
Features
ShaderLight Interview with Kate Marshall
‘A Day at the Museum’ with Shane Fletcher
Character Modelling by Eric Lay

Catchup
SKETCHUCATION COMMUNITY NEWS

Axeonalias Interview
oStylus Hands On with Mike
FotoSketcher

EDITION 1

Artisan
The Rebirth of
Subdivide
and Smooth



Foreword...

We’re always striving to give back to our growing community 

and have braved the world of publishing to bring you CatchUp.

Your slice of all things SketchUcation directly in your inbox.

With interviews, tutorials, tips ‘n’ tricks and community features 

to mention but a few!

We hope you enjoy this maiden issue and look forward to 

feedback and suggestions for future issues.

So what exactly have we in store for this issue?

Enjoy!

 Mayor Mike

On the cover: “Odie”,  
courtesy of Pete Stoppel
Editor: Richard O’Brien
Production Coordinator: Mike Lucey
Editor in Chief: Csaba Pozsarko
Information is correct at press time.  
Check www.sketchucation.com for updates. 
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FEAtURED MEMBER SHANE FLETCHER

Shane Fletcher, Architect - 
NCARB, Partner at Twilight 

Render recently posted his latest 
Work In Progress entitled ‘A Day 
at the Museum’. The source of the 
inspiration came from a model 
shared at 3DRender.com by Alvaro 
Luna Bautista and Joel Anderson.

Originally modelled in Blender, this 
is the first time that it has been given 
the SketchUp treatment. It has taken 
the Twilight Team over two weeks 
to painstakingly convert the model 
to work within SketchUp. Currently 
at 75mb in size it is an amazing 
achievement to see such a detailed 
and gargantuan scene.

Astonishingly some of the 
components repeat over 1,700 
times! It’s a credit to the versatility 
of TwiLight and to the patience that 
the folks at TwiLight have shown in 
assembling such a project.

Some of the statistics behind this 
scene are simply mind boggling [see 
info box] and the TwiLight team have 
leveraged every trick in the book to 
make it happen.

We had a chance to pick their 
brains about the trade secrets used  
in compling the whole scene within 
Google SketchUp.

Lighting:

For most images rendered 
with this model, sky lighting 
was provided by a white sky 
color, no sun + 14 Rectangu-
lar Area Lights outside win-
dows.

Other lights include:
10 IES flood lights on arches

146 total flood lights (spot 
lights), including 80 flood 
uplight spots on the main 
bays

40 spotlights on the lowest 
level arch openings

40 rectangular area lights in 
the room in the lowest bays

2 rectangular area lights in 
the display cases

15 spots in addition to floods 
on the dinosaurs

18 pendant lights

13 pointlights
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The aged dinosaur bone 
material is a procedural 

material created with the 
Kerkythea material editor 
and applied to the model 
by saving the material in a 
library.  Twilight can read the 
Kerkythea material libraries 
and take full advantage of 
many complex procedural 
materials not available in 
most other SketchUp plugin 
rendering apps.

The dinosaurs therefore have 
no texture image applied. 
This avoids the need to apply 
textures (UV map) to the 
complex geometry of the 
bones.  It also means that it can 
withstand a camera very close 
to the bone geometry without 
losing detail.

Because of bad scaling issues 

with importing .obj geometry, 
the mapping of textures was 
severely damaged throughout 
the model, not only on the 
dinos. This took much tedious 
work to repair almost 1 by 1 for 
nearly every unique instance.

Keeping texture image sizes 
down is key when rendering 
this massive scene with 
only 3Gb of RAM on a 64bit 
Operating System. Only 34 
texture images were used.  
This includes the specular and 
bump maps.

Average texture size used 
is approximately 1000x700. 
Largest texture was only 
1750x1088 - the main stone/
brick texture on the walls.

