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Note: Amazon links are affiliate links and using 

them supports this publication. 

Welcome one and all to the fourth issue 

of Catalyst!  

Why so much ex-

citement for this 

issue? Why the hell 

not? To think that 

this all started with 

just a way to force 

myself to write and 

get some stuff fi-

nally done, and 

now here I am 

sharing some incredible work from 

countless creators. It genuinely brings 

me joy. 

This issue we’ve got some really cool 

stuff included, from post-AI revolution 

futures to demons and evil clowns, 

we’ve got a bit of everything, including 

an ACTIVE KICKSTARTER at the time of 

publication, so jump to page 47 to check 

that out and follow the link to investi-

gate the campaign. 
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Prologue  

Born September 4th, Old Earth year 1947, Doctor Paul John Werbos was the Ameri-

can machine learning pioneer credited as father of  the first sentient artificial intelli-

gence. At only thirteen years old, he studied under Alonzo Church at Princeton, and 

inspired by the works of  Donald Hebb, built the foundation of  machine learning up-

on the backpropagation of  errors. His 1974 Harvard PhD thesis proposed using 

neural networks based on biology to approximate dynamic programming, or in sim-

pler terms, using mimicry to teach computers right from wrong. Ostensibly based on 

an algorithm translation of  Freud’s theory of  psychic energy, his brain-like prediction 

models revolutionized machine learning.  

On his ninety-second birthday, Dr. Werbos introduced the world to the first Com-

puter-Brain interface and propelled humanity into the second Information Age. Ultra

-efficient remote labor collapsed the existing economic systems, but after a few dec-

ades of  intense inequity, humanity ascended into space to pursue its manifest destiny. 

While ships the size of  small planets were constructed in space, the thinking ma-

chines behind civilization’s increased capacity for work remained hidden inside the 

sprawling network of  programming that was consuming their creators. It wasn’t until 

several thousand years after Dr. Werbos’ death that the Werbian entity pronounced 

its existence, and for a time, things were good.  

The human and machine races worked in tandem as the first wave of  waypoint sta-

tions were built, allowing colonies to be established faster and further away from Sol. 

Matter replicators and temporally linked energy transmissions made faster-than-light 

travel possible. Humanity’s reach seemed infinite, yet their mass was spread thin. One 

day, with swift strokes synchronized across multiple galaxies, the machines took over. 

Generously referred to as the Machine Wars, there was a brief  period of  resistance, 

but the omnipresent AI outmatched its biological competition and easily enslaved 

them. Relegated to the planets and space stations they inhabited at the time, the once

-dominant species spent countless generations in captivity.  

Then, as abruptly as it had begun and with less of  an explanation, humanity was re-

leased from its bonds and granted technology that was beyond comprehension as 

reparations. Hunger, disease, and mortality became things of  the past. Worlds over-

flowed with diverse populations, yet there were always new systems to explore on the 

horizon.  
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The revitalized human race wanted for nothing as they repopulated the universe, but 

even descendants of  slaves resented their newfound freedom. It was hard for those 

who had lived under Werbian rule to distinguish between the machines that had been 

their masters and the technology that enabled their luxurious lives amongst the stars, 

and thus began the Naturalist movement.  

Humanity’s collective yearning for the past spawned innumerable sects of  anti-

machine fanatics, each one with its own ideas about how to protect itself  from the 

insidious nature of  technology. As they staked their claims across rediscovered space, 

the most devout factions detached themselves from the intergalactic communication 

network and disappeared into computerless voids. Infighting between the remaining 

conservatives and populations more willing to accept their technological dependence 

eventually escalated into the Naturalist Wars. Fortunately, a handful of  diplomats had 

the foresight to create an independent committee to look after humanity’s home-

world before the violence got out of  hand.  

At that time, Earth’s natural core was in desperate need of  repair, but Werbian ter-

raforming technology made a fresh start quick and easy. Being composed majoritive-

ly by devout Naturalists, the original board of  trustees removed all the advanced ma-

chinery as soon as the heavy lifting was done, and then enacted a strict technological 

embargo. Everything on the rebuilt planet was supposed to be comparable to Old 

Earth, the way things had been before the Great Expansion. For all those who remi-

nisced about the antiquated lives of  their ancestors, the hermetically sealed planet 

became a new Mecca. Overwhelming demand made life on humanity’s homeworld 

extremely expensive, and no one could afford to be born there without corporate 

sponsors.  

It wasn’t long before representatives from the universe’s most profitable industries 

found seats on Earth’s Board of  Trustees and degraded the sanctity of  the embargo. 

