
Gleb Alexandrov
Warsaw, Poland • Brest, Belarus
glebalexandrov.com • creativeshrimp.com
3D/CGI experience: 15 years

tools
Blender, Krita, Gimp, Meshroom, Unreal Engine

employer, position
Creative Shrimp, Vertstretch Ltd., Creative Director

known for
SpaceVFX video course, Hard Surface Modeling in 
Blender video course

artist statement
I believe everyone can make a living, equipped with 
a computer and open-source software (Blender in 
my case). Together with Aidy Burrows we run an 
educational website, Creative Shrimp, where we 
share tips and tricks about making 3D art. We are 
keen on experimenting with different facets of CGI, 
from nebulae simulations to photogrammetry and 
real-time graphics for games. We’ve been lucky 
to become a part of the super-supportive Blender 
community to share our stuff with.

advice
Set yourself minimum viable goals (not super ambi-
tious at first) and make sure you actually complete 
something and preferably get feedback on it. The 
skill of crossing things off the list is crucial—it’s how 
it works for me at least. A good way to kickstart the 
creative process is to browse through a bunch of 
images on Pixabay or wherever and wait till some-
thing pushes you in a certain direction, then follow.

Mark Anderson
Chicago, Illinois
mtanderson64.myportfolio.com 
3D/CGI experience: 2 years

tools
Blender, Adobe Animate, Sony Vegas

artist statement
With the creation of YouTube, there was a notice-
able disruption in the way people consumed media. 
Through YouTube, people no longer had to rely on 
massive media corporations to find entertainment 
as individuals were enabled to create and upload 
(almost) anything they wanted. • My engagement 
with YouTube began when I was a teenager up-
loading stick figure animations and mashups. My 
early attempts at animation and video production 
were elementary, yet they gave me the experience I 
have today allowing me to refocus my efforts. • This 
animation was produced to serve as an intro title 
sequence for a concept YouTube video series doc-
umenting successful YouTube channels throughout 
the website’s history. With the shift towards resem-
bling traditional television programming seen on the 
platform today, seasoned creators and viewers long 
for a return to the original form. This series will aid 
in fulfilling their desire.

advice
Animation is an incredibly interesting and utterly 
unique art. It separates itself from all other art 
forms as it is all about creating the illusion of mo-
tion, realistic and exaggerated. Because it does not 
necessarily require the skills of drawing and paint-
ing, many who see themselves as not artistic may 
find that they are actually able to animate. If anima-
tion interests you, just play around with stick figure 
animation to see if it will spark a fire in you.

Bryan Ballinger
Huntington, Indiana
breadwig.com
3D/CGI experience: 30 years

tools
Maya, Vray, Zbrush, Keyshot, Photoshop, Procreate, 
Premiere, InDesign, Illustrator

employers, positions
Huntington University (Full Professor), Big Idea Pro-
ductions/VeggieTales (3D Design Lead), Microsoft 
(Illustration Lead)

clients
HarperCollins, Disney, Microsoft, Scholastic, Mac-
millan Publishing, McGraw Hill, Nintendo, American 
Greetings, Big Idea Productions, Zondervan, Harley 
Davidson, Nabisco, EltonJohn.com, NBC, The Na-
tional Association of Broadcasters,  ConAgra Foods 
and a bunch more he doesn’t remember

known for
Encarta CDROM Encyclopedia (Microsoft), Explora-
pedia (Microsoft), Jonah, A VeggieTales Movie, Ani-
mal Gas (picture book), The Great Cheese Squeeze 
(picture book), What’s in the Bible (video series for 
kids), God Made You Special and God Loves You 
Very Much (picture books)

artist statement
Whether it’s illustration or 3D or murals or photogra-
phy, my creative work invites the viewer to imagine 
the unseen story. My art explores inferred narrative 
through interesting—and, at times, absurd—charac-
ters and slightly off-kilter landscapes. I am driven to 
explore the use of as many different image-making 
techniques as I can, mixing and matching traditional 
and digital processes to create works of diverse 
texture that are still identifiable as my own cre-
ations.  I create images that feature odd characters 
and fickle settings that represent the absurdity and 
emotion of what it means to be human.

advice
Try to balance learning the technical side of CG with 
the artistic fundamentals side of the discipline. Both 
are equally important. Also be open to exploring and 
figuring out where your passions and natural skills 
intersect.

cool interview
youtube.com/watch?v=wedIYKN86g4&t=3s

Jean-Michel Bihorel
Rennes, France
jmbihorel.myportfolio.com/ 
3D/CGI experience: 15 years

tools
PC workstation, HTC Vive VR headset, 7D Canon 
camera, Maya, Houdini, Zbrush, Mari, Substance 
Painter, Nuke, Guerilla Render, Redshift, Photoshop

employer, position
Creative Seeds, 3d animation school, Founder and 
Mentor

artist statement
Child of the digital generation, I fully embrace this 
medium with infinite potential which offers total 
freedom of expression. However, I strive to ensure 
that the digital aspect of my images is not what 
characterizes them in the first place. My approach 
leads me to anchor my images in a form of visual 
realism. I thus operate a kind of link between a 
digital medium and the traditional skills from which 
I was nourished. This mainly involves the treatment 
of materials and details to give visual plausibility to 
dreamlike subjects. This also involves lighting that 
magnify the volumes and the different properties of 
surfaces to make them almost graspable. Although 
virtual, my subjects therefore always have an aes-
thetic that could be described as classic.

advice
Always take your inspiration from many different 
media. Dont look at stylistically pre-digested 3D 
content made by other artists to make some more 
3D content. Look at sculpture, painting, photogra-
phy, nature—then come up with your own ideas.

