and discover 

that it’s not as easy as it might seem to get decent results. 

https://www.renderosity.com/mod/freestuff/?item_id=60107&AID=4737
https://www.renderosity.com/mod/freestuff/?item_id=60107&AID=4737
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Top: We could not export the free 

Mechanical Bug, despite many 

attempts, but did manage to 

produce a masked PNG in 

Photoshop, with the help of Bryce's  

object mask render. 

Bottom: The free Agrodome was 

one of the very few test models we 

were able to succesfully export from 

Bryce 7.1.  Photoreal render of the 

exported model. 

One can just about see, in the 

difference between these two 

renders, the difference between 

Bryce’s own render engine and a 

good photoreal renderer. However, 

in practice such structures will be in 

the middle-distance of a Bryce 

scene and fogged in an 

atmosphere, so photoreal quality 

becomes far less important. 

https://www.sharecg.com/v/27628/browse/5/3D-Model/mechanical-bug
https://www.renderosity.com/mod/freestuff/?item_id=60107&AID=4737
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We talk with Wisconsin’s Jon Hrubesh about wrestling 

with learning complex software, designing spaceships 

for the science fiction TV series Dark Matter, and his 

own personal art and comics projects. 

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

depth interview.  Let’s start at the beginning.  

How did you first become interested in making 

pictures? 

JH: I feel like I was budding artist at a very 

young age.  I loved to draw and colour in 

colouring books when I was young.  I 

remember understanding that ‘the sky should 

be painted all the way down to the horizon’ 

when I was in first grade.  It annoyed me to 

see other kids painting the sky as a blue line at 

the top of the image.  I remember being told 

that a drawing I had made of the cartoon 

character Charlie Brown for a contest was so 

good they didn't believe I had done it.  In high 

school I feel like I was pretty cocky about my 

art ability, since I was told many times how 

good I was at it.  I also remember having to 

negotiate the price of a character logo I had 

done for a local hockey club when I was in high 

school.  It was the first time I had to deal with 

pricing my artwork.  It was a phone 

conversation with the client and I think I asked 

for maybe $100 knowing that would be high.  
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Picture: “We Mean Business”. 

https://www.deviantart.com/jonhrubesch/


40 

 
 

We eventually settled on $40, which was more 

than I expected to get for it at the time so I was 

pretty happy.   

DAL: That sounds like a good start! 

JH: Then I pursued art ‘off and on’ throughout 

my life. But I didn't get serious about attempting 

to make money from it until I was in my 30s.  It 

was then that I decided I needed to improve as 

an artist and truly get serious about studying it.  

I knew the reality was that I didn't even come 

close to the quality needed to be a professional if 

I was really serious about making money. 

DAL: So did you train, or are you self-taught? 

JH: I did go to the University of Wisconsin Eau 

Claire, where I took a few art classes but I didn't 

graduate.  I wasn't a very good student.  My 

mind would quickly wander when I opened the 

pages of a textbook.  I only ended up taking a 

few art classes and those only focused on 

sketching in pencil and charcoal.  I never took 

any painting classes or worked in colour.  I had 

to learn those skills on my own.   

I did paint in watercolour and acrylic early on in 

the 1980s and 90s and into the early 2000s.  For 

that I learned to mix paints in a traditional way, 

but I was still very much an artist who stuck to 

pencil and ink back in those days.  I would say, 

back then, that I tended to be afraid of using 

colour in my work because I didn't really 

understand it.   

I've learned a great deal of what I know now 

from books, magazines and many hundreds of 

hours of online tutorials.  I would also say that I 

learned how to build a composition from the 

many artists who have taken the time to post 

videos on the subject.  James Gurney is one of 

those on the top of a long list of artists I have 

learned much from.   

Colour is something I learned in the same way 

as composition but I would say it was more of a 

stumbling block for me.  By studying the subject 

of colour and just ‘diving into it’ I began to 

understand how to use it better.  In fact, I would 

even go as far as to say I have begun to 

appreciate the colour I see every day in nature, 

because of that.   

DAL: Yes, I’m often amazed by the lack of visual 

acuity in the general population.  I spot things 

and see subtleties in things that other just don’t 

seem to notice. Of course, some artists take 

advantage of that to speed up their work. By 

second-guessing the bits that most people will 

notice on a five-second glance, and then only 

focussing their time on detailing those. 

JH: Yes, I see the way light plays in the mist of a 

setting sun or how much colour there is in 

shadow, and the many rules that guide these 

interactions.  If you want to truly recreate the 

world around you, study everything you look at.  

The shape, colour and reflective properties of 

objects.  It will help to give a sense of reality to 

a painting. 

DAL: Very true.  And was there someone special 

when you were young, who encouraged you into 

art in a serious way? 

JH: My parents are both very good artists.  They 

didn't continue creating art later in life, but they 

both have paintings from their past that show off 

their immense talent.  My dad turned to building 

models over the years, and he is still building 

amazingly complicated model sailing ships to this 

day.  My parents have always encouraged me to 

create artwork and to follow my passions 

whatever they led.   

My high school art teacher, Dick Milheiser, was 

also someone I remember fondly from my past.  

He encouraged me during that time — but at 

that time I was more about goofing off than 

learning. Mr. Milheiser's easy-going nature was 

something I hoped to attain for myself one day, 

and I feel that it is only now that I can say at 

age 51 that I'm am getting a little bit closer to 

reaching a similar level of calmness.... finally... 

well... at least for the majority of a day. 

DAL: Congratulations.  When did you discover 

digital?  How did that progress, as first? Were 

you straight to Photoshop and SketchUp? 

JH: My day job for the last 29 years now has 

been working at WEAU 13 News, as a part of the 

TV production staff.  I have worked camera, 

audio, graphics and the directing responsibilities 

over the years but it has always been the 

graphics end that I enjoy doing the most.   
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Picture: Page 10 of the graphic novel Quantum Foam. 
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 The TV station has had to upgrade its equipment many times over the 

years and one of those upgrades back in the early 2000s, was to bring 

Photoshop in to create the many graphics needed for the news.  I 

remember being intimidated by it at first.  The constant brick walls you 

had to break through to do the simplest things seemed never-ending. 

DAL: Yes, it’s daunting for beginners, for the first few months. 

JH: But eventually all the stumbling blocks were cleared away and making 

graphics for the news had become fun! Discovering all the extra bells and 

whistles of the program became fun to play around with too and as time 

rolled on I learned that Photoshop and its layers could be used as a way of 

creating artwork.  When I learned that, I was completely hooked.  I did my 

best to paint with a mouse at first, but was frustrated by the limitations.  

It took me a few years before I managed to pull enough money together 

to buy myself a Wacom graphics tablet but the day I did I never looked 

back.  It was digital painting all the way!  I discovered the early Imagine 

FX magazine and devoured every bit of it learning new shortcuts, styles 

and methods along the way.  I searched out digital art from the artists 

within its pages and sought to become as good as they were.   

DAL: And 3D became a part of the workflow? 

JH: Yes, SketchUp was also a program I learned about from Imagine FX 

magazine.  Just like Photoshop, though, it required a learning curve and 

for many weeks it challenged my patience.  But I could see the obvious 

potential to design complicated 3D shapes and eventually, with time, it too 

became something I could open up quickly to build basic objects, 

complicated spaceships or design a room to understand it as a three-

dimensional space.  In an attempt to take 3D a step further, into 

animation, I focused on learning Blender in 2017 — six months learning 

the basics from online tutorials, and like Photoshop and SketchUp before 

it, I banged my head against wall after wall until I managed to create a 

short animated advertisement for the "Space Movers" board game.  But I 

still have a lot to learn to truly understand the Blender program. 