This scene was rendered with 
“Easy 09 - Interior” unbiased 

progressive method in Twilight. 
While rendering this scene I am 
still able to navigate the model 
and make updates, or work on 
other things on the computer. 
Twilight is extremely efficient 
when rendering in progressive 
mode, and it may be even 
possible to render this scene 
using Twilight on a machine 
with only 2Gb of RAM.

Shane Fletcher has been a 3D 
professional for 15 years, and 
is a designer and professional 
architect in Wisconsin, USA.

LA
A

 Explained

twilight Render was made 
Large Address Aware (LAA) 
in October 2010.  Recently 
SketchUp 8 also became “LAA”.

this is a confusing topic, even 
for “geeks”, but basically, if you 
have a 32 bit system and have 
4GB of RAM in your machine, 
the 4th Gb of RAM is NEVER 
used by your programs.  It’s 
just sitting there, waiting for 
you to upgrade to a 64bit 
Operating System (OS). 

now, that SketchUp and 
twilight are “LAA” the 32-bit, 
applications can access up to 
4 Gb on x64 operating systems 
and up to 3 Gb on x86. 

64-bit versions of Windows 
may* require no modifications 
to the OS to benefit from LAA; 
however, in 32-bit versions of 
Windows, you must increase 
the user memory setting 
(/3Gb switch). It is not difficult 
to do, but it is a bit “geeky” 
involving a snippet of code in 
the boot.ini file.  

You do NOT want to  
do this, unless you have 4Gb 
of RAM installed on your 32 
bit system.  this is because 
it will limit your OS to only 
1Gb and give the other 3Gb 
of RAM to your applications.  
the problem is that for many 
systems enabling the switch 
causes the system to become 
unstable and possibly not 
boot at all. Or it can result 
in failing driver and service 
configurations.  But for those 
adventurous types, the option 
is now available. 

Keep in mind that there are 
2 parts to the “LAA” equation 
if you have a 32 bit operating 
system. One must have both 
an application that is LAA, 
and command their 32 bit 
operating system to allow 
the application to use the 
additional Gb of RAM.

* 32-bit applications on 64-bit 
platforms can address up to 2 GB, 
or up to 4 GB when an application 
is Large Address Aware.
* 64-bit systems provide 8 TB of 

virtual address for applications 
and 8 TB reserved for the kernel.

“take full advantage of complex 
procedural materials not avail-
able in other SketchUp rendering 

apps”
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InDUStRY IntERVIEW - SHADERLIGHT 4
Kate Marshall talks to us about 
ShaderLight 

Google SketchUp already has some popular 
rendering plug-ins, so why develop another?
We spent a lot of time talking to users about 
why they use SketchUp and what they want 
from a renderer and while some users are ok 
with trying to understand the science behind 
rendering and why x does y, the large majority 
just wanted to render great images without the 
hassle. So we developed Shaderlight to mirror 
the simplicity of SketchUp and to take the pain 
out of rendering photorealistic images.

What makes Shaderlight so different?
Shaderlight is hooked right in to SketchUp so 
it keeps updating and rendering your scene 
as you work. It seems obvious, but how can 
you tell if the position of a light or finish of a 
material will work unless you see it in the 
rendered image? With Shaderlight’s interactive 
rendering you don’t have to wait for a render 
to complete before seeing where you’ve 
gone wrong (or right!). We want every user to 
achieve a photorealistic finish straight out of 
SketchUp, so Shaderlight uses physically based 
lighting tools and advanced global illumination 
techniques that deliver the results you want, 
but without any complex set up. For example, 
the intelligent material editor automatically 
applies the right finish to SketchUp’s library of 
materials. If you don’t like it you can then fine 
tune it with a few simple clicks.

What has been the reaction so far?
Everyone we speak to loves the simplicity of 
the software and are amazed by the quality of 
the results they can get straight out of the box.
Shaderlight already has many fans across the 
world and with a Mac version now available 

too, we’re really excited about what the future 
holds.