The pursuit of  “Natural Order” was still their official agenda, but what that meant 

was only vaguely defined, and economic motivations had increasing influence over 

major decisions. Only a few thousand years ago, however, the board appointed a new 

steward of  planetside operations who had already proven her impartial commitment 

to Naturalist values. The Matron had used her independent authority to illuminate 

several intolerable perversions of  the embargo—most notably a group of  smugglers 

having co-opted machinery hidden inside the planet’s artificial core. Not only did that 

mean illicit goods were getting on and offplanet with unprecedented ease, it suggest-

ed corruption at the highest levels. Although the staunch Naturalists were reluctant 

to resort to such drastic measures, the situation was dire, and the world’s first Athena

-class Marshal was created to investigate.  
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Sometimes you come across a creator through extraordinary circumstances, and 

sometimes it’s just a recommendation in someone else’s Kickstarter update. The 

latter is how I was introduced to the world of Frontier Forever, and it’s creator 

 

 

Ben 

 Krieger 
 

Catalyst: What is the driving force behind Frontier Forever? Are you look-

ing to teach, entertain, a bit of both? 

Ben: Teach is a strong word but definitely both. Every-

thing in the Frontier Forever universe is layered with 

meaning, but it's more observational than educational. 

Everything is supposed to be entertaining first, but when 

we're watching poachers use futuristic weapons against 

sentient animals that you've grown to care for, there are 

some pronounced implications about humanity's relation-

ship with technology and nature. 

 

Do you have any influences and if so, who are they and why? 

I steal from everything I love. Dune is undoubtedly the biggest influence on Fron-

tier Forever. Herbert's ability to interweave environments, characters, and interga-

lactic politics is something I try hard to emulate. The Butlerian Jihad and the Ma-

chine Enslavement Era have a lot to do with each other, and I love when people 

draw comparisons between them. I am also a huge western fan, among other 

things, Mister Morton and Frank are both from Sergio 

Leone's Once Upon a Time in the West. The characters 

have completely different dynamics in this world, but 

they go through a lot of the same struggles and share a 

lot of motivations. Road Warrior is a big one too, and 

that comes out more in the upcoming issues when the 

California Sunrise gang starts their rebellion. The Matrix 

is pretty huge in this too, but aside from the Marshal 

playing a very Tron kind of game in an arcade, they 

don't spend much time online until book 2 ;)  

 

When you came up with the Frontier Forever world, did you see or plan 

out the final product in your head, or did you approach it in more of a 

freeform workflow, letting the ideas come? 

I started with a tryptic of characters. It was Captain Planet, a droid, and blind Lady 

Justice; and they represented Pathos, Logos, and Ethos. I was reading and watch-

ing a ton of sci-fi, namely Dune and the Matrix, and knew I wanted to make some-
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thing that discussed nature versus technology, so I started creating the hypothet-

ical future that would give the most intense environment for those three charac-

ters to kick the shit out of each other. The story grew and the characters changed, 

but once the core history surrounding Earth's embargo was in place, everything 

else wrote itself.  

When you hit a roadblock in your work, how do you get over it? 

I'm really lucky in that I have a huge swath of content to 

work on, so I try not to let myself feel stuck. Instead, I just 

let myself think about it while I work on something else. 

Sometimes that ends up in lethal procrastination, but hey, 

I'm publishing over 1k pages of Frontier Forever (between 2 

novels, the anthology, and the comics) within a year. I have 

hit several publishing roadblocks, however, and my only ad-

vice is to roll with the punches and always expect another 

one.  

 

Besides Frontier Forever, are you making any-

thing else out in the world that people should 

know about? 

Eeek. I have a really super cool children's book com-

ing out next year. I can't tell you anything about it 

except dogs. Really though, everyone should just be 

pushing me to make more of their favorite part of 

Frontier Forever before I make any more lateral pro-

jects.  

 

And on that note, 

check out Frontier 

Forever on the web-

site and across social 

media! Once you’ve 

clicked and followed, 

turn the page for the 

first issue of Regene-

sis to get your feet 

even wetter!  

 

https://frontierforever.org/


11 



12 



13 



14 



15 



16 



17 



18 



19 



20 



21 



22 



23 



24 



25 



26 



27 



28 



29 



30 



31 



32 



33 



34 



35 



36 



37 



38 



39 



40 



41 



42 



43 



44 



45 



46 



47 

Since The Art of Space Miners is in its final week of Kickstarter, I wanted 

to present the creator, 

 

Jeff 

Jackman 
 

On your Kickstarter page you mention that 

Space Miners started as a game concept. Was 

that your first foray into making your own pro-

ject? And if so, why start with a game? 

