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PAUL
KOMODA
INTERVIEW CONDUCTED BY
DAN COLONNA
You don’t have to
know the name Paul
Komoda to know his
work. Paul was one
of the early pioneer
sculptors in the
world of garage kits.
His Edward Scissorhands
is a classic, as are his
Hellraiser kits. His works
include a likeness bust
of the elephant man,
dinosaurs, his own
bizarre original designs,
interpretations of H.P
Lovecraft creatures,
Kaiju and more. He also
received a silver medal
from Spectrum for his
design and sculpting of
Sideshow’s Swamp Thing
Statue (https://www.
sideshow.com/blog/
sculptor-paul-komodawins-spectrum-silveraward-for-swamp-thingmaquette). There is a
Kickstarter about to
be launched to publish
Paul’s sketchbook. You
may be asking yourself
why is a sketchbook
being listed on a garage
kit magazine’s website?
Although there are not
any images of Paul’s
sculptures, you will most
likely recognize sketches
of some of his designs
done for his models,
pre-painted statues, toys
and film work. Paul also
designed many pieces of
jewelry; most notable is
the work he collaborated
on with H.R. Giger.
2

2

The Nova Express kit for Artist Proof Studio

If you have ever had the pleasure of getting a glimpse
into one of his sketchbooks, you know the multi-talented
brilliance behind the man. Pages are filled with combinations
of anatomical studies, character designs, illustrations and
funny little on-going drawn comics in the corners.
There is a Kickstarter campaign being launched to make
it possible to publish the sketchbooks for all to enjoy. They
are true pieces of art!
AFM: Paul, when did you start sculpting, and do you
remember the first garage kit that you worked on?
Paul: I think since as long as I can recall, I was squishing
dinosaurs and cephalopods out of clay. As kids in school, we
started off with this gray plasticine that was rationed out in
crumbling wads, but later graduated to these bricks of drabcolored modeling clay that I’d pick up at my local hobby shop,
since the larger goal was to be a stop-motion animator. It
occurred to me that before I committed anything to film, that
it would behoove me to improve my sense of anatomy and
design, and that’s the curious vortex I still find myself in to
this day. I had attained a functional degree of proficiency
during a phase I’ve come to refer to as the “Dirty ‘90s”....not
a particularly favorite period of my life.....but my work started
gaining attention in certain circles.
The first full figure kit I worked on was of Vincent Price for
Netherworld.

and allow me to really push things, design-wise. The Nova
Express kit for Artist Proof was the most direct translation of
something coming completely from my imagination. There’s
been a schism between my professional work and my personal
work that I’ve only gotten incrementally closer to reconciling
over the years.
I have a preference for anything that leans into visceral,
anatomical, or medical themes, like the bust of the woman
afflicted with a disfiguring case of syphilis, or the Joseph
Merrick sculpture. I still consider those worthy pieces, and
nothing that anyone was going to ask me to do.
I was very impressed by how the Kaiju work I’d done for the
company Acro turned out. It’s a subject I’ve always wanted to
explore, and the figures were really well produced.
Gecco’s done some fine statue work based on my Lovecraftinspired designs, though I’ve only sculpted Cthulhu for that
line. There are some upcoming releases from them that I
contributed designs for, right before Covid struck.

AFM: Ha! The dirty ‘90s; that sounds like it could be a bad
pop music compilation.
Paul: “Don’t ya miss the Dirty ‘90s?
They’re ALL RIGHT HERE!”
AFM: Were any of your sculptures ever mass produced as
vinyl kits?
Paul: I’ve had some pieces I sculpted for Acro’s Kaiju Remix
line, which are completed, prepainted figures, that were also
sold in kit form, namely the Ultraman monsters, Astromons
and Bemular. I think they were convention exclusives.
AFM: Are there any garage kits or prepainted statues that
stand out as favorites?
Paul: From the earlier years, I still quite like the two Hellraiser
kits I had done, namely the skinless Julia and the Dr. Channard
Cenobite. If I’m going to go with sculpting established
characters, there are only a handful of subjects like the
aforementioned that overlap with my sensibilities enough,
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Vincent Price and Edward Scissorhands for Netherworld.

Julia and the Dr. Channard Cenobites for Netherworld..