Can anyone use Shaderlight?
Definitely! Shaderlight has been developed 
to slot seamlessly into SketchUp – even the 
UI looks and feels like SketchUp, so users will 
feel right at home. We’ve also put together a 
series of short video tutorials to help those new 
to rendering get to grips with the basics. So 
whether you’re an architect, product designer, 
student or using SketchUp for fun, Shaderlight 
is the only renderer you’ll need.

Sounds great, where can we get it?
Shaderlight can be downloaded direct from our 
website, shaderlight.com. Just like SketchUp 
we’ve made Shaderlight available for free and 
for the first 14 days you get a fully functional 
trial of the Pro version.

So, with v1 out there, what do you have 
planned next for Shaderlight?
We’re always looking at new ways to build on 
the core Shaderlight technology and have lots 
of ideas for version 2.  
The new mac version now makes Shaderlight 
rendering available to every SketchUp user 
so we’re already a step closer to making 
Shaderlight the number one render plugin for 
Google SketchUp!  

For further information about the product or to 
try it for yourself, please go to: 

www.shaderlight.com

“Shaderlight is a renderer that just renders well. Who cares how it does it? I don’t. 
I just want to model great stuff in SketchUp, and then see what it looks
like in real life. Shaderlight allows me to do that, painlessly, and at the right price. 
While researching my Arch-Viz book, I reviewed most of the major rendering 
software out there that supports SketchUp. Learning how the majority of them 
worked was painful to say the least. If you want to avoid that kind of pain (take it 
from someone who knows!) then Shaderlight is the renderer for you.”
 - Robin de Jongh, Architect

http://www.sketchucation.com/catchup/2011/02/shaderlight.html
http://www.sketchucation.com/catchup/2011/02/shaderlight.html
http://www.sketchucation.com/catchup/2011/02/shaderlight.html
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Exterior Patio and Garden scene by Daniel Tal

           Kate Marshall
•	 Managing Director
•	 B.A. (Hons) degree in Business Studies
•	 Qualified member of the Chartered Institute of 

Marketing
•	 With ArtVPS since 2005
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EXCLUSIVE - ARTISAN
Dale Martens, aka Whaat, is renowned for extending 

SketchUp’s possibilities. Over the years he has left us 
in awe with the likes of Profile Builder, Bool Tools, UV 
Tools and the sublime Subdivide and Smooth. Well he’s 
back and this time he raised bar!

Artisan, his latest tool, is the result of over two years hard 
work and we’ve been given a sneak peek at it’s abilities. 
this is more than just a refined update of SDS. It’s a 
complete re-work with a glut of new features added to 
turn SketchUp into a true organic modelling application.

the first thing you’ll notice is the toolbar. It’s BIG and 
packed with exciting tools, in essence, four tools - SDS, 
Sculpting, Vertex Editing and Polyreducing.

For those already familiar with SDS you’ll feel immediately 
at home with same options as before but given some 
behind the scenes improvements to make it quick.....
blisteringly quick! Dale has taken all the feedback from SDS 
and implemented these to greatly improve the workflow. 
the ‘Crease’ tool for instance now leaves coloured 
indicators where you’ve applied to edges or endpoints. 
It can also crease ‘all’ edges by clicking on a face. Also 
‘Subdivide’ has got an overhaul and is more responsive 
and, when used via Proxy, you can quickly change the 
subdivision iteration through a onscreen dialog box.

It’s what’s up next that’ll will leave the biggest impact on 
you!

the Sculpting tools are a lot more than the three 
icons you see. First off is the ‘Sculpt Brush’. this has 
five modes - Sculpt, Inflate, Flatten, Pinch and Smooth. 
You can quickly swap between modes using either the 
tAB key or right clicking. It’s this behaviour that makes 
transforming meshes effortless. that, along with a very 
intuitive cursor that can control both size and strength of 
the transformation via arrow keys. 

the cursor itself adapts to the underlying geometry as 
you pass over faces and vertices. With the RED strength 
indicator displaying the direction that the transformation 
will occur. It’s a simple solution for a very powerful toolset 
and quite quickly you’ll find yourself swapping between 
modes and sculpting with ease. 