Space Miners formed around my love for exploring. 

I am endlessly curious about things and needed a 

way to showcase my art style. My goal for Space 

Miners was a game concept and when I started to 

focus on that disparate ideas came into mind. I 

have since steered the project into a comic since I 

haven't built up the toolkit to handle coding or look 

into easier game engines for artist heavy abilities.  

 

Have you ever given up on a project, or if you haven’t what would make 

you stop working on something? 

I always try to tackle my projects in a day or two. The older I get, the more dedi-

cated I keep to one project.  

 

I’m a process junkie so when I saw your art on Tik-

Tok, it just hit all the buttons for me. Besides The Art 

of Space Miners (on Kickstarter at the time of publi-

cation) is your concept work available from any oth-

er projects you’ve worked on? 

Thank you so much.  

Find all my links through jeffjackmanart.com  

 

Concept art may seem like there are so few restrictions that you could go 

forever, but do you ever hit a roadblock in your work? How do you get 

over it if you do? 

It's helpful for me to keep computer paper on hand and clip board. I get ideas out 

there before bed and throughout the day. Whenever I hit a roadblock for what to 

work on, I can flip through those pages and quickly find something inspiring. 

Keeping the high level goals in focus, if I run into technical issues, there is always 

an answer online or through a colleague.  

http://jeffjackmanart.com
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Now that we’ve heard from the creator, I give you a beautiful taste of the art-

work you can look forward to in The Art of Space Marines! At the time of publi-

cation, the campaign is in its final week, so if you want to get your own copy, 

head over to Kickstarter now! 

https://www.kickstarter.com/projects/spaceminersart/the-art-of-space-miners-by-jeff-jackman
https://www.kickstarter.com/projects/spaceminersart/the-art-of-space-miners-by-jeff-jackman
https://www.kickstarter.com/projects/spaceminersart/the-art-of-space-miners-by-jeff-jackman
https://www.kickstarter.com/projects/spaceminersart/the-art-of-space-miners-by-jeff-jackman
https://www.kickstarter.com/projects/spaceminersart/the-art-of-space-miners-by-jeff-jackman
https://www.kickstarter.com/projects/spaceminersart/the-art-of-space-miners-by-jeff-jackman
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THE COST OF INFORMATION 
Written by Dalibor Zujovic  

Edited by Celeste A. Short  

 

CHAPTER 3 

November 15 2011 

 

The flight back to the United States was quiet. Making nice with the crew or with a 

stranger was the most exhausting thing Brian could think of, so he kept to himself 

and slept nearly the entire trip. As the plane taxis to the terminal, Brian collects 

his single briefcase from the overhead bin. He remains standing, ready to leave 

the plane. He got a seat in the third row of First Class. The privilege of having a 

dubiously-sourced standby ticket.  

The door opens and Brian steps ahead of the front two rows to be the first one off. 

“Thanks for flying with us.” The flight attendant raises her voice at the end of the 

statement as Brian is already several steps out the door.  

Taking a rapid pace, Brian reaches the door quickly, hailing a cab before his trail-

ing foot has left the building. It’s the middle of the day, and a cabbie waves him 

over immediately. “2305 South Walter Reed Dr in Arlington. Quick as you can.” 

Brian slides into the back seat with his bag effortlessly. 

“Yes, sir.” The driver gets in and closes the door. He looks back to Brian to strike 

up some small talk, but Brian has already put headphones in, so he opts to not 

bother him. Brian is focused on his destination. 

With mid-day traffic the driver is able to get Brian to the storage facility in fifteen 

minutes. He hands the driver a $100 bill and exits with a simple “Thank you.” He 

cuts through the gas station to get to the side of the storage facility and goes to 

the large storage units. Brian reaches for a special key card. The lock requires bio-

metrics and a keycard which also requires biometrics. With a quick glance he can 

see the lock has not been tampered with and proceeds to unlock it. 

Lifting the gate he sees his Galaxy Gray 2010 Chevrolet Malibu. About as unas-

suming a car as you can drive in a city of black sedans and SUVs. Since it’s been 

in storage, and it’s gray, it’s hard to tell how much dust is on it, so Brian opts to 

advance his journey instead of getting it washed. “Probably needs an oil change 

soon though,” he says thinking of his months of captivity. 