DAL: Yes, it’s rather a beast. I looked at the new build recently, the one 

that’s supposed to be easier to use.  It doesn’t seem to be any less 

complex. But let’s talk about the current style you’ve developed. It’s very 

appealing and engaging.  I’m not sure what to call it.  On the one hand 

there’s the feeling of the pulp magazine cover-art of the 30s and 40s, The 

Shadow and the better science fiction titles like Astounding when it still 

had the big picture covers before it went digest and ‘literary’.  But on the 

other hand there’s also the strong design, fabulous aliens, and ‘depth in 

the scene’ of 1960s and 70s Marvel comics by the greats — Jack Kirby and 

others.  But done in painting.  Do you recognise those as influences? 

JH: I've been told that my work leans toward a 1950s or even a 80s 

science fiction style.  This makes sense, being that I'm a child of the 1970s 

and 80s.  I would say all of the artists you listed are definitely influences, 

but I would add artists such as Ralph McQuarrie, Syd Mead, Frank Frazetta 

or even more current artists like Andree Wallin, James Gurney and Simon 

Stalenhag.  These are artists I admire and strive to emulate. 

Picture: “Future City”. 

https://www.youtube.com/watch?v=HBkucgJwO_A
https://www.youtube.com/watch?v=HBkucgJwO_A
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 DAL: Right. So did you try for a particular style, 

or did it evolve itself over time? 

JH: I have never set out to create any style in 

particular.  I guess I would have to say it's just a 

manifestation of all the artwork I have seen over 

the time that I've been alive.  Many of the 

images trapped in my brain  from the early 

science fiction era have seeped into my work 

without my even trying.  I love science fiction in 

all its forms, so I would guess that many of the 

images I've seen in comic books — or on science 

fiction book covers and the many movie posters 

by the famous Drew Struzan throughout the 

1980s — had a major influence on me. 

DAL: Of your various city science-fiction 

pictures, which is your favourite? 

JH: I would have to say “Preparing for 

Flight” (seen below) would be my favourite for 

several reasons.  I put a lot of time in to the 

design of the spacecraft, in fact way more than 

Picture: “Preparing for Flight”. 
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 can be seen in the image.  I built, for no 

particular reason other than for the sheer fun of 

it, the interior of the ship as well as the exterior 

in SketchUp.  It took me about a week to build.  

Then, again, for no particular reason, I made 

short animations of it and cut them into a video. 

I don't know why.  I questioned why I was doing 

this more than a few times, as it ate up another 

week of time.  But I'm so glad I did as, I will 

explain later, it paid off for me in a big way.  

After all of that I finally built some of the docking 

platform and buildings around it in SketchUp, 

grabbed a screen capture of it and used that as 

my base to paint over in Photoshop.  

The last reason I like it is because I feel like, 

more than any of my other paintings, it captures 

a moment in time that looks almost real. I don't 

feel that my other cityscapes feel as real.  At 

least not to me anyway. 

 

https://www.youtube.com/watch?v=G7WsGq-gLVM
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Picture: “Lost”. 
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 I'm not the richest guy on the block so I would say you can't go wrong 

with SketchUp.  The free version of the program is extremely useful 

and the learning curve is pretty simple.  Blender is also free but… but… 

the learning curve is intense.  It had me banging my head into a wall 

just to do the simplest things.  I feel like I must have watched a 

thousand tutorials over the six months it took me to create the short 

Space Movers animation.  I must have said I was giving up on it every 

other day I was learning it.  Still, if you're willing to stick with it, it's a 

very powerful program.  I still want to play around with Blender for 

building or even sculpting.  It's an extremely useful free program 

capable of creating movie quality graphics.   

But I don't think I will be creating any more animations anytime soon 

though.  I had no idea just how long it would be to process a single 

second of animation, let alone one that lasted twelve.  I had to let my 

computer process some shots for two, three and even four days 24 

hours straight.  I don't think my poor computer has recovered from it.  

But if you would like to graduate to using a program that can allow 

you to add colour, texture, lighting, etc to a 3D object or environment 

you should try it out.  Just be prepared to sit through many hours of 

tutorials. 

DAL: Yes, and it’s not just the rendering for animation.  For a 

storytelling animation it’s such a time-sink, for even a few minutes of 

video — there’s the script, storyboarding, the audio soundtrack, lip-

syncing, music, titling, editing, and many other things.  One can see 

why most storytelling animators tend to work in large studios! 

But back to you. What is your current workflow on a typical picture?  

Are they carefully planned beforehand, for instance?  With thumbnails, 

sketches, 3D line art, and suchlike? 

JH: With personal work it can vary.  I always create sketches for 

commercial work or commissioned images but with personal images it 

depends on what I'm creating.  If I have an idea for a spacecraft in my 

head then I may play around with the design straight away in 

SketchUp.  But if I'm not sure of the design I'll make a few sketches 

first.  I've learned that I need to know ‘what it is I'm going to create’ 

before I start a personal image.  If I don't, then I usually flounder, 

just sketching without direction and even if I do find something to 

move forward on, I may end up abandoning it.  If I'm not excited 

about it by the midpoint, I might as well switch gears and find 

something else to work on.   

But I would say if it’s mechanical or architectural in nature I will likely 

work out the basic shape or design using SketchUp and paint over that 

in Photoshop.  If the shape is organic like a landscape or that of a 

creature or character then I'll begin by painting the shape in grey 

tones, then sketch the details on top of that while refining the shape 

as I go.  I stick to grey tones throughout most of my process.   

This way I can concentrate on the composition and values of the 

overall image before I attempt to guide a viewer’s eye with colour. 

Picture: “404”. 
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 DAL: Thanks. And you’re using Photoshop for 

your paintings.  Do you stick with an older 

version, or are you on the latest CC?  What do 

you like most about the version you use? 

JH: I use the latest Photoshop CC.  I'm not a fan 

of anything that requires monthly payments but 

here I figure it’s an investment that pays for 

itself, as long as I manage to pull in the 

occasional commission.  Because I do have the 

newest version it’s fun to receive news that they 

have added a new tool or have improved on an 
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 old one.  One of the improvements I really enjoy 

that has been added natively recently was the 

ability to control the smoothness of line-work. 

DAL: Right, yes that was previously handled by 

plugins like Lazy Nezumi Pro.  

I see that the excellence of your pictures has 

attracted larger commercial clients such as game 

companies and the makers of the Dark Matter TV 

series (three seasons, 2015-2017).  For which 

you designed the orbiting hub of the space 

elevator, and spaceships (see below).   
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JH: Dark Matter was amazing!  I had a call from 

the Art Director, Ian Brock, who asked if they 

could use a few of my paintings to fill the 

background for some of their sets.  Of course I 

said “yes”.  I was creating illustrations; book 

covers, album covers, cards for board games 

and that sort of thing, but I really wanted a shot 

at creating concept art for a TV series or movie.  

So when Ian asked if they could use some of the 

art again for Season Two, I though why not take 

the chance and ask if he would allow me to do 

some of the concept art for the show.  In the 

email I sent him I attached the video I had made 

of the Mars Runner spacecraft I built in 3D for 

the “Preparing for Flight” image.  To my 

amazement his reply was that he actually had 

some work that he would send my way!   