A fantastic addition is the Brush Mirror Plane. this 
allows you to mirror everything you transform making 
symmetrical modelling a cinch. If you’re familiar with 
Sculptris, 3D Coat or ZBrush you’ll love this!

Crease Tool

Artisan Toolbar
Brush Mirroring

Sculpt Mode

Pinch Mode

Smooth Mode

Inflate Mode

Flatten Mode
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EXCLUSIVE - ARTISAN
Next is the ‘Select Brush’.  think of it as literally painting 

a selection faces and controlling that selection 
by the size of the cursor and modifier keys. What may 
seem understated at first soon becomes very apparent 
when used in conjunction with other tools. By painting a 
selection then either subdividing or smoothing you have 
alot more control over your mesh. this allows you add 
finer adjustments in certain areas quickly. 

Lastly, for the Sculpting toolset we have the ‘Paint Brush’. 
Just pick a material for the material browser and spray it 
on. 

You can also paint projected textures by sampling 
allowing for somet interesting results. not quite UV 
Mapping but with some careful planning you can get 
pretty darn close.

But Artisan doesn’t stop there!......

Select Brush

Paint Brush
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Artisan’s next toolset is Vertex Editing.  You’ve  four 
primary tools at your disposal - Vertex Select, Vertex 

Move, Vertex Rotate and Make Planar. 

the Vertex Select has two modes, Soft and Hard 
selection. the soft selection uses a coloured fall-off system 
to indicate the degree of editing that will occur. It’s fall-off 
size is determined by entering values in the VCB.

 

Where as the hard selection has no fall-off. So any 
transformations are extremely harsh. 

One great feature is that you are able to use the ‘Select 
Brush ‘ to choose the area then switch into Vertex Editing 
with that same selection. Once you have the vertices you 
need selected it’s time to play!

With the Vertex Move tool you can also tAB between 
hard and soft selection mode.  And, using the arrow 

keys to contrain movement along an axis or SHIFt to  
move along a normal.

the Vertex Rotate is similar to Sketchup’s native. But 
it leverages Artisan’s vertex selection feature to allow for 
some really clever manipulations.

Finally there’s Make Planar. It’s like taking an iron to 
your mesh. All the vertices in your selection are simply 
flattened.

Soft Select

Hard Select

Vertex Move

Vertex Rotate

Make Planar

EXCLUSIVE - ARTISAN
Last but far from least is PolyReducer. this has actually 

been around for awhile and it worked(sort of!). But the 
version bundled in Artisan is alot faster, very stable and 
works 100% of the time.

the previous version had a few gremlins that caused 
BugSplats and took forever to calculate. Where as this 
version is very robust. Regardless of what I threw at it I 
reliable spat back out the desired result.

It really compliments the Artisan toolset as you’ll find 
yourself creating very detailed meshes quite quickly. 
Having the ability to reduce those is a welcome addition. 
We all know SketchUp struggles with intensive polygon 
counts, so this is a great weapon in your back pocket.

Overall, my impressions of Artisan left me stunned. 
the possibilties it has opened up are endless and it’s 

incredibly intuitive to use. this is ESSENTIAL!
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•	 From: Saskatchewan, Canada
•	 Occupation: Structural Engineer 

by day, Ruby programmer and 3D 
rendering enthusiast by night
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LAYOUt - TIPS ‘N’ TRICKS
CREATING THE HATCH IN 
LAYOUT

1. Open a new LayOut document and set the 
page size to 200mm x 200mm / no margins 
/ set grid  to 10mm with grid snap on and 
object snap off.