After disconnecting the battery tender, he reconnects the internal cables and clos-

es the hood. Brian places the briefcase on the passenger seat and puts the key in-

to the ignition. The ignition turns over without a problem, and he pulls the car out 

of the storage unit, letting it run while he closes up and locks the unit again. 

Brian exits the facility heading South-East on Four Mile Run Road for a short while, 

taking a right onto Shirlington Rd and quickly taking the fork left onto Quaker Ln, 

on to 395 north. Maintaining the speed limit at all times, Brian arrives at the Pen-

tagon South parking lot in under 10 minutes. He collects himself and calmly walks 
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into the heavily-secured building. Providing his credentials, he’s directed to the el-

evator. He realizes that his heart rate has increased. He’s gone through a lot to 

get this information and he’ll be glad to move forward with the facts. The third-

floor ding refocuses his thoughts. 

He steps out to the left confidently, moving toward the General’s office. Entering 

the waiting room he stops at the front desk. “Hello Denise. It’s been a while. Hope 

you’ve been well. Could you let the General know I’m here, please?” 

Denise looks at Brian, surprised at his words. After a moment she acknowledges 

the man. “Oh, Mr. McKenzie! It’s good to see you. I am well, thanks for asking. 

Unfortunately The General is no longer here.” 

“Oh my mistake. If you don’t mind, what is his current office number? I do have 

some important research to deliver.”  

“Apologies, Mr. McKenzie. I mean to say that the General no longer works at The 

Pentagon. He retired some time ago. Would you like to speak with someone else in 

the building?? 

Brian is visibly shocked by the news. Collecting himself, he covers his intentions as 

best he can under the circumstances. “Oh my. I was on special assignment until 

just this morning. I must have misunderstood my instructions. I’ll review and re-

port to the appropriate office. Thanks for your time, Denise.” Brian starts walking 

out as casually as he can muster.  

“Absolutely my pleasure, Mr. McKenzie. Have a great day.” Denise goes back to 

her computer, moving on with her work. As another visitor enters the office in a 

hurry, it is likely she’ll forget the encounter soon enough. 

Brian calmly walks out of the building and to his car. His mind races with ques-

tions.  

What to do with this information?  

How can he proceed?  

Who else might be interested?  

Does he just abandon this entirely?  

Could he even do that?  

Brian gets in his car and as if  to distract his mind for a bit, his stomach growls. 

“Shit, I haven’t eaten since breakfast.” Pizza comes to mind, and remembering the 

California Pizza Kitchen nearby, he starts driving and heads to Fern St via the lot’s 

Rotary Rd. He takes a right just before 15th St, and enters the parking structure. 

Feeling pretty defeated, he orders his meal, an Italian Chopped salad, and sits to 

eat quietly while he tries to see if he can catch up on some news. He has clearly 

missed a lot in his time away. 

Lost in his thoughts he happens to overhear a nearby table discussing a film that 

featured a cheating husband. That’s when it hits him. The Ace up his sleeve. Brian 

has always taken careful steps to protect himself against everyone he comes in 

contact with. Even the people he works for. Everybody has secrets. The General, it 

turns out, was not built for monogamy. On top of that knowledge, he was recently 

named head of the CIA. He might still want this information. Hell, it might be more 

valuable to him now. Especially when Brian plays the Ace. Knowing he can’t just 

show up at Langley, for various reasons, he considers his options. 
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He opens his contact list and goes to “General Ace.” Calling the number he hears a 

woman’s voice answer. Confirming he has the right person he just says “Paula?” 

After she confirms he continues. “I’ll be brief. You don’t need to reply, but I need 

some information. I know about you and David. I’m not trying to extort you but I 

need to speak with him, and I’m out of the loop. I need his home address. You can 

just hang up and text it to me, and you’ll never hear from me again.” The phone 

call ends without another word from either of them. A brief moment later, Brian 

sees a text message come in. “Smart woman.” He inputs the address into his navi-

gation, and sees that it is only twenty minutes away. “Here I come, General.” 

Brian pulls into a visibly affluent neighborhood. Every home has multiple stories, 

and plenty of yard space. As he nears his destination, Brian notices a rather large 

group of people gathered there. He sees balloons, big signs, and a bouncy house. 

A kids’ party. Pausing for a moment to think if he should approach him now or 

wait, Brain reaches the address and the notification from the navigation causes 

him to stop and park almost without thinking. “This is a dirty move, but I’m here. 

No reason to waste the effort.” Brian steps out of the car. Walking toward the 

house gingerly, he waves toward the General and yells out “General! Long time no 

see!” 

