
I also used VUE for the CG environment in the African Global Business Forum 
and for cloud simulation for the Ministry of Culture – National Day Clouds TVC.
(insert link here)

My biggest challenge using VUE so�ware was finding the proper balance 
between render speed and output quality. Today there are many rendering 
options aside from VUE, but not all of them represent the real power of this 
so�ware. To get the best production output you will have to spend some time 
tweaking materials as well as render and light settings.

The list of other so�ware I use is quite long. As the main tool, I’m using Max and 
Maya, from there I’m spreading on whatever my tasks are. For modeling: 
Marvelous Designer, Speed Tree, and Sculpting. For the environment: Mudbox, 
Zbrush, e-on VUE, World Machine, and for texturing and shading, I use: 
Substance Painter, Mari, 3D Coat, Photoshop…and so on. 

 
e: Do you have any advice to share?
 
AD: Be creative, always push your limits, and search for 
new tutorials and ideas. Our industry is changing every 
month. New technology is coming out so fast that you 
can’t take a break from learning even if you think you 
already know enough.

 I get most of my inspiration online, but sometimes it’s 
enough to just take a walk through the park – breathing 
fresh air and enjoying nature imperfections. 

 I would definitely recommend VUE to everybody. It’s 
crazy how powerful this so�ware is. You don’t need 
hours and hours of training to use it. It’s really easy 
going. You can express your creativity and let VUE 
algorithms do the math for you.

It saved me so many times. Use it, and it will save you 
too. 

Check out Adjin Durakovic’s portfolio at:

http://adurakovic.com
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e-on so�ware: What is your background?

Rick Knox: I got started in the modding community in the late 90s. I 
learned many of the tools at that time and did a lot of free mods and so 
on. In 2001, I got my first paid contract. Today, I focus primarily on 
environment art. I have done a wide range of assignments from a 
variety of terrain, sci fi interiors, realistic cities, and various skybox 
related assets. I am a lead artist, so I typically start the day checking out 
what has already been done, and then looking over what’s going to be 
put in the game in the coming days and weeks. In between those 
moments I also contribute to the team with assets, etc. Eventually I see 
myself handling larger teams and projects and being more involved in 
the vision for the games we make.

Throughout my work, we use a variety of planning so�ware to determine tasks 
and assignments. When I do get time to work on things directly, I primarily use 
Maya for modelling and Substance Painter for texture work. 

e: Do you have any advice to share?

RK: Being an environment artist, I think is a rewarding profession, but it’s also 
hard work. It’s important to practice composition and to build a great portfolio 
showing many environments. VUE is a great program for helping to augment 
those visions. I have several VUE pieces on my own portfolio. There is also 
always something new to learn and programs are great tools to make an artist 
more e�ective, but probably the most valuable skill is to take feedback and use 
it to grow. I get my inspiration through ArtStation on a daily basis. I also create 
Pinterest boards of things I like, I watch movies, and I have set up my o�ice to 
be an inspirational space. 

We sat down with Richard Knox, a senior 
environment artist currently working for 
Certain A�inity. Richard has had the opportuni-
ty to work on many AAA titles throughout the 
years and looks to continually improve his 
skills, knowledge, and wisdom both personally 
and professionally.

Richard was kind enough to share a little of that 
wisdom with us and his experience using VUE 
throughout his career in this Spotlight Inter-
view!   

e: What is your experience with VUE?

RK: I started using VUE a few years ago for a Halo project as an alterna-
tive to hand painting or photography manipulation. I have worked on a 
few projects that we were able to incorporate VUE with, namely Call of 
Duty and Halo. I had a project where I needed to create some planet 
variations for a sky in Halo and I was able to use VUE to come up with 
those, rather than hand painting them.

I would recommend VUE to other artists and I have many times before. It’s great 
for achieving photorealistic panoramic backgrounds that the artist has a great 
amount of control over. 

Thanks Rick! Don’t forget to check all his projects at:

www.rickknox3d.com