DAL: Cool, so that personal work paid off!  Nice. 

JH: Making that video, I thought was a waste of 

my time, but yes it paid off!  I was “in TV”!  I 

was leaping for joy.  This was my dream.  I was 

going to be designing spaceships for a science 

fiction TV show.  Then, of course… the reality of 

the situation began to sink in.  I was going to 

have to work fast and design spaceships that fit 

the requirements given to me.  It was intense 

and I worked faster and harder than for anything 

I had done before.   

The ship Ian asked me to create first was the 

Seer Freighter Ship.  I handed over several 

designs so quickly Ian was taken by surprise.  

Maybe I was just a little bit too eager.  From 

those sketches I was directed to focus on one of 

them to which Ian gave me further detailed 

instructions to guide me.  I worked up a 3D 

model from that instruction and created a 

blueprint sheet that had all of separate views 

showing the gun placements, crane arms and 

escape pod hatches that were requested in the 

design.  After a few days I was informed that I 

would need to go back to the drawing board.  

The company tasked to build the final 3D version 

of the spaceship said the open cargo design 

would be difficult for them to deal with, so I had 

to redesign it.  I remember working on the 

redesign all night.  I drank  so much coffee I was 

dizzy walking to bed in the morning.  But the 

relief of having finished the rebuild was worth it.  

I slept well and was happy to hear the new 

redesign was accepted.  Ultimately I designed 

three spaceships for this TV series.  The Seer 

Freighter, the Reynaud Interstellar Battleship 

and the Ishida Cruiser.  The Dwarf Star Space 

Elevator and EOS 7 Space Station I designed 

weren't used, in the end.   

But if you look closely in the final episode of 

season two the EOS-7 logo placed around on the 

sets uses my design for the silhouette.  So a 

change of heart must have come later in 

production. 

DAL: Great. And more recently you’ve done book 

and album covers? 

JH: Yes, the book and album covers pose 

different challenges.  If you're creating artwork 

for an Art Director for a board game or even 

concept art for a TV show, they will give you a 

list of requirements, some photo references, and 

maybe even some simple sketches that help 

point you in the right direction.  With album 

covers and book covers I'm usually emailing 

back and forth with the writer or song writer or 

maybe their manager.  They generally don't give 

you the kind of information that an art director 

will.  I found that album covers are pretty open 

ended.  Sometimes I'm given something to go 

on, but often I'm asked to listen to the music 

and create something from my imagination.  It's 

scary not to have any direction — but once you 

get over the fear of it you realize you can do 

whatever you want!  Still, the whole reason a 

client is asking me to do the image is because 

they want something similar to the kind of 

science fiction and fantasy images I have already 

done.  So, in the case of a musician, I will listen 

to the music many times and come up with a few 

sketches for them to choose from.  Usually the 

artwork is needed quickly, so I have to work 

pretty fast to get them a final cover image in 

just a couple of days.   

Book covers are very different, in that the writer 

has very specific ideas of what they want and 

generally will give me a month and sometimes 

more to finish.  Having the extra time is great 

because I'm usually tasked with reading many 

pages of information about the author's 

characters and settings to get the details correct.  
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“I found that album covers 

are pretty open ended.  

Sometimes I'm given 

something to go on, but 

often I'm asked to listen to 

the music and create 

something from my 

imagination.  It's scary not 

to have any direction — 

but once you get over the 

fear of it you realize you 

can do whatever you 

want!” […] Book covers are 

very different, in that the 

writer has very specific 

ideas of what they want 

and generally will give me 

a month and sometimes 

more to finish.” 

Pictures: “Prime: the 

Summons”, a book cover for 

a novel by Maeve Sleibhin; 

cover for an E.P. record by 

Just A Gent; Space Odyssey 

album cover. 
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Picture: “Martian megacity”. 
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“I was leaping for joy. This was my dream. I was going to be designing 

spaceships for a science fiction TV show. Then, of course… the reality of the 

situation began to sink in. I was going to have to work fast and design 

spaceships that fit the requirements given to me. It was intense and I worked 

faster and harder than for anything I had done before.” 
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Working on the book cover for Prime: The 

Summons for Maeve Sleibhin was one that took 

a lot of time.  There were many details to get 

correct for that particular book cover.  I knew 

that it was going to be challenging and it was, 

but with many emails back and forth we 

eventually managed to create a cover the author 

was happy with.  My goal, at least my hope, is to 

either meet or exceed my client's expectations. 

DAL: And a while ago you also piloted your own 

graphic novel, Quantum Foam.  Which was very 

well presented and engaging.  Readers can see 

pages from it at this Web link. What are your 

plans for that? 

JH: I'm so glad you like it!  It's something I 

would love to complete, but the time 

commitment is pretty intimidating.  My 

characters were about to find themselves face to 

face with the alien, or more like android/alien, 

running the spaceship that consumes my main 

character's home.  But the design for the 

android/alien I was creating was a dead ringer 

for the design of the alien used in the Netflix 

version of Lost in Space!  I couldn't believe the 

co-incidence!  It was as if someone had seen my 

design.  Though I know they hadn't.  I had never 

shown it anywhere.  But that's the way it goes.  

It just means I need to rethink that design 

again.   

Still, I would like to layout more of the story arc 

before I continue.  It’s a time-travel story at its 

heart, but it really becomes more of a story of 

survival while travelling across the depths of 

space using wormhole bridges. I would like to 

have things happen early that have cool payoffs 

later on.  I have the basic plot planned out for 

the Quantum Foam story; how it should start 

and how to wrap it all up along with the 

situations, explanations and so forth that need 

to happen during the journey.  But I would like 

to have more of the details figured out before 

marching forward with the finished pages.   

I thought about contacting Images Comics when 

I had a few finished chapters under my belt, but 

if you're going to be serious about something 

like this in episodic form then you need to 

commit to kicking out a comic book on a regular 

timetable or your readers are likely going to 

forget about you.  So… for something like my 

story, which I have come to realize as a kind of 

science fiction Lord of the Rings, I would need to 

have many comics books finished before I could 

start to make them available. 

DAL: Yes, of course the economics of it have a 

changed a bit since then.  Since Nov 2017 we 

have cheap 10” Amazon Fire tablets (other 

brands are available) which good quality colour 

screens at a size suited to graphic novels, all 

connected to Amazon’s Kindle and similar online 

stores.  So graphic novels have potentially far 

more ‘reach’ in terms of the various ‘pocket 

money’ audiences, and Amazon is also fairly 

generous on royalties — even after a possible 

download surcharge for a book of 80Mb or more. 

I mean, whereas a $25 print edition of a graphic 

novel might have once been beyond a 14 year 

old in the wilds of Wisconsin, a $4 Kindle 

download of the ebook edition would not be.  For 

instance, I have Brian Haberlin’s Anomaly on my 

10” Kindle, a fabulous science-fiction graphic 

novel made with the Poser software.  I got it for 

my Kindle for a few dollars via the Kindle store 

(it’s not on the Amazon book store), whereas I 

would never have paid $50 for it in print, still 

less have got such a slab through the letterbox.  

Which might be encouraging, in terms of 

spurring an artist to self-publish such work in 

graphic novel form.  Plus, science-fiction graphic 

novels are hot right now [interested readers 

should see our feature on the best recent books, 

in the last issue of Digital Art Live magazine]. 