2. Using the ‘Line’ tool draw a line (1pts) down 
one side and copy across each grid interval.

3. Now turn snap to objects on, select all and 
rotate+crtl to copy rotate through 90deg.

4. Export image as PNG say 500 x 500 pixels 
to keep it clean, note the larger the image 
the more LayOut will struggle when this is 
imported back in.

USING THE HATCH

1.  Open your working document, which you 
want to apply hatch to, and drag ‘n’ drop the 
PNG hatch image in.

2. Place it where you wish to hatch and scale 
appropriately, and push it backward so it is 
behind the rest of the work.

3. Now draw a line around the perimeter of the 
area you want hatched (I will assume this is 
less than the size of the hatch map – more 
later) and ensure this perimeter closes.

4. Select both this traced perimeter and the 
hatch map, right click on then and from the 
context menu select “create clipping mask” .

AREAS TO BE FILLED 
LARGER THAN THE 
HATCH MAP

1. Do NOT try to duplicate the hatch map 
multiple times and then clip with one 
perimeter clip map! This will work first 
time yes BUT if you try to edit it later 
well all HELL will break loose!

2. To fill areas larger than the hatch map, 
break the area up with multiple copies 
of the map and multiple clipping masks. 

3. If you want a border around the 
hatched area simply select the 
clipped item and assign a stroke. 

4. If you have used multiple maps and 
clips and want the whole area to have a 
border select all clipped items, turn off 
and stroke and then trace around the 
whole perimeter, assign a stroke with 
no fill. These can then all be grouped – 
again DO NOT try to clip multiple copies 
of the map – you have been warned!
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BOO’S CLUES - USING PROXIES 
Have you ever sat there scratching your head 
wondering how on earth are you going finish 
that Penguin model the boss is screaming for?

Well you’re in luck! Eric Lay has given us a 
masterclass in character modelling using SDS2 
Artisan and Tools on Surface.

The most important thing to remember when 
creating ‘Proxies’ is simplicity. The less detail the 
better to start with. This will give you a better 
overall feel of how best to approach the final 
shape. Triangles should be avoided where 
possible. 

Don’t be afraid to experiment. Take any everyday 
object and visualize it’s proxy. Pretty soon the 
you’ll be modelling like a Pro. 
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POSt PRO - FOTOSKETCHER
Everybody loves SketchUp styles! They are 
extremely flexible and can add so much 
more to your projects. But mixing these with 
other applications just got alot easier with 
FotoSketcher.

We’ve seen how popular FotoSketcher has 
become on the forums over last year and 
members are constantly raising the bar with 
more and more stunning images.

So how is this possible you ask? It’s quite simply 
point and click. David Thoiron, FotoSketcher 
developer, has designed a very friendly and 
appealing UI for users to play with. It comes 
packed with predefined drawing styles and a 
multitude of ways to tweak, distort and craft 
your images.

Changes happen as you make them and you 
can save your settings so that masterpiece is 
easily reproduced again and again.

Did I mention that Fotosketcher is completely 
FREE? All David asks is that you press the ‘How 
about a coffee?’ button to support his efforts.

It comes as no surprise that an application like 
FotoSketcher works so well with SketchUp. 
They share the same basic principles - 
User Friendliness
Simplicity
Stylish

I highly recommend to give it a go and don’t 
forget to post those images on the forums.
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Marius Moolman - aka “Axeonalias” on SCF - 
has already started two epic topics about his 
way of modelling ships and presenting them 
in PR renders using SketchUp for modelling 
and Kerkythea for rendering. After he started 
his second series of posts about how he is 
modelling his ships in a very unique way; as if 
it were being actually built on a shipway, we 
asked him a few questions about his workflow 
and use of the models.

This has been the second stunning topic that 
you posted about your ships. Could you tell 
us a bit about what  you use these ships for?

I started Modeling ships when I found a 
Simulator called  “Virtual Sailor 7”, I could not 
find the ships I was looking for and after seeing 
how many people where modeling on the 
forum, I decided to give it a try. They are mainly 
used in the simulator and for render.

