
Do not ask Eric Markow and 
Thom Norris how they achieve their 
magnificently intricate, delicate and 
mystifying woven glass sculptures, 
these self-taught artisans will not 
explain the process that took over 10 
years for them to perfect. Inspired by 
the inexplicably complex framework 
of the natural world, Markow & Norris 
create enigmatically harmonious 
works of art. Each deceptively organic 
form requires extensive planning and 
flawless execution, as the raw material 
is ever-so-fragile glass. 

Every limited edition piece begins 
as a fantastical image in the designers’ 
subconscious, before undergoing 
weeks or months of conceptual 
preparation, color blending and then 
over 100 hours of kiln time alone. The 
artists’ proprietary woven technique 
requires hours of precise manipulation, 
followed by meticulously micro-
controlled annealing. After the initial 
preparation, pieces undergo 3 to 4 
separate firings each at temperatures 
of up to 1500 degrees before being fire 
polished over the artists’ handmade 
molds. The effect is tightly woven, 
vividly colorful and distinctive works, 
conceived with a marriage of science, 
art and alchemy.

Markow & Norris seek to inspire 
with the intricate nature of their work: 
“we love to see people surprised at the 
notion of weaving glass and wonder 
how it is done.”Due to the time 
consuming nature of their work, the 
artists produce only 40 to 50 works per 
year and there is often a waiting list of 
up to a year to acquire a Markow & 
Norris piece.

Markow mixes all glass colors 
himself, creating an infinite color 
palette distinct to that of any other 
glass artist. Though Norris prefers to 
first sketch out a rough estimate of 
the art, Markow’s ideas are usually 
imagined and built on a light table 
without a drawing. Markow & Norris 
give careful consideration to color 
transition both horizontally and 
vertically, creating both subtle and 
sharp color gradients. 

Though many would consider the 
painstaking nature of their work 
tedious, Markow disagrees: “I have 
always been an extremely detail 
oriented person and I am most 
comfortable when working with a 
complex process. I like the precise 
nature of a glass weave and thrive 
on the fact that it is technically 
challenging to do. I rarely consider 
it to be too tedious to enjoy. It’s not 
difficult if you love doing it.”

The dedicated artisans both agree 
they are most influenced by each 
other: “We bring different approaches 
to the table when considering any new 
piece of art. Working in tandem gives 
us exponentially greater creative 
power and imagination,” says Norris. 

Markow & Norris are the premiere 
woven glass artists in the world, with 
a proprietary and distinctive tightly 
woven technique. Every Markow 
& Norris piece is rare, handmade 
in the artists’ Virginia studio to be 
a one of a kind heirloom. For more 
information on Markow & Norris, 
their unique woven glass art or to 
request collector’s information please 
visit www.wovenglass.com .

Woven Glass Artists Create 
Impossibly Organic Forms

The best way to describe Fable:TLC 
would be an action-adventure-role-
playing game, which, besides being 
horrific overuse of hyphens, is also an 
understatement. 

Originally titled ‘Project Ego’, the designers of Fable:TLC 
have worked to create a living, breathing virtual world for 
the player to exist in.  As the title suggests, it’s a fable world, 
a fantasy landscape populated with characters and objects 
to interact with. There are the usual fantasy role-playing 
elements – magical swords, armour and items in abundance, 
and fantastic creatures and characters that are either hostile 
or benevolent. The player begins the game as a young boy 
who grows into a hero by fulfilling quests and performing 
feats to improve his skills and earn renown. So far it sounds 
like every other fantasy role-playing game out there. 
However there are a few features that distinguish Fable:
TLC.  Firstly, it’s use of the principles of cause and effect.  
Each action performed by the player has a consequence, an 
either temporary or permanent effect on his environment, or 
himself. Cheat on your wife and she’ll leave you if she finds 
out. Kill an innocent person and if someone saw you they’ll 
report you to the guards, in which case you can attempt 
to bribe your way out of jail or try any number of daring 
escapes or methods of evading justice.