JH: Thanks. Yes, money plays a big part in 

guiding my decision making.  That's actually one 

of the reasons I often talk myself down from 

moving forward again with the Quantum Foam 

graphic novel.   

In the early 2000s I wrote an epic fantasy novel 

titled The Wizards of Pangea that cost me five 

years of my life and over a thousand dollars to 

have professionally copy edited.  I then got 

swindled by an online agency, and became 

soured by the entire experience.  It's made me 

think twice whenever I work on something as 

time intensive as a graphic novel, or even the 

idea of writing another book for that matter.   

DAL: Wow, five years is a lot to lose hold of. 

https://www.deviantart.com/jonhrubesch/art/Quantum-Foam-GRAPHIC-%20NOVEL-PAGES-1-10-676524198
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Pictures: “Star City”; Beach House”; “Alien Invasion”. 



58 

 JH: Having the occasional art commission to help 

pay the bills here and now or work full-out on a 

project that may or, more likely, may not pay 

you anything many years down the road, is an 

easy decision to make when money is the 

deciding factor.  A graphic novel is generally 

going to be a passion project for an artist when 

they are working alone. 

DAL: True, it’s a pity there’s no accepted and 

widely recognised ‘halfway house’ between 

episodic 32-page pamphlet style comic books 

and the 128+ page chunky graphic novels we 

now expect in the English-speaking world.  

Though in continental Europe it seems that the 

“BD” comics albums are often around 64 pages, 

though I don’t see many of them so I could be 

wrong on that.  There’s also the venerable but 

niche Commando comics format in the UK, which 

are a nice ‘halfway house’ format at 64 pages of 

art and story in pocket-book size, and the 

publishers of that seem to be planning a 

relaunch of their old Starblazer sci-fi equivalent 

title soon in the same format. 

But talking of the wilds of Wisconsin, as I did a 

few moments ago… that U.S. state is where 

you’re based. What’s it like there?  Are you in a 

city or in the rural upland parts? What’s the view 

from your home studio like? 

JH: I'm actually a homeowner surrounded by 

neighbours. In fact I live within walking distance 

from my job, in Eau Claire, Wisconsin.  The 

distance works out well for me, as when we have 

more than three inches of snowfall my car will sit 

and spin at the end of the driveway.  The snow-

plow usually won't show up to push away the 

snow on my road until the next morning. So I 

end up hoofing it in to work on those days.   

DAL: Right, yes… outside America we tend to 

forget that America isn’t all sunshine all the 

time! 

JH: Shovelling snow is a pain in the winter, so 

summer is always a season I look forward to.  If 

it wasn't for the months of December, January, 

February and March this part of the world 

wouldn't be that bad.  Ha ha! 

DAL: Yes, it’s the same here in the UK.  But 

that’s often useful — hunker down and work! 

JH: It was a bit of a warmer winter this year, 

which has made it more bearable — but I'm 

always prepared for the worst.  My studio is a 

room I designed myself in the basement.  The 

main stud walls were there, but I designed all 

the built-in shelving and a cork-board nook.  I 

also refurbished an art-table that my aunt gave 

me years ago and I designed and built the desk 

that wraps around the wall.  The office desk was 

something I grabbed from the dumpster years 

ago when the TV station I work at was tossing 

them out.  I love my office, but in the winter my 

feet get pretty cold.  Even wearing slippers and 

wrapping a blanket around my legs isn't enough 

to stop my legs from feeling frozen at the end of 

a few hours sitting at my desk.   

DAL: Yes, foil ‘survival’ blankets are best, so I 

hear.  They’ve saved many a starving artist in a 

cold winter-time. 

JH: Then when summer comes the last place I 

want to be is in my windowless office in the 

basement.  Still it is a space that has served me 

well over the years. 

DAL: Cool.  Or not, without an air conditioner! 

Anyways… what are you working on at present?  

Or, alternatively, what new themes do you see 

emerging in your work that you would like to 

explore more? 

JH: This is something I wrestle with a lot.  What 

to do next.  I think it’s because I want to do so 

many different things that it's difficult to choose 

just one and stick with it.   

DAL: Yes, people talk about the distraction of 

having many choices within the making of a 3D 

work.  But there’s also a similar range of 

distraction in the many choices of tools and their 

possibilities. 

JH: When I started painting digitally, and even 

“it's nice knowing that I can 

easily create an image from 

one of my stories, as there 

are endless images I can 

pluck from them.” 
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 before that in watercolour and acrylic, I created 

images that captured a moment from a story I 

had envisioned.  Many of my early artworks 

depict images from The Wizards of Pangea 

fantasy story or another epic science fiction 

story I had attempted to create that still has no 

title to this day.  Now it’s the Quantum Foam 

story.  Sometimes I will just paint something 

without it being tied to one of my stories.  It's 

nice to not have to be bound to anything, but it's 

also nice knowing that I can easily create an 

image from one of my stories as there are 

endless images I can pluck from them.  So I 

guess, if my history is any indication, I will likely 

continue to swing back and forth between 

painting science fiction and fantasy images, as I 

always have.   

Lately though, other than creating a few 

commissions now and again, I have stepped 

away to focus on getting healthy.  I'm getting 

old now, so my body isn't letting me get away 

with treating it as poorly as I have over the 

years anymore.  I exercise and run regularly 

every day now.  In fact I've lost 40 lbs in 

weight.  In the process and feel young again!  

So you're actually catching me at a point where 

I'm beginning to get the itch for painting some 

personal images again. 

DAL: Right. Great. And you mentioned you have 

a busy day job as a live TV news editor?  What 

are your three best tips on how to wrangle time 

to maximise the creative ‘you time’ for painting 

with Photoshop? 

JH: I actually direct newscasts and help with the 

various production tasks and those required to 

get the news content on the Web. So, yes, it can 

be tricky when one of my freelance clients wants 

something done quickly.  So I would say, in 

terms of advice.... 

● 1. Don't be afraid to sketch with a pen or 

pencil.  I'll use Post-it notes at work to make 

quick sketches for ideas all the time.  You don't 

need a lot of detail in the early stages, so just 

keep it simple.  These are just for your own 

inspiration you don't need to show these to 

anyone else.  The sketches I then make for a 

client are often spawned from those early 

scribbles. 

● 2. Use your time wisely.  If I'm doing work for 

a client I will focus on sketching ideas or 

searching for reference images while I'm 

awaiting a response from them.  I do my best to 

plan out what I can do to move forward on a 

piece of artwork, as I keep my client informed 

with how the image is coming along.  If I'm 

working on something as complicated as the 

Prime: The Summons book cover then I tend to 

keep in contact with the author with constant 

progress updates.  So when I'm home I set 

goals for myself to reach.  I will wait to 

correspond with a client during my down-time at 

work so I can maximize the time I have at home 

to make progress on the artwork itself. 

● 3. Plan out the entire time that you will have 

to work on a project.  If the image needs to be 

done quickly, then be realistic with your client.  

Let them know if you can't finish within the 

timetable they require.  And, if possible, always 

give yourself more time than you need.  That 

way if you do finish before you said you would 

your client will be happy. 

DAL: Great, thanks. Finally, what would be your 

‘dream project’ in terms of paid work? 