AFM: I saw that they released some
of those. Are you happy with how the
sculptors realized your designs?
Paul: I was absolutely blown away.
Daisuke Manno’s realization of my
Nyarlathotep design for Gecco was
based on just one drawing I’d done
of the front view, and he realized it
perfectly as a digital sculpture. I’m
in mad love with it! Similarly, the
sculptor Ryo (Nendoseizen) did a
phenomenal job of bringing my Yithian
design to tangible life. Another piece
he did for Acro, which I still can’t
believe exists, is the Bird Eater, based
on a drawing I did in 2012 of a monster
I drew when I was probably eight years
old. It’s absolute perfection! It was the
first time I’d seen other artists picking
up design details in my work that I
thought no one else noticed, and really
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elevated whatever I’d drawn to a higher level.
AFM: That has to be a good feeling/relief when you are
entrusting someone else to work on a design with your
name attached to it.
Paul: Definitely! More recently, there’s a Barbarian Predator
bust that I designed and sculpted for Sideshow Collectibles
which turned out spectacularly good. I still haven’t gotten
Giger’s Alien right.
AFM: Yes, that Predator is bad ass, and I’m sure you will
nail the Alien, when the time is right.
Paul: The Alien’s my favorite monster...I still can’t get myself
to call it a Xenomorph....and it’s probably because I have
been so emotionally invested that every time I’ve sculpted
one, I always find it lacking. I’m just getting started, after all.
AFM: Right, just getting started? Going back to the Nova
Express. I would love to see more of that sort of thing.
Are you saying that is the direction of where you would
be going creatively if there was a way for the project to
pay for itself more or less, via commissions or winning
the lottery?
Paul: Yes, absolutely. To get as many of the things, even
the aforementioned very bad things, out of my imagination
and into our consensus reality as possible. Glistening,
translucent, anatomical things extracted, writhing from the
well of dreams. Also, my characters, who’ve been dormant
in the recesses of my skull for untold years, aren’t having it
anymore.
AFM: I would love to see more of that come to fruition, I
wish I could bankroll it for all of us to see.
How about film work, anything you are extra proud of?
Paul: Sculpting prosthetic makeup appliances for the
film, Synechdoche N.Y., with Mike Marino at Prosthetic
Renaissance was a pivotal time. I’d never done anything
remotely like it before, and there was a bit of a learning
curve, but I found I adapted to it very quickly. I had become
so desperately sick of sculpting tiny gewgaws that to be
able to work on a broader canvas, and to be able to be as
obsessive with skin details as I wanted, was a tremendously
welcome, and necessary change. Shortly after I made the
move to LA, I was hired by ADI to be on both the design
and sculpting team for the 2011 prequel to The Thing. My
time working with that crew, and getting to know so many
incredibly talented people, remains one of the single greatest
experiences of my life. My work at Spectral Motion this year,
has been equally rewarding on many levels, though it’s
nothing I can talk about yet.
AFM: I have heard you had a project working and briefly
living with H.R. Giger. I bet that was a bizarre experience.
How was he to work with? Can you share a particular
memory or two of your time there?
Paul: Hans Ruedi Giger couldn’t have been more personable
and down to earth. I felt like I was finally meeting that weird
elusive blood relative that I always wished I had, and could,
at last, share stories of a life weirdly lived.
AFM: Sorry to interrupt, but how cool would it be to have
a relative like Giger? My family couldn’t be any further
away from that.
Paul: HA! In my own way, I’m told that I’ve become that
person to my niece and nephew. That brings with it a certain
level of responsibility, in a good way.
AFM: How perfect! Okay, you were saying?
Paul: Working on projects he was overseeing could be
challenging, as he didn’t mince words if he didn’t like what
you were doing. I hadn’t expected anything less, though.

Nyarlathotep design for Gecco, sculpted by Daisuke Manno
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Paul Komoda’s sketches

At his house, there was a family
atmosphere amongst those he worked
with, and was close to, and I found it
remarkable how warmly domestic it
was. Carmen, his wife, and the sculptor
Ronald Brandt, who’d worked on some
of the larger pieces at their studio, were
simply lovely people.
My entire stay in Switzerland was
imbued with what I can only call a
mythic resonance. One moment that
stands out to me was waking up early
one morning, and walking from room
to room, being distracted by all of the
art books on the shelves, when I heard
Giger’s voice a short distance away.
“Paul? Is that you?” he said. I saw an
open doorway across the room and
realized that it was the tiny room in
which he slept. “Sorry Mr. Komoda, I
will not be coming out today, I have
eaten some mushrooms.” I responded
that I’d certainly “been there” before
and wished him a safe and glorious
journey.
AFM: That sounds like an amazing
experience.
Paul: It was a literal dream come true!
AFM: A dream many of would love to
have shared!
Is there anything you would like to
add about the Kickstarter or other
projects?
Paul: After almost a decade of false starts
and delays due to the unpredictable path
my life in LA had taken, replete with its
share of ups, downs and abysses, It ‘ll
be most cathartic to get the book out
into the world. Quite frankly, while I’ll
be relieved to finally put this unlovely
parasitic twin behind me, I know that
there are a considerable number of
people who have been waiting to have
the sketchbook art as a published,
physical reality and that, I find
extremely gratifying. The goal has been
to transcend the moldering confines of
sketchbooks, and actually refocus my
life into the very things I was planning
in their pages in the first place, namely
fine art and storytelling. My creatures
and characters are demanding to be
embodied. The sketchbooks can be
seen as elaborate notes to my future
self while he worked different gigs over
the years in order to get from point A to
point B, and so on. I’ll be creating my
own Patreon page in order to facilitate
this move as well as to get the story
straight, and having the book published
may lay some valuable groundwork.
AFM: Thanks a lot for taking the time
to chat with us and good luck on the
Kickstarter, looking forward to seeing
the book and please keep us updated
on your Patreon, once you get it
started.
Paul: Thank you!

Swamp Thing For Sideshow

Paul Komoda is a sculptor, illustrator, and designer inspired by a lifelong obsession with
monsters, dreams and nightmares, medical anomalies, and the weirder side of the zoological
spectrum. His impulse to create comes from the drive to get the images and nightmares out of
his mind and into the physical world, pouring pent-up ideas out into the pages. If interested,
please visit his Kickstarter campaign for information on how to purchase his Sketchbook!
https://www.kickstarter.com/projects/769250543/the-sketchbook
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