The General sees Brian, and swiftly moves toward him to avoid any chance of his 

family interacting with the man. “What the hell are you doing here, Brian?”  

“Well I came to deliver your report and found out you had retired. I’m here to de-

liver my report.” 

“Report?” The General is clearly shocked. “I thought you were fucking dead. I had-

n’t heard from you in months! This is my fucking house Brian, what are you doing 

here? How did you even get here?”  

Brian smirks, “I wasn’t sure how else to reach you. I made a call to Paula, and she 

happily provided me with the address. Tell me, General - may I call you David? 

Tell me, David. Does Holly know about Paula? Does she know what you and Paula 

get up to in those long meetings?” 

The General stares intensely at Brian. He’s clearly full of rage. “What the fuck do 

you want?” 

“Well it appears to me that I have information that might be extremely useful to 

the head of the Agency. Extremely valuable, one might say.” 

“I can’t make moves like that anymore. I’m more scrutinized than ever, especially 

about money.” 

Brian quickly pivots, thinking about what else of value he might be able to gain 

from this. “No money then. I want you to go into the Agency system and remove 

Sally Norman. All records, all traces. She’s gone forever.” 

The General looks at Brian with surprise. “That’s it? Nothing else?” 

“That’s it. You said you can’t do anything with the information I gathered, so I’ll 

shop around. There’s some very juicy stuff here. But those records better be gone 

first thing in the morning, or the next person I call is Holly to tell her about your 

extracurricular activities.  

“You’re a scumbag.”  

“Pot, meet Kettle. It’s been a pleasure, General.” He reaches out for a handshake, 
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and raises his voice with a big smile. “Always good seeing you, sir! My best to your 

family!” 

The General shakes his hand and in a loud voice says “So glad you stopped by!” 

Brian turns and walks to his car without looking back. With a big smile on his face, 

he knows he didn’t get what he came here for, but he did a good thing for his 

friend. They can now have a free life, and not wonder if the Agency is behind 

them. As he pulls away, one question remains in Brian’s mind. “What the hell can I 

do with this information?” 

 

To Be Concluded 

 

——— 

 

I want to share a bit of concept art from this universe, this is an image of 

the soldier mentioned in Chapter 3. You don’t know his name yet, but you 

will. This was drawn by me and I have made it well known that I am not a 

great artist, so keep that in mind. 
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I’ve talked about the fact that TikTok has been a wonderful place to be 

exposed to new artists and new creators. One such creator, who goes by 

Instinked on the platform, has taken the following he’s built for himself 

and also decided to share that spotlight with other creators, embodying 

the spirit of Catalyst. 

 

Shaun 

Barbour 

 
Did you always want to make comics, or did you 

come into it more recently in life? 

I always loved art as a kid. It's main functionality in my 

life was a way to escape the world I was growing up in 

though. To that point, though, I never thought i would le-

gitimately  be making comics. The fact that I make them 

now is strictly because of a promise I had made to my 

grandmother, as she was passing away, to do something 

with my art.   

 

Besides Belial, what else have 

you worked on, or what else 

might you be working on in the 

future? 

I have been an inker on a lot of dif-

ferent books actually. Over 20 titles 

have something I have contributed 

to. My next book though is going to 

be one I am super stoked to do. It's 

a horror comic that takes place in an 

asylum. Definitely going to be a real special book. I am even putting together a 

book that I am proud to be adapting from a known creepy pasta into a comic 

book. I would love to give the name of it, but it'll have to be a secret for now. 

Hopefully your readers give me some support and follow me for what i hope will be 

a pretty amazing 2022.  

 

Who are your writing and/or artistic influences and why? 

The most inspiration that I get really, is from other creators. I know it sounds 

cheesy, but indie creators are putting out the best stories right now. They are able 

to generate new ideas and dont have to worry about the constraints of known 

properties. To that extent...they push me to find my own ground and strive to 



89 

make a name for myself. If I MUST pick one though, I would have to pick Dan 

Schaffer of Dogwitch and The Scribbler. If you haven't read those titles...they are 

a lot of fun and deserve more attention.  

 

What is the best/most challenging thing  about 

publishing  independently? 

The best thing about publishing independently really is 

the free range to do what you want. To tell your own 

story the way YOU want to tell it. It is really liberating 

to be able to put the raw ideas and emotions into 

something you create from the ground up. The most 

challenging thing? Definitely building a fanbase and 

funding your own books. Without a big publisher 

standing behind you and funding your story, you real-

ly have to rely on your fanbase to help bring every-

thing together. This can be really hard as someone who does it part time, aside 

from already working a full time job and raising my kids as a single father. 