JH: It would be to create concepts for a big 

budget film.  I would love to get the chance to 

help design a creature or vehicle for one of the 

many superhero movies coming out.  Maybe 

even to be asked to sketch a storyboard for a 

movie.  I've always wanted to be a movie 

director. So for me, I figure, that would be the 

closest way to fulfil that dream. 

DAL: Super, OK… let’s hope that might happen.  

Well, you’re a busy man with a full-time job and 

we appreciate we’re eating into your weekend 

here, so we’ll leave it there.  Jon, thanks very 

much for this in-depth interview, and we wish 

you all the best for your art. 

JH: Thanks so much for the interview.  I really 

enjoyed it.  I don't talk that much about the 

details of my freelance work with others all that 

much, so it was nice to get the chance to let 

others know what that part of my life is like. 

Jon Hrubesch is online at: 

www.deviantart.com/jonhrubesch/ 

https://www.deviantart.com/jonhrubesch/
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Here we take a peek inside the studio of Jon Hrubesh, whose interview you have 

just read.  Jon designed all the built-in shelving and the cork-board nook.  He 

also refurbished an art-table donated by his aunt, and designed and built the 

desk that wraps around the wall. His office desk was salvaged from the TV 

studio where he works.  Main picture: we can spot both a Doctor Who TARDIS 

and a Star Trek Enterprise on the upper shelf, above the nicely lit and positioned 

cork-board nook, and wireless headphones are neatly stowed on a shelf within 

arm’s length. We like the general colour scheme of pale greens with amber 

wood, which must surely make a basement studio more pleasant.  The white tile 

ceiling also helps boost the ambient light.  Inset picture: here we see the lovely-

sized professional art board in the corner but with strong lighting behind the 

eyeline, and storage easily to hand for flat drawings and paintings and paper. 

Again, there’s also a cork-board inset above the drawing board, and we suspect 

that the device on the left of the art board may be a paper and card trimmer.   
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Digital Art Live interviews James Ledger about how 

Photoshop and how he benefits from adding the 

Lasso tool alongside the Photoshop brushes, and 

what he has learned from making his new artbook 

showcasing his far-future worldbuilding. 

DAL: James, welcome to the Digital Art Live 

magazine interview. We're very pleased to have 

you here, and thank you for your valuable time.  

We appreciate that you’re a busy freelancer. 

JL: Thanks for having me, David. I hope all is 

going well with the magazine. 

DAL: How did you become interested in making 

pictures in a serious way, back in the day? 

JL: It all started about 10 years ago, when I 

wanted to edit photographs of friends and 

upload them to social media.  A friend 

introduced me to the Photoshop Elements 

software, and then explained that I could also 

use this software to draw, digitally. I hadn't 

drawn anything much since school, but I quickly 

realised that this new software was my 
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opportunity to do something I had actually 

wanted to do since I was young, which was to 

invent my own sci-fi worlds.  It was from that 

moment onward that I discovered the role of 

the concept artist, and how to go about 

pursuing a genuine freelance career. 

DAL: Right. Did you then train or are you self-

taught? 

JL: I'm completely self-taught.  I used how-to 

books and watched endless free YouTube 

tutorials. I then practiced and practiced, around 

the clock! My progress was often slow, and 

incredibly frustrating. 

DAL: Yes, Photoshop can take a while to learn, 

and I imagine that even the cut-down 

Photoshop Elements can also be daunting. 

Picture: “Customs 

Checkpoint” (detail). 

https://www.deviantart.com/jamesledgerconcepts/
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What were the biggest hurdles you had to 

overcome when you first set out to make art, 

other than learning Photoshop? 

JL: The fundamentals.  There weren't many 

helpful online videos which taught the very 

basics, and without a tutor to ask, I often ended 

up discarding images which ‘looked ok’ as line 

drawings, but looked awful as soon as I tried to 

add lighting or colour to them.  I just didn't ‘get 

it’. I couldn't create convincing forms or add 

mood to a picture.  I had to go back to basics 

with drawing simple boxes and spheres, and 

then gradually get to grips with how a light 

source affects each surface and casts shadows, 

etc, etc. 

DAL: What is your ‘most favourite’ thing about 

Photoshop?  And your ‘least favourite’ thing, in 

the version that you use today? 

JL: The current version of Photoshop serves me 

well.  My favourite thing would be the Lasso 

tools and the Pen tool, as they're so useful for 

creating hard-edged shapes in seconds.  I know 

they've been around for ages now, but without 

them I'd probably struggle with brushes alone.   

DAL: Yes, ‘Lasso and fill’ is often overlooked by 

those who focus purely on the brushes to do 

everything. 

JL: My least favourite thing about Photoshop 

would probably be that it often refuses to close, 

and holds me up when I'm in a hurry to shut 

down the computer. 

DAL: Have you found any useful shortcuts, 

workarounds or plugins for an artist doing 2D 

painting in Photoshop? 

JL: I use as many keyboard shortcuts as I can, 

as it seriously speeds up the process.  With 

regard to workarounds, I don't think I've 

developed any at all (yet), and I've never used 

plugins.   

DAL: Wow, ah… you’re missing a lot there. 

Picture: “Mei Industries 1”. 
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 Although it depends what you need.  The latest 

Photoshop now includes a whole lot of things 

that used to be done with plugins, but there are 

still some rather useful ones. I wouldn’t be 

without: Primatte for extracting cut-outs, and 

DCE Tools for its Perspective Correction.  One 

can probably do the same now with the latest 

Photoshop, but I find these quick and easy. 

Pixeology Artistic Halftone is good for turning a 

shadows render into stipple, and AlphaPlugins’ 

Engraver III does the same for engraving and 

halftone dots. Redfield’s Sketchmaster plugin is 

nice, but is mis-titled — more painterly than fine  

pencil sketch.  Lazy Nezumi Pro is also useful for 

line stabilisation, if doing line-art by hand or 

touching up a Poser render made with Comic 

Book Preview b&w inks, though I hear that the 

latest Photoshop stabilises natively.  

One can also use a combination of Alien Skin Eye 

Candy and Digital Film Tools for quickly making 

flat colour areas glow and emit light-rays… 

1. Apply a flat colour to your 3D model where 

you want the neon and light spillover. In the 

render select a flat colour with Photoshop’s 

colour selector. 2. Apply Alien Skin Eye Candy: 

Backlight to the selection.  3. Backlight will 

render diffuse light rays into its own new layer. 

Reduce the effect slightly via the transparency 

slider. 4. Switch to the original render layer in 

Photoshop. Apply Digital Film Tools 55mm: 

Relight (twice) for light-spill around the emitters. 

Digital Film Tools 55mm is now called something 

else, Tiffen DXF, and is a lot more expensive at 

$150. So... I admit it can be expensive to add 

plugins, but they usual have free trials so you 

can see if you’d actually find them useful. 

JL: Thanks. I'm not very good a keeping up with 

new advances, as I find I end up being too 

distracted and overwhelmed. 

DAL: Do 3D models and renderings play a part in 

your workflow? 
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JL: Not at all. For some reason, I've stayed away 

from 3D software.  I think it's because I feel I 

need to be able to do as much as possible 

without relying on too much technology.  I 

tinkered with a couple of the 3D packages, but 

felt I would end up spending too much time 

rendering, instead of drawing. 

