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What motivates an artist, what causes an artist to move in one direction over another direction? 

We can never know that, we can only acknowledge that the truth of creation comes from the 

heart of the artist. And, what is in the heart of Scott Eaton is anatomy and sculpture, but that’s 

only the beginning. Scott Eaton has always been an artist, but he has also always been 

mechanically inclined. When he entered MIT to get his mechanical engineering degree he had 

already been sculpting and drawing for years. I had the pleasure of meeting and interviewing 

Scott via email. I asked him about his digital art themes and he said, “From a young age I was 

attracted to figurative work, to me that was what art was about. The likes of Michelangelo, 

Rodin, Bernini, to name a few, were and still are amazing to me. This sort of classical 

inspiration and the influence of younger mediums such as comic books kept my interest in art 

alive through my formative years.” By the time he left MIT with his master’s degree in 

mechanical engineering he knew that the digital tools available then were not advanced enough 

yet to be able to create the sort of visual art he could envision. So he took a break from the 

computer and went to Florence, Italy and dedicated himself entirely to the study of art and 

anatomy at the Florence Academy of Fine Art. 

 

In talking about the sculptural and figurative themes of his work, I asked Scott what it was 

about the figure that so compelled him, and his response was, “The complexity. The body is an 

amazing machine and this appeals to my engineering mind. Artistically the expression that 

comes out is greater than the sum of the parts. Plus the work we do digitally in animation, 

modelling, rigging, requires a level of understanding far greater than what artists used to get 
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away with. The problem is that contemporary digital artists just don’t have access to the 

teaching that was available to artists in the past.”  How very “gestalt” of him, don’t you think?  

 

Moving on in my interview I talked to Scott a little about the digital tools he uses and his 

thoughts on how they work with his main themes. When I asked him if he felt that digital tools 

allowed him more freedom in his artwork and complimented the theme of his work more than 

traditional means, his comment was, “I have a love/hate relationship with digital tools. On one 

hand they afford fantastic possibilities for creating work and images, and allow you to 

experiment almost without consequence. On the other hand for all the time invested in creating 

a digital sculpture there is not actually a sculpture realized at the end, only pixels on a screen. 

This is the sticking point for me, and one of the reasons that I have started to use digital 

sculpture tools, like Zbrush, as layout/previs tools before building a physical sculpture of the 

same likeness.” According to Scott digital art gives him more freedom to quickly explore 

ideas. Digital sculpture tools allow him to non-destructively edit without ruining other details 

that have already been sculpted. And approach wouldn’t work in the real world. But the use of 

the computer in building a digital maquette of the sculpture helps him to plan the real life 

armature of the sculpture. I wondered it the transition from traditional art to digital art was 

difficult for Scott, but because he is mechanically inclined anyway working with a computer, 

and the digital tools available he said it was a simple transition for him to make his art. 

 

I thoroughly enjoyed researching Scott, and to my surprise being able to have a conversation 

with him. When I saw the work Scott was producing in figurative sculpture I was very 

surprised. His ability to blend traditional art with contemporary digital art, creating a bridge 
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between the two worlds, and creating such compelling works of art was exciting to me. The 

figurative themes he creates through the use of the digital tools available, whether it be a 

mythical creature, a nude woman, or a gargoyle, were incredible to me. I could understand his 

frustration at working so hard on these beautiful digital works, but not ever see it in physical 

form. One of the last questions I asked him was if he could do anything artistically what would 

he be doing. His answer was, “There is a huge body of work in my mind that remains 

unfinished. I would like to, and will, start exploring the huge varieties of materials that are 

available to us to make sculpture. If I had nothing but time, this is what I would be exploring.  

Digital tools would still be a huge part of the workflow, but the end result would exist in the 

real world. This is what is becoming increasingly important to me.” Scott seems always to be 

pushing the envelope with his art. First having envisioned more than what digital tools could 

create, he still pushed forward in his studies to learn more of the figure and sculpture. Then, 

once the tools caught up with him, he managed to create what he had envisioned, and found an 

audience that would not only hire him to do his work (Pixar, LucasFilm, Sony, Microsoft 

Game Studios, The Mill, Disney, and many other post production houses and games studios, 

according to his bio), but also ask him to teach his methods. And, he continues to progress in 

his work by opening the door to even more complexities where the figurative sculpture is 

concerned, and then creating them in the physical world as well.   

 

I liked what Scott had to say to my first question about his theme, and it pretty much sums him 

and his work up, “Though anatomy seems a major focus of my work, this is only partially true.  

To me understanding anatomy is like understanding clay, or how to mix paint; it is a tool to 

help express an idea. Mastery of the figure requires years of study, and I enjoy this process. 
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Many of my works are just studies along this road, but hopefully something more comes across 

in them.  To me, my work is just beginning, there is so much left to do.” 
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Interview w/Scott 
 
1. My paper and presentation is to address the primary theme that runs through an artist’s work. In 
your own words, what do you feel is the thread that runs through all of your work? Of course, I know 
anatomy is your focus, but what about the figure, or specific type of figure drives your work? 
 