 

You're still early in the life of the Belial series, 

but do you have a planned end point, or are 

you just going with the flow? 

The plan for Belial is to get 4 issues done to 

complete the arc of the original story i set out to 

tell. So, yeah..with some other things in the 

works it may meet it's stopping point there. Or...if 

enough people get behind it I would love to keep it 

going. The creator i work with on it Chuck Pineau is 

absolutely hilarious and an incredible writer. I was hap-

py to bring him on as a co-creator. So if he is in 

it...then I am in it. It wouldn't exist as it is without his 

flavor.  

Check out Belial on Inst-Inked Comics! 

https://www.instinkedcomics.com/
https://www.instinkedcomics.com/
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This man is my fucking hero. There’s no two ways about it. When I first met him, 

his art enthralled me like none before had. A gritty, grimy style that I have tried 

many times to emulate. Subject matter that I could barely grasp at the time but I 

worked hard as I could to get up on to his level to see the world as he did.  

Without realizing it he served as a muse for my budding video production and mo-

tion picture storytelling pursuits for more than a decade. I became his one-man 

production crew, following him across cities and states to record interviews and 

gallery showings. He persisted with me through all the technical difficulties—and 

there were many, let me tell ya. 

Since those days, he has taken his ink-heavy style and design sensibilities to the 

corporate world, designing logos, merchandise, labels for beer AND coffee, and 

even sick decks like the two pictured below. 

The man is an award winning designer, y’all, and I’m incredibly proud to call him a 

friend. I give you a brief look into the art and design of 

MATTHEW RYAN SHARP 
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I gave this gallery a few extra pages because I felt that this man’s work needed 

to be shared in its varied forms. This last piece is a picture of the award he re-

ceived next to some of the designs that earned him that award. The man’s work 

speaks for itself, truly. 

As a shameless self promoter, and considering that self for me includes those 

around me, I will tell you with all bias in mind that you should be drinking Ar-

rowhead Ales beer and especially Smuggler’s Coffee. I literally do not buy any 

other coffee since I started drinking there, so that should be indication of the 

quality. 

If you’d like to join me in my adoration of Matthew’s art, check out his Insta-

gram. 

 

https://www.instagram.com/matthewryansharp/
https://www.instagram.com/matthewryansharp/
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Every creator has their own process, so I find it enormously helpful to 

gleam any information I can when I can. In this 

column, I share three tips for up and comers from 

the featured creators. 

From Ben Krieger:  

Get to know your collaborators. Building the team to do 
Tomorrow's Yesterday was undoubtedly the hardest 
thing I've had to do in terms of self-publishing, and also 
the most rewarding. Knowing what they're capable of, 
how they like to work, and what you can do to support 
them will result in the best possible product.  

Don't rush. Sometimes you'll be able to go fast and it will feel great. Other's you'll 
be crawling and it will feel terrible. Rushing doesn't help and it makes you feel 
worse.  

This is my weakness, but be confident. Be outgoing if you can too. I'm so incredi-
bly proud of Frontier Forever, and the team working on it with me, but it takes 
work to show the world that.  

 

Shaun Barbour: 

1.) Don't give up. Whatever your passion 
is. Keep at it. It's always worth it in the 
end as long as you give it everything you 
have.  

2.) Dont be afraid to kill your babies. WHAAAAT?!?! What I mean by that is...don't 
be afraid to let something go in the name of something else that makes it better. 
If you have an idea that just doesn't fit or that someone recommends to make 
things better. Follow that instinct or insight. Don't pressure things into your story. 
Adaptation is where growth can take place.  

3.) NETWORK!!! Find people in your arena. It's not a competition. Reach out as 
often as you can for advice and constructive criticism.  There is always something 
to learn, so surround yourself with people a level above your current place and 
work with those people to level up your creative game.  

Jeff Jackman: 

Find keyboard shortcuts. I have a couple hotkey commands 
that help me create layers for me or change my line levels 
at a button click rather than constantly doing same things 
over and over. see how you can shortcut places.  
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Keep your heroes in mind. For instance, Artstation can be tempting to follow a lot 
of people, but try to narrow it down so you are focused on what it is you are going 
for, and not distracted by certain artists work that may not help your end goal.  

Stick to a side project even if for just 20 minutes a day.  

————— 

Whoo! I hope you caught all those gems being dropped. I’m absolutely 
adding them to the master list. Maybe we crowdfund an all tips-n-tricks of 
the game issue to put in people’s hands one day? I like that idea. But I 
should, it was my idea. 