The world in which the character exists is populated by 
hundreds of people and beasts, each with their own personal 
agenda. And they remember you. Any action that you perform 
in relation to another character is stamped on that character’s 
memory, and will affect your relationship with them from 
then on. Like real human relations though, you can change 
the way another person feels about you by performing 
relevant actions. Be nice to them and they’ll forgive you, 
up to a point.  The world is rendered with it’s own day/night 
cycles, and the characters are awake and about town during 
the day, eating dinner in the evening, and snoring in bed 
at night – an excellent time to sneak into their houses and 
do some ‘wealth redistribution’.  However, remember that 
whatever you do has an affect on your reputation and your 
visible appearance. Be good and your alignment will lean 
towards sainthood and an angelic appearance complete with 
halo, whereas evil deeds are rewarded with evil looking eyes 
and short horns, and corresponding responses from non-
player characters. You choose which way you’ll turn out.  
This concept is taken a bit further by the physical nature 
of the actions you perform. If you spend a lot of time in 
melee combat your character will develop muscles in the 
appropriate places, while relying on magic or archery keeps 
you slim and trim.  

Did you notice I mentioned cheating on your wife just 
now? That’s because you can. Have a wife, I mean. In fact, 
if you’re smart enough you can have a few, just make sure 

they don’t find out about each other - those consequences 
again - though sometimes it’s as much fun to allow these 
things to happen as it is to try to avoid them

Since there is no multi-player component, a game of this 
type needs a lot to keep players returning, and in this Fable:
TLC is well stocked. The main storyline is quite short and 
can be completed fairly quickly, but the end of the story 
is by no means the end of the game. This is open-ended 
gameplay, meaning that you can continue to grow your 
character indefinitely once the main story is complete. There 
are hundreds of smaller side quests to discover, They’re 
not simply generic quests with the names of the characters 
changed – go to point B and kill subject A – they are varied 
and interesting with lives and characters of their own, and of 
course, the ever-present repercussions on the world around 
you.  

Unlike many other role-playing games, combat is not 
evidently based on dice rolls and numbers. You won’t find 
yourself attacking opponents with remaining hit-points 
floating above their heads, and you won’t see your character 
striking an enemy without doing any damage, unless your 
enemy visibly blocks the attack. I like this. Combat is now 
actually fun, a good solution to a personal gripe I’ve had 
with role-playing games for a long time now (I hope the 
World of Warcraft devs read this…).

Aesthetically, Fable:TLC is gorgeous. The game engine 
itself is not graphically ground-breaking, however the art 
team has made excellent use of texture and lighting to create 
a ‘Brothers Grimm’ fairy-tale look that you might expect 
to find on a Tim Burton film set, with touches of Japanese 
anime also in evidence. While initially I was a little annoyed 
by what I felt was overuse of soft-focus – everything appears 
to glow or shimmer slightly – after a while I was enjoying 
simply running around the game world looking at the various 
views and taking screenshots. Forests are particularly well 
rendered with sunlight beaming through the trees and 
casting shadows of branches and leaves on the ground and 
any creature or character passing through.

The audio team has also done an excellent job of creating 
atmospheric music that I found quite emotive and appropriate 
for each situation. What I also find impressive is how much 
of the spoken dialogue is voiced by voice actors. How 
much? All of it. And it’s good too, the voices are convincing 
without sounding too contrived or emotionless as some other 
titles suffer from.

Fable:TLC does not take itself too seriously, offering 
a fresh look at the role-playing genre, including a good 
dosage of both simplicity and depth without over-burdening 
the player with stats or skill-levels.  You make decisions, 
you experience the consequences. It’s escapism with 
responsibility, and it’s fun. 

This review refers to the Windows PC Fable:The Lost 
Chapters is published by Microsoft and available at all 
leading software stores.

Fable: The Lost Chapters
It’s fun to reap what you sow.