Though anatomy seems a major focus of my work, this is only partially true.  To me understanding 
anatomy is like understanding clay, or how to mix paint; it is a tool to help express an idea. Mastery of 
the figure requires years of study, and I enjoy this process. Many of my works are just studies along this 
road, but hopefully something more comes across in them.  To me, my work is just beginning, there is 
so much left to do. 
 
2. You got your Master’s from MIT Media Lab, did you first start work with anatomy there in the digital 
arts? Or, was the Florence Academy of Fine Art for first introduction to anatomy? Or, what started you 
on your path to work with the figure? 
 
I was an artist before I went to MIT, but also always very technically oriented (my undergraduate 
degree was in mechanical engineering). By the time I started my degree at MIT I had already been 
sculpting traditionally and drawing for years. From a young age I was attracted to figurative work, to 
me that was what art was about. The likes of 
Michelangelo, Rodin, Bernini, to name a few were and still are amazing to me. This sort of classical 
inspiration and the influence of younger mediums such as comic books kept my interest in art alive 
through my formative years. 
 
By the time I left MIT, digital tools were coming into their own but were not yet in a place to start 
creating the sort of digital artwork 
I could envision. My time in Florence, post MIT, was a chance for me to get away from the computer 
for a bit and dedicate myself entirely to my study of art. 
 
3. Do you feel the digital tools available allow you more freedom in creating your art, or adding an 
element to the theme of your art that can't be achieved in traditional means? If so, how does that affect 
the theme of your work? If not, what could make them better? 
 
I have a love/hate relationship with digital tools. On one hand they afford fantastic possibilities for 
creating work and images, and allow you to experiment almost without consequence. On the other hand 
for all the time invested in creating a digital sculpture there is not actually a sculpture realized at the 
end, only pixels on a screen. This is the sticking point for me, and one of the reasons that I have started 
to use digital sculpture tools, like Zbrush, as layout/previs tools before building a physical sculpture of 
the same likeness (see second tate modern talk - 2008). 
 
4. What about digital art do you like more than traditional art? Or,is there anything? How do they 
compliment each other? Was it a difficult transition from traditional mediums to digital? 
Digital art affords a freedom to explore and quickly iterate on ideas non-destructively. Digital sculpture 
specifically allows you to non-destructively edit big shapes and proportions without worrying about 
ruining small details that have already been sculpted. Editing form across mulitple levels of refinement 
(subdivision in Zbrush)is incredibly powerful and really allows you to be creative and experiment. 
 
At the same time, this can lead to a hapharzard approach to sculpture that wouldn't work in the real 
world, where more forethought and planning is necessary to execute something to a similar level. But 
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using the computer together with traditional sculpture, you can very efficiently build a digital maquette 
of your sculpture, and then use digital tools like Maya to plan the armature that is going to be built in 
real life. 
 
The transition from traditional to digital was not too difficult for me because I had a fairly technical 
background to start with so using the computer was second nature for me. I was already comfortable 
working digitally when the tools finally started to mature enough to create useful work in the computer. 
 
5. What about anatomy is so compelling that you would devote your education and work to it (this may 
be redundant from question 1)? 
 
The complexity. The body is an amazing machine and this appeals to my engineering mind. Artistically 
the expression that comes out is greater than the sum of the parts. Plus the work we do digitally in 
animation, modelling, rigging, requires a level of understanding far greater than what artists used to get 
away with.  The problem is that contemporary digital artists just don’t have access to the teaching that 
was available to artists in the past.  This is what I try to address and correct with my lecturing. 
 
6. Do you still do work in the traditional mediums (I love your charcoal drawing-Long Pose – Elisa, 
beautiful!)? 
 
Time permitting I would love to get back into charcoal, drawing, and clay sculpture. But at present time 
doesn't permit! 
 
7.  If you could do anything, is there something else you would like to do to compliment what you are 
already doing in the digital arts or elsewhere? It seems to me that you are living your dream making 
figurative art and teaching the digital processes, but if you are not what else would you incorporate 
into your work? 
 
There is a huge body of work in my mind that remains unfinished. I would like to, and will, start 
exploring the huge varieties of materials that are available to us to make sculpture. If I had nothing but 
time, this is what I would be exploring.  Digital tools would still be a huge part of the workflow, but the 
end result would exist in the real world. This is what is becoming increasingly important to me. 
 
8. What do you do to keep your work fresh? 
 
All I have to do is look around. There is inspiration everywhere: other artists, photography, design, 
exhibitions, lectures, books. Anything that catches my imagination influences my work in someway, 
subconsciously or otherwise.  The important thing is to keep an active interest is all the wonderful stuff 
that is going on around us. 
 
9. If there is anything else about the theme of your work, where you want to take it, where you have 
come from to get this far, please feel free to add any thoughts! 
 
Only that there is far greater stuff to come. Thanks! 
 
scott 
 