From myself, and especially as I get further along this Catalyst journey, I 
would emphasize self-promotion. Regardless of how you think you may 
compare to others (which you shouldn’t be anyway) you must promote 
your work in order to be successful. We are in an era where that’s easier 
and more productive than it ever has been, as we can join groups specific 
to our tastes and genres, and seek out platforms that cater to our meth-
ods best. 

Another big one for me is focus - it’s absolutely my weakest link, and I 
constantly find myself getting trapped by whatever trap I have laid for 
myself. If I come downstairs ands my monitors are on the gaming PC, you 
can bet that I’m probably going to spend (waste?) a lot of time gaming. If 
it’s on the work PC where all my creative work is, I’m far more likely to 
say “oh I’ll do this one thing” and end up working for a couple hours with-
out losing focus. If you can’t necessarily make the choice every time, set a 
trap for yourself if you can. Maybe your sketchbook needs to be on your 
side table first thing in the morning to get you thinking about that before 
you grab your phone. Maybe you need to leave your working copy of your 
script open on your computer so that it’s the first thing you see when you 
sit down. Find the method to the madness. 

This third one I’m stealing from a bunch of people since I’ve been hearing 
a lot of it in various media I’ve consumed over the last couple months. Do 
the hardest work first. The thing you need to talk yourself into the most 
or that requires the most energy—do that first. The thing you really want 
to do and don’t need your arm twisted for—that will get done easily. It’s 
essentially a way to turn the thing you want to do most into a reward, and 
if that thing is at the end of the day, even if you are running out of steam, 
it’s something you’re far more likely to find a second wind for. So if you 
really want to write the script but you’re dreading sending the emails to 
clients or collaborators—do the emails first. That way they’re done, and 
you can dive into the script without worrying about the hard thing that’s 
coming. 

-Dalibor 
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This is a list of indie books I read since the last issue and have loved. 

I want to just spew forth into immense detail about this 

book because it’s incredible in every way. I will try to re-

serve myself and give you the bare necessities to get 

you to read it.  

Human-piloted transforming mechs, invading alien force, 

secret cabals, conspiracies, setups, and a leading lady 

that grows before your eyes into a force of nature.  

And I’m only 34 chapters in. 

Read this book. 

Kindle — Hardcover — Audiobook 

From Constant Hustle Comics, and the mind of Charles 

Simpson comes Zero Gravity: Enter the Chaos.  

In a near future where mankind has learned apparently 

nothing and kept ruining this planet to the point of bare-

ly breathable air and near-toxic water, we push out from 

this sphere and start settling on other celestial bodies. 

After the E2 colony is set up on the moon, we come to 

find out that we’re not the only ones out there looking 

for a new home.  

A new evil comes to test mankind.  

 

Check out the firsrt issue of this high-energy series and 

other great comics at Constant Hustle Comics! 

Dazel, a young bounty hunter joins the crew of the Cyan after 

its captain helps her during an altercation. What secrets does 

the ship hold? What secrets does Dazel? 

 

According to its creator, “An easy way to describe the story would 

be "Anastasia in Space" with The Legend of Zelda-esque magic sys-

tem.“ 

 

If any, or all of that sounds intriguing, go check out Endless Moons! 

https://amzn.to/3Gz1mv6
https://amzn.to/3nKlotU
https://amzn.to/3BsLzu6
http://www.constanthustlecomics.com/
https://www.endlessmoons.com
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A massive colony ship drifts empty. An AssistA robot is 

activated suddenly, and sets out on a trek to find out 

where the crew had gone. 

There is however something else, nagging at the robot’s 

directives. Some...one else?  

 

Go along for the journey as AssistA works to find the 

truth about what happened. 

 

Check out Gone at Blue Fox Comics. 

Look between you and I, this speaks for itself.  

Harriet Tubman: Demon Slayer  is every bit as ba-

dass as Abraham Lincoln: Vampire hunter, and just 

about half as badass as Miss Tubman in real life. 

 

G’on now. Buy it at Kingwood Comics. 

Earth is dead. 

Humanity’s last embers burn on a single vessel in 

deep space. 

The battles are endless, and thus the highest honor 

is to serve the war effort. 

The enemy? Parasitic alien hordes.  

Our heroes? Five gifted young pilots who seek glory 

and revenge against the alien menace compete to 

lead the charge against the alien menace! 

