
create my own worlds, from conception to final execution. That has been my 
goal since the beginning. 

I have a long way to go, but I enjoy being on the path and having the goal clear in 
front of me.

e: What is your experience with VUE?

MI: I’ve been using VUE for quite some time now. For me, it’s a tool in my 
common workflow. I use it because I love the very realistic atmosphere render-
ing and I like to design the lighting for my environments with it, before going 
directly to Photoshop or to another 3D so�ware. My workflow relies on 
di�erent so�ware’s, and I vary it depending on the project’s needs. VUE is 
definitely part of my toolkit, and the interaction with other so�ware is pretty 
important for me. I always follow the principle, take the best of each so�ware 
that allows me to achieve the goal in the shortest amount of time.

I like and use VUE for its rendering capabilities, and it 
gives you the possibility of designing a lighting scenario 
with a very good rendering pass system. I o�en use the 
output as the basis for my painting, or an 
indication/concept for a look I’m going to achieve with 
Maya/Arnold.

Photoshop is obviously the main so�ware for me, but 
3D-wise, outside of VUE, I use Maya/Arnold, Keyshot, 
Zbrush, and 3D Coat for modeling, and when I deal with 
complex environments I also use Nuke and Mari.

e: Do you have any advice to share?
 
MI: Learn the fundamentals. So�ware will keep on 
changing, and you’ll adapt, but the basics will always 
make the di�erence, not the tools. Too much technolo-
gy will make things look similar and without a soul, but 
tools should be there to allow us to express ourselves 
but becoming a slave to those tools is a big risk. The 
traditional art fundamentals will allow us to develop 
our own voice, and then use the tool to reach our goal. 

We must have something to say, and this does not come from a machine.

I get my inspiration from films, TV and books, but also what’s around us, such 
as nature and architecture. I tend to look at other people who work less and 
less. It can be frustrating (so much talent around) and risky because, instead of 
doing what we love and how we love, we’ll try to imitate. I prefer to study the 
traditional work of old masters rather than copying the latest amazing concept 
art or painting by a well-known artist. But it’s my personal opinion.

Finally, as a matte painter and environment artist, I think VUE is a so�ware to 
try, learn and use however you see fit. Some of the tools I find and use with this 
so�ware are invaluable and are not easily found elsewhere.
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