DAL: Yes, that’s always the risk. Though when 

one only needs a base layer for partial 

overpainting, one can do a lot with very quick 

Preview renders.  Poser’s Sketch can also be 

tamed and made both painterly and far faster, 

able to pop out a 3800px nicely painted render 

in about a minute.  Bryce’s Preview render can 

also be both quick and painterly — we have a 

review in this issue that demonstrates that.  The 

advantage of using both Poser and Bryce for 

such underpainting is also that one gets access 

to the vast range of the content that’s been 

produced for Poser/DAZ over the years. 

JL: Thanks. Of course, 3D is now playing a big 

part in design, so it may be that I will have to 

adopt it at some point, especially if I wish to 

continue working on video games, etc.  

DAL: What was your first "breakthrough" 

picture, the one that got you a lot of attention 

and made you think... "yup, this could work...!"? 

JL: That would have to be “Checkpoint”, the 

splash image you suggested we use to open this 

interview in Digital Art Live.  On DeviantArt, that 

picture was my first Daily Deviation, and it was 

the first image I was happy with.  It took me 

months, because I was still learning.  I couldn't 

'sketch' very well at that point, but instead 

decided to use the Lasso tools in Photoshop for 

most of the work.  I realised that I would have 

to find a much faster way to create art in future, 

as the process I was using then was far too slow.  

But, I learned a lot about composition and 

lighting during that project. 

DAL: What key visions of the future are hoping 

to evoke for the viewer of your work? 

JL: For my personal work, I hope to evoke a 

feeling of dystopia, a kind of cyberpunk 

environment but taking the form of a brutal 

authoritarian society.  In that way, I'd like the 

viewer to be 'warned' about what could come to 

pass in the future — a bit like Orwell’s novel 

1984, or Brave New World.  Yes, there'll be 

advanced technology in that version of the 

future, but will it be used to bring about a 

utopia, or will it be used as a means of control? 

DAL: And now you have a superb gallery of such 

pictures, and a good deal of paying client work 

under your belt.  Including videogames.  Which 

Pictures: “Abandoned Cave City”; and “Control Room”. 



67 

 are your favourite three pieces of concept 

illustration work? 

JL: Thanks.  I think my favourite three pieces 

would be: “Abandoned Cave City”; “Hill Base”; 

and “Control Room”. 

DAL: Great, we’ll see if we can show a couple of 

those below the interview text. Now, I hear that 

you have your first artbook forthcoming, 

Worldview, with extensive design and layout 

work being done on it.  What have you learned, 

so far, about book production?  Or if there's too 

much to tell, what three main things? 

JL: I've learned that there's a lot more work 

involved than I thought.  To begin with, I 

thought I could create work more randomly, and 

then find a way or theme to tie them all 

together.  However, this wasn't working for me, 

not as well as I'd have liked.  

So instead I had to create pages of images that 

were more ‘linked’ together, i.e. the images used 

the same colour palette and the contents were 

more closely united in theme, so that they made 

more sense.  Also, the text had to reflect the 

imagery, which was something else I had to 

think more about than I had initially thought. 

DAL: Yes, it can sometimes be better to use the 

“Marvel method” where there the art and page 

layouts are made to a basic broad synopsis, then 

the writer writes the story around what the art 

actually shows.  I recently found out that the 

latest Mad Max movie was made that way — 

storyboards first, to a synopsis and scene 

outline, then add the detailed story afterwards. 

And the release date for your book is still set for 

February 2019?  And still at 100 pages? 

JL: My initial release date was actually December 

2018, but as time went on I realised that it was 

going to take a lot longer than I'd planned.  In 

reality, I now think a release date will be closer 

to mid 2019.   

I also originally intended doing 200 pages, but 

the amount of art involved was far too great for 

that.  100 pages is more realistic for sure.  But, I 

didn't take into account the amount of time I'd 

need to work for clients alongside the project, as 

well as unforeseen eventualities such as getting 

flu, etc. It's been a steep learning curve. 

DAL: Right. And can you give our readers a 

taster for the central concept or world-building 

or perhaps even a story that the book has? 

JL: Yes, I intend to create four ‘encyclopaedias’, 

all of which will set the 'Worldview' environment.  

No initial story at this point, just an overview of 

current world.   
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Sample book layout. 
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Images from the forthcoming  

100-page artbook from James. 

Details of the book are online 

here and layout page previews 

are being posted on DeviantArt. 

https://www.patreon.com/jamesledgerconceptart
https://www.patreon.com/jamesledgerconceptart
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Pictures: Divine Ascension CD 

album art and booklet pages. 

Opposite: “Mission Mars”. 
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 The scenario is set about two thousand years in 

the future, here on Earth.  During the 21st 

Century, economic crises and unrest led to the 

global masses revolting against the 

establishment.  As a result, the establishment 

decided to nuke the planet, vowing to never 

allow the common man to claim the planet.  A 

few people survived, and managed to create a 

new civilisation.  

But that civilisation also ended.  Now, today, an 

even newer civilisation exists, but it can survive 

only under an even more ruthless dictatorship. 

Those still alive will at some point begin to ask 

questions about the real history of the past 

civilisations — which would reveal a never-

ending pattern of dictatorships and revolts, all 

entwined with incompatible belief systems and 

dividing worldviews. 

Once the four ‘encyclopaedias’ are complete, I 

intend to create story-books, based on the 

worldview of the future writers.  At this point in 

time, I'm envisioning the same image-heavy 

format, but with more text.  Naturally, there will 

be more characters too. 

DAL: Great, thanks.  And I'd imagine you'll be 

mailing a few copies to potential clients, being a 

working freelancer.  What were your favourite 

paying client gigs of the last few years? 

JL: Yes, I'll need to send a good number of print 

copies of the book out, that's for sure.  I've had 

a number of good gigs, so no particular 

‘favourites’ there. 

DAL: You're based here in the UK, in the old port 

city of Bristol.  What's the view from the studio 

window like?  Looking at some of your industrial 

sci-fi work I'm thinking... “a studio with a view 

of the docks”? 

JL: Ha ha, I would like that! I actually do all my 

work from home, and the view is not scenic.  I 

am thinking of getting an iPad, so I can draw ‘on 

the go’, though.  Eventually, I want to buy a 

house in Cornwall, overlooking the sea, but I'll 

need to sell a few copies of my book first… or 

maybe a few hundred thousand!!! 

DAL: Excellent. We should tell the unfamiliar 

reader that Cornwall is a beautiful and isolated 

part of the British Isles, a long thin spur running 

out into the sea, with a good climate (by UK 

standards) due to the Gulf Stream and lots of 

scenic coastline.  But back to Bristol… the 

creative industries are booming in the UK.  How 

healthy would you say the Bristol end of that is, 

these days?  Do you find you pick up local work, 

or is it all international? 

JL: Yes, there is lot going on in Bristol.  

Pictures: “Sao Paolo”; “Police Cam Boy 09”. 
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 However, there's not much in the way of gaming 

studios or the kinds of studios that would use my 

kind of art.  So, virtually all the jobs I've done 

are for international clients, primarily in the USA. 

DAL: Right. What science fiction do you enjoy 

when not working on pictures? 

JL: I watch a lot of science fiction, from all sub-

genres.  I particularly liked Oblivion with Tom 

Cruise, a big-budget serious sci-fi movie that 

was released a few years ago.  And, naturally, I 

liked Blade Runner 2049.  Other favourites 

include the Alien movies, and books such as 

1984 (Orwell) and Brave New World (Huxley). 