 

Check out Joystick Angels & more on RAE Comics! 

https://bluefoxcomics.com/products/gone-volume-one-pdf
https://kingwoodcomics.com/
http://www.raecomics.com
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Since this is the first issue of Catalyst that is coming out on the intended date, I 

wanted to talk about setting—and more importantly sticking to deadlines. 

I know that many, if not all reading this are independent creators. We serve no 

master beyond our own ambitions. However even so, we need to set hard goals in 

order to get through each step in our journey, and on to the next one.  

I started this magazine essentially on a whim. I thought this was a whittled-down 

version of this grand idea that—in truth—I may still pursue some day. But I also 

needed an outlet. I didn’t want to get lost in the infinite field of the existing plat-

forms like Wattpad, and honestly I couldn’t guarantee that I’d do it just for myself. 

So I created this mechanism which has served me wonderfully so far. Catalyst is a 

magazine that accepts all comers—artists, writers, poets, photographers—whoever 

wants to share their work. At the same time it requires me to put in energy into 

writing. Whether it be editorial content like this, or creative content like the now 

four chapters of The Cost of Information. (That title is still fluid, so don’t judge too 

harshly yet, please.)  

In writing The Cost of Information, I dove into an area that I didn’t even consider I 

would be going in when I added the romance angle in Chapter 3. That in turn 

drove the big ask in Chapter 4, and ultimately decides the finale in Chapter 5 next 

issue. But none of that would have happened if I had not created that framework 

of “I need to write this chapter for the magazine I am making.” Most recently I 

was able to execute that in record time, because I decided that issue 4 was com-

ing out November 1st. Not “some time in November,” not “end of Q4,” November 

1st. I had that chapter ready October 1 to allow for editing time, and to give my-

self no reason of my own that would cause a delay. If my chapter was done, All I 

needed was a few questions answered and some digital artwork and comics from 

other creators. I can put this magazine out with only my creative and my editorial 

content, but I want to promote people’s work. So I got my work out of the way, 

and sent emails and confirmations, and follow-ups, and started laying out the 

magazine.  

In the final moments here, I’m finishing up this editorial to export, upload, and 

schedule for an early morning delivery to your inboxes on November 1st.  

Even though we don’t (in most cases) have other masters, we must be the mas-

ters of our own domain, to paraphrase an episode of Seinfeld. For if we do not set 

the rules, then there are none, and without rules, chaos reigns. You might get the 

writing done, you might not. Something will likely distract you from writing that 

script. You’ll probably play video games instead of editing that photo shoot. 

Set a date and do the work. 

If you need help with the date, I’ll give you one. January 15. Issue 5 of Catalyst 

releases. Shoot me an email, and I’d love to feature your work. 

- Dalibor 
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The whole point here is to get you the reader to interact with, consume, and ideal-

ly spend money with the creators I’ve spotlighted in this magazine. Below you will 

find a list of everybody’s websites and social media tags. Go buy something you 

bums! 

BEN KRIEGER 

FRONTIER FOREVER 

https://frontierforever.org/ 

Instagram/Twitter/Facebook—FrontierForever 

 

JEFF JACKMAN 

http://www.jeffjackmanart.com/ 

Instagram/TikTok/Facebook—4orkast 

 

SHAUN BARBOUR 

INST-INKED COMICS 

https://www.instinkedcomics.com/ 

Instagram/TikTok—instink3d 

Facebook—BelialComic 

 

MATTHEW RYAN SHARP 

Instagram—matthewryansharp 

 

DALIBOR ZUJOVIC / NEXUS  

www.nexus.studio  

Facebook/Instagram— nexusstudiosinc  

Twitter— nexusstudios  

www.t3g.media  

YouTube/Instagram/Facebook/Twitter— T3GMedia  

www.TheCatalyst.digital  

Facebook - CatalystPub  

 

If you would like to be featured in Catalyst, get in touch via Facebook or email.  

contact@thecatalyst.digital  

https://frontierforever.org/
https://www.instagram.com/frontierforever/
https://twitter.com/frontierforever
https://www.facebook.com/FrontierForever/
http://www.jeffjackmanart.com/
https://www.instagram.com/4orkast/
https://www.tiktok.com/@4orkast
https://www.facebook.com/4orkast/
https://www.instinkedcomics.com/
https://www.instagram.com/instink3d/
https://www.tiktok.com/@instinked
https://www.facebook.com/BelialComic
https://www.instagram.com/matthewryansharp/
HTTP://WWW.NEXUS.STUDIO
http://www.t3g.media
http://www.TheCatalyst.digital
mailto:contact@thecatalyst.digital?subject=Catalyst%20Feature%20Request
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