What is the process you use to get these 
ships into the game?

At first you need to decide what vessel it is you 
want and then:-
•	 Find the drawings / blueprints for your ship 

(make sure you have all the angles needed 
along with the hull profile view).

•	 Import your drawings into Sketchup and 
scale them. 

•	 Working from the keel up model the hull first 
and then add the details as you go along. 

•	 Texture your model either as you are going 
along or when the mesh is complete. 

•	 Export your model and import it into the 
game, moving pieces like the rudder or 
props will need to be exported seperately 
and fitted in game.
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Could you tell us a bit about Virtual Sailor 7? 

Virtual Sailor 7 or Vehicle Simulator(the latest 
release) is very realistic, you can walk around 
on your vessel, sit in the helmsmans chair either 
in Hurricane weather or just cruising around 
in harbours. What attracted me to the sim 
was its flexibility. It’s easy to create your own 
enviroments and to setup your own scenes.

I understand that keeping poly count low 
is an essential part in order to get the ship 
successfully into the game. How do you 
manage to control it? Where do you make 
compromises?

Cylinders and smooth edges, I use 3 sided 
cylinders for the smaller ropes and 8 sided 
cylinders for bigger objects. Also using textures 
for smaller objects instead of meshes might 
not look so good close up, but increases the 
performance of the game greatly if used 
correctly.

In your latest topic, you presented the 
buiding of a Cutter as if it were being built 
on a shipway. Was there any reason (beside 
presenting it in an interesting way) or does 
it even have to do anything with the “game”?

Modeling her on the slipway was purely for 
renders. It has no use in game unless I use it in 
an enviroment.



WHEn tHE SHIP GOES DOWN
What is your next project? Is there any 
particular ship in your mind already?

I have a few waiting but the Pacific Buccaneer 
is the most tempting, it’s either that or a Old 
Diesel Tug.

Do you have any “wish”, a certain ship you 
would like to model but have no access to 
the documentation?

Maersk Seeker or Maersk Winner, my favourites 
at the moment. I have contacted Maersk about 
it but after mentioning that they will be sold (I 
did offer to pay royaltys :P ), I recieved no reply.

Have you ever thought about living on 
modelling ships?

I am working as a 3d Modeler for a Company 
called Wisdom games, based in Johannesburg 
South Africa. Although I do not model ships, I 
am still modeling for a living :)

Thanks a lot for your time, Marius and I hope 
you will find a lot of fun in modelling - and 
especially sailing - these ships in the future as 
well.
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MAYOR MIKE’S - GADGETS
I purchased an Apple iPad recently and find 
it quite useful for those quick sketches, both 
freehand and CAD.  The iPad is designed 
for finger input but I find it difficult at times 
to achieve high accuracy in some apps, for 
example, try drawing a spiral with your finger!

While a felt-tipped stylus offered a little more 
accuracy, it still is not much better than the 
finger.  Enter the oStylus designed by Andrew 
Goss, who is a jeweler!

On viewing the oStylus for the first time, it 
looked like something one would see in a 
dentist’s surgery!  However after a few minutes 
of use, the oStylus shows its ability to help with 
accuracy on the iPad.  The clever part of the 
design is the ‘o-ring’.  This allows the user to see 
the exact point on the iPad where you need to 
start drawing from.

I have tried the oStylus with a number of new 
Drawing and CAD Apps to be found on the App 
Store - SketchBook, iPocket Draw, cadTouch R3 
and iDesign.  The oStylus helps hugely and gave 
me the ‘comfort  factor’ of having a pen in my 
hand while drawing, I gave up ‘finger painting’ 
when I was five!

Now if the iPad had Ten One’s ‘Pressure-Sensitive 
Drawing’ capability, the combination of the 
oStylus and the iPad would I feel replace many 
Wacom devices!
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