DAL: And which science fiction artists do you 

admire and/or follow? 

JL: Loads and loads. Contemporary legends 

would include Sparth (Nicolas Bouvier), Feng 

Zhu, Scott Robertson, Ryan Church, etc. More 

‘historical’ legends would include James Gurney, 

Frank Frazetta, Giger, Ralph McQuarrie, Jim 

Burns, Syd Mead, etc.  

DAL: What aspects of your artwork would you 

like to improve on next?  Or what new software 

or major creative skill would you like to learn? 

JL: I want to improve my imagination, and be 

able to think up more ‘unusual’ designs.  I'm not 

keen on becoming too generic and predictable.  

For this reason, I'm looking at a lot more art 

from the past, when it was more ‘fantastic’, and 

less concerned with being too ‘realistic’.  Oh, and 

I definitely have to spend more time on 

characters, so I'll be studying human anatomy 

over the next few months. 

DAL: I see. And I see one page in your new 

book, shown in DeviantArt as a WIP, that might 

suggest that comics storytelling might be on the 

horizon for you?  Could that be possible in the 

future?   

JL: It's possible, but not for certain.  I'll have to 

see where all this takes me. 

DAL: OK, well… we appreciate you're rushing to 

get your book out, and are also a jobbing 

freelancer, so we'll leave it there.  Thanks so 

much for the interview, and we wish you well for 

the future. 

JL: Thanks again.  I wish you all the best for 

your Digital Art Live magazine, and I really 

appreciate your time spent on interviewing me. 

 

James Ledger is online at:  

https://www.deviantart.com/

jamesledgerconcepts/ 

https://www.deviantart.com/jamesledgerconcepts/
https://www.deviantart.com/jamesledgerconcepts/


74 

 
 

This month’s Digital Art Live gallery celebrates the more beautiful 

aspects of the megacity: its artistically rain-slicked and neon-buzzing 

streets; vibrant architecture and parks; the personal pleasures of 

strolling, motorcycling, and even flying; or waking to a view over a 

great city. 

Picture: “Jorksel” by ‘Bear1037’, Nicholas in the Ukraine. 

https://www.deviantart.com/bear1037/
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Pictures: “Futuristic Train” by Hideyoshi of Germany, interviewed in this issue; “Lovers on the Roof” by Lizarkeo 

of Brazil, in DAZ Studio; “Addicted” by ‘TheBakaArts’, Darius in Germany, interviewed in Digital Art Live #31. 

https://www.deviantart.com/lizarkeo
https://www.deviantart.com/thebakaarts
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 Pictures, from top: 

“Blade Runner 

inspired” by 

Umbatman of the 

UK; “Bus Station” 

and “Lomese” by 

‘Bear1037’, Nicholas 

in the Ukraine. 

Right: “Hazard” by 

‘TheBakaArts’, 

Darius in Germany, 

who was 

interviewed back in 

Digital Art Live #31. 

https://www.deviantart.com/umbatman
https://www.deviantart.com/bear1037/
https://www.deviantart.com/thebakaarts


79 

 



80 

 
 

Pictures, from top left: “Light Mansion”; “The Wall”; “The Dome”; and “Breeding Grounds”. All by Hideyoshi of 

Germany, interviewed in this issue. 
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Pictures, opposite page: “Architecture sketch” by Min-Nguen; “Foyer Entrance” by ‘Nomad28’, 

Daniel of the UK.  This page: “Well City: Fountain Plaza” and “Well City: the Red Alley” by 

‘Marv6617’, Marc-Alexandre of France. 

https://www.deviantart.com/min-nguen
https://www.deviantart.com/nomad28
https://www.deviantart.com/marv6617
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Pictures, opposite page: “Home in Crystal City” and “Severity Exterior” 

by ‘Nomad28’, Daniel of the UK. This page: “Benlon” by ‘Bear1037’, 

Nicholas in the Ukraine. 

https://www.deviantart.com/nomad28
https://www.deviantart.com/bear1037/
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Pictures, opposite page: 

“Illeffa” by ‘Bear1037’, 

Nicholas in the Ukraine; 

“Well City: Entrance” by 

‘Marv6617’, Marc-

Alexandre of France; 

"Paint practice #18" by 

‘QwertyDesign’, Mike in 

the UK. This page: “Well 

City: A Morning Stroll” 

by ‘Marv6617’, Marc-

Alexandre of France; 

“Auto-Parking Concept” 

by Min-Nguen. 

https://www.deviantart.com/bear1037/
https://www.deviantart.com/marv6617
https://www.deviantart.com/qwertydesign
https://www.deviantart.com/marv6617
https://www.deviantart.com/min-nguen
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Picture: “Room With A View” by ‘Tigaer’, Christian Hecker of Germany.  Vue and Photoshop. 

https://www.deviantart.com/tigaer
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Our pick of the most inspirational art and sci-fi.  Make your imagination LIVE! 

VIRTUAL TIME TRAVEL: the ‘Assassin’s Creed Discovery Tour’ 
The best-selling Assassin’s Creed Origins 

videogame is set in the Ancient Egypt of 

Ptolemy, and since spring 2018 it has a 

special official “Tour mode” — a way of 

experiencing ‘virtual time travel’ without the 

user needing to wrestle with acquiring and 

installing third-party ‘no-combat’ mods.   

This purely educational special version 

simply lets you walk around the living 

megacities of Ancient Egypt or take guided 

tours of the fully 3D world. Assassin’s 

Creed: Origins Discovery Tour is currently 

on Steam at £12.50 and Ubisoft’s own UPlay 

service. Although if you’re an infrequent 

gamer and not signed up to either, it’s 

probably less hassle to get an unlock code 

for the full game via Amazon at £16.50 and 

download it from the main servers. That will 

also give you the option of also trying the 

game itself.  The drawback is that the Tour 

needs 42Gb of your hard-drive, and a good 

graphics card.  So... figure on needing an 

empty 100Gb for a full download + install!  

The Discovery Tour version for the new 

follow-on game, Assassin’s Creed: Odyssey 

(set in Ancient Greece), is coming soon. 
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Thanks to Ubisoft for the HD screenshot. 
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Graphic novel: Creature Tech  

Doug TenNapel's Creature Tech graphic 

novel was published in black & white in 

2003, but January 2019 finds it newly 

available in a new full colour edition.  Also 

on the Kindle as an ebook. The new edition 

weighs in at a chunky 224 pages, and while 

not cheap the ebook price is reasonable. 

The tale is a weird and wacky science-

fiction romp across America, as hillbillies 

chase giant space-eels and plot twist and 

after plot twist draws you into the sci-fi 

weirdness along with the characters.  

Humour in science-fiction is all to rare, and 

even more rarely is it done right. This 

makes Creature Tech all the more unique.  

Ain't It Cool News comic book editor 

‘Moriarty’ favorably compared the story to 

The Iron Giant and Toy Story 2, and it has 

been optioned as a movie by 20th Century 

Fox. A fine choice for the young and young-

at-heart, and its old-school values will also 

appeal to many. 

Artbook: Fantasy World-Building 

Mark A. Nelson steps young artists through the 

basic considerations of how to design a world, 

and the creatures in it. The 144-page book is 

beautifully laid out by publisher Dover, and 

there is abundant and superb Moebius-like art 

by Nelson. The text is concise, precise, and 

never allowed to overpower the layout.  The 

reader is taken from initial ideas to habitats and 

their varieties, plants, animals, birds and fish. 

Even insects are considered.  Nelson then moves 

on to Survival, Warfare and the Spirit of the 

beings of your world. Then he considers key 

visual elements of a more advanced civilisation, 

such as Wardrobe, Architecture, Technology, 

and Transportation. Finally he considers how to 

portray the Otherworldly within an advanced 

civilisation. Then the book concludes with 

"Putting it All Together". Overall, we’d say this is 

a fine book for the aspiring 13-23 year old who 

needs clear basic guidance and a wealth of 

inspiring art.  More experienced world builders 

will already know the material, but will be 

inspired by the art — much of which is in colour. 



93 

 

Artbooks: Assassin’s Creed books 

The two most recent of the best-selling AAA 

Assassin’s Creed videogames have 

outstanding artbooks. The Art of Assassin's 

Creed: Odyssey (Ancient Greece) (2018), 

and The Art of Assassin's Creed: Origins 

(Ancient Egypt) (2017).  Both are from Titan 

Books who make nicely designed titles, and 

they weigh in at over 200 pages each.  The 

books have benefitted from full access to the 

design teams and their archives, which 

means we get insights into their thought 

processes and a useful look at ‘raw’ concept 

art which used rapid photobashing and 3D 

paintovers. These artbooks are also 

masterclasses in how to both a time-period 

and small places alive, in a way that can be 

translated into the 3D world of a videogame.  

Despite the increasing prevalence of good 

10” tablets, neither 12-inch book is available 

as an ebook download, and these are print 

only. But prices are dropping rapidly for used 

copies, and if you shop around you might 

even pick up both for around £25. 

Book: The Cracks of Doom 

The Cracks of Doom is a new book by your 

Digital Art Live editor. It identifies ‘cracks’ in 

The Lord of the Rings — the ‘cracks’ being 

places in the famous text where new fan-stories 

might be developed.  Each of the 125 entries 

summarises the relevant plot ‘crack’, then 

suggests linkages to supporting information 

elsewhere in the book, and lightly suggests 

ideas for a possible new story you could write — 

both in terms of the story type and how it might 

be developed.  As well as cross-referencing 

within LOTR, this book also draws on Unfinished 

Tales and the History series.  The book does 

not, of course, cover the vast amount of 

material to be found in The Simarillion.  At 

22,000 words, this short book should be of 

interest to RPG makers and other role-players, 

as well as to fan-writers of Middle-earth based 

stories.  There is a full index of characters and 

places at the back. The Cracks of Doom is 

wholly unofficial and is not in any way endorsed 

by the Tolkien Estate or its licence-holders in 

games and videogames, film and TV. 

https://potbanks.wordpress.com/my-books/
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Manga at the British Museum 

Opening 23rd May 2018, London 

Launching in May 2019, and running over 

the summer, the British Museum will present 

a mega-survey of the art and storytelling 

from Japan’s $5-billion a year manga comics 

industry. This major show is being billed as 

“the largest exhibition of manga ever to take 

place outside of Japan”, and will be ticketed. 

Business partner and sponsor IAG Cargo will 

be bringing many original manga works and 

cosplay fan-costumes to the UK for the first 

time, from Japan. 

https://www.britishmuseum.org/ 

 

Pictures, from left, across double-page: 

Detail from Hoshino Yukinobu’s Japanese 

detective manga Professor Munakata’s 

British Museum Adventure. 

3D render of the new Academy Museum. 

Detail from the opening page of 

Jodorowsky’s first Metabarons book. 

Detail of J.R.R. Tolkien's illustration of Bilbo 

arriving by barrel at Esgaroth on the Long 

Lake. Said to be a modern recolouring. 

Miyazaka in L.A. 

Opening late 2019, Los Angeles 

The $388 million Academy Museum of Motion 

Pictures will open in Los Angeles in late 2019, 

with a retrospective of the work of the 

famous Japanese fantasy animation director 

Hayao Miyazaki and his Studio Ghibli. The 

museum is reported to have been working 

closely with Studio Ghibli in Japan to develop 

the large new exhibition, which will be the 

Museum’s opening temporary exhibition.  The 

show is being billed as an “unprecedented 

U.S. retrospective” of Miyazaki’s creative 

work and will be paired with work by 

Japanese creative artists working in the latest 

interactive media. Also available to visitors 

will be the new permanent exhibition titled 

"Where Dreams Are Made", which will 

showcase production materials from a range 

of favorite Hollywood movies.  

The $388m Museum is the brainchild of The 

Academy of Motion Picture Arts and Sciences, 

which stages the Oscars ceremony, and will 

have obvious appeal to both tourists and 

professionals working in the city’s movie-

making studios. 

https://academymuseum.org/ 

https://www.britishmuseum.org/whats_on/exhibitions/manga.aspx
https://academymuseum.org/


95 

 

Jodorowsky 

Opens 28th Feb 2019, New York 

El Museo del Barrio (Fifth Avenue, New York 

City) will present the first United States 

museum retrospective of the work of the 

artist, film-maker and writer Jodorowsky.   

Surveying more than five decades of work, 

the show’s makers have had access to 

Jodorowsky's personal archives and will be 

able to depict and show unique artwork from 

his early years as a theatre designer in Paris.   

Jodorowsky is most famous for his highly 

influential storyboards for the abandoned 

Dune science-fiction movie, the Metabarons 

series, and his comics work with Moebius on 

science-fiction classics such as The Incal.  But 

— judging from the description — this New 

York City show will be of strong interest to 

those with a wider interest in his earlier 

completed films, his Paris stage work, his 

time in Mexico, and his fascination with the 

history of the art found on Tarot cards.  

Jodorowsky will also use the exhibition to 

launch his new film Psychomagic (2018) in 

the museum’s newly-restored theatre. 

http://www.elmuseo.org/Jodorowsky/ 

Tolkien: Maker of Middle-earth 

Opens 25th January, New York 

The Morgan Library & Museum in New York City 

will host “Tolkien: Maker of Middle-earth”, a 

major exhibition formerly shown with huge 

success in Oxford, England.  This is the U.S. 

outing for “the most extensive public display of 

original Tolkien material for several 

generations” and an unmissable opportunity.   

The run is relatively short for such an important 

and popular exhibition, and those within reach 

of New York should make sure they catch it 

before it closes on 13th May 2019. 

The exhibition includes family photographs and 

memorabilia, Tolkien’s original illustrations, 

maps, draft manuscripts, maps and designs 

related to The Hobbit, The Lord of the Rings, 

and The Silmarillion. Works are drawn from the 

Tolkien archives at the Bodleian Library at 

Oxford, the Marquette University Libraries, the 

Morgan, and a host of private lenders. 

Those unable to visit this exhibition can obtain 

an excellent replacement in the form of the 

sumptious and chunky book version, Catherine 

Mcilwaine's Tolkien: Maker of Middle-earth.   

This has nearly all of the work to be seen in the 

show, along with short high-quality texts. 

http://www.elmuseo.org/Jodorowsky/
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Are you interested in being interviewed in a 

future issue of the magazine? Or presenting a 

webinar for our series? Please send the Web 

address of your gallery or store, and we’ll visit!   

paul@digitalartlive.com 

Back cover: “Regaliceratops” by 

Julian Johnson Mortimer of the UK. 

https://www.deviantart.com/johnson-mortimer/