Aidy Burrows
Warrington, England
blendernetwork.org/aidy-burrows • creativeshrimp.com
3D/CGI experience: 11 years

tools
Blender, Unreal Engine 4, Krita

employer, position
Creative Shrimp, Co-Director

known for
Lego Hobbit handheld, Lego Marvel, Lego Movie vid-
eo game, Lego City Undercover, Lego City The Chase 
Begins, Lego Star Wars 3 The Clone Wars, Lego Rock 
Band video game, Lord of the Rings Aragorn’s Quest 
for PS2, PS3 and handheld. Co-created the best 
selling Hard Surface & Space VFX training courses 
for Blender with Gleb Alexandrov.

freelance clients
Hand Held Cine Club

artist statement
If I’m honest I’m probably just doing this for four 
motivations—

1. Immortality—When I’m dead the output has a 
strong chance of still being around. 

2. Significance—To potentially inspire an idea or 
positive mood change in others. 

3. It’s enjoyable (the iteration, simply the feel of 
using the tools). 

4. Pass on something of what seemed valuable 
to me and share it with others.

Oh and getting paid for it is nice, too, but if that 
was the ONLY motivation then I’d recommend a lot 
of other easier things to do to ensure getting paid 
rather than art. 

advice
How do you know you’ve finished? Get that clear 
at the start, is it a technical study? Supposed to 
evoke a particular emotion? Otherwise you may 
get infinitely trapped iterating not knowing when to 
move on to the next image. • Context is everything! 
I.e., the frame. Move the frame and maybe it works. 
The frame can be the borders of the image, but also 
the time you’re in, the room you’re in, who’s your 
audience?

Kanishk Chouhan
Bangalore,India
pixel-architect.com
3D/CGI experience: 9 years

tools
Zbrush, Blender, Photoshop, Mudbox

artist statement
I am very pleased to hear to hear that my artworks 
have been selected for the exhibition. Thank you so 
much for choosing me. I really enjoy doing personal 
artworks as it keeps me aware of the new skills I 
might need to acquire. It also helps me grow as an 
artist.

advice
Always focus on your personal artworks. Studio 
work is good but in a studio, one asset is touched 
by so many artists you loose that personal belong-
ingness to the asset. Your personal artwork is yours 
and you can show off as your own artwork.

Nathan Duck
Nashville, Tennessee
Ducky3d.com
3D/CGI experience: 7 years

tools
Blender, After Effects, Photoshop

known for
Owner of Ducky 3D, dedicated to creating educa-
tional content and high quality assets for Blender 
users

artist statement
As an artist, from the beginning I have done every-
thing I do out of a sense of curiosity. I love to use 
the newest tech to help with the weird artistic ideas 
I have on a daily basis.

advice
A lot of people will give you industry advice or say 
something inspiring. What I want to tell you guys is 
to be very thankful for where you are. You are quite 
lucky to have found what you want to do with your 
life, and that is an amazing thing. Hold onto that. 
Keep doing what you are doing—you are awesome.

Stuart Fano
Atlanta, Georgia
stuartfano.com
3D/CGI experience: 5 years

tools
Brain, hands and eyes; Houdini, Maya, After Effects

employer, position
The DVI Group (top ranked video production compa-
ny), 2D/3D Team Lead

artist statement
I’m drawn to the odd, uncanny and weird. I’m 
transfixed by things that don’t quite fit and that don’t 
behave as they should when no one is looking. My 
gaze is locked on the opposite direction, at things 
lurking on the edge of awareness, that upon detec-
tion, dart from existence with Heisenbergian effi-
ciency. • My work is a dusky recollection of furtive 
expeditions to a sublunar territory and a retrieval of 
its shadowy treasure. In which design decisions are 
not necessarily made for aesthetic reasons, but for 
their accuracy in capturing a flickering, out of focus 
memory. The resulting image is always a foggy 
copy of the original—transient and imperfect. It’s like 
using a telescope with a greased lens to create a 
map of the moon.

Lee Griggs
Madrid, Spain
leegriggs.com
3D/CGI experience: decades

tools
Arnold Renderer, Maya, 3DS Max, Houdini, Softim-
age, Cinema 4D, Katana

known for
Being in-house artist at Autodesk, arguably the 
world’s foremost 3D software company. Creating 
tutorials and documentation for the Arnold Render-
er.

featured in
CNN, The Sun, The Daily Mail, Discovery Channel, 
Mashable, Buzzfeed, GetInspired Magazine, Visual 
News, Gizmodo, The Verge and many others

Erel Herzog
Tel Aviv, Israel
youtube.com/erel96
3D/CGI experience: 8 years

tools
Blender, Unity, After Effects, Premiere, Photoshop

known for
Iron Sky: The Coming Race, Juda 2

artist statement
Hi! I am Erel Herzog and I am a CG Specialist from 
Tel Aviv. I create realistic visualizations, CGI for film 
and TV and 3D environments for VR games and 
experiences. In every work that I create, I strive for 
realistic lighting and materials, cinematic camera 
moves and attention to those small details that we 
overlook in real life, like graffiti on the walls in the 
background. If you have any questions, feel free to 
DM me on Facebook and I would love to help.  (:

advice
Keep making art. Every project, every render you 
make, you will learn something new.

cool video
youtube.com/watch?v=zWGXNZimnEA

Sarah McCulloch
Liverpool, United Kingdom
artstation.com/sarahmcculloch
3D/CGI experience: 6 years

tools
3ds Max, Photoshop, Keyshot

employer, position
Cloud Imperium Games, Concept Designer 

known for
Star Citizen

artist statement
I want to create things people have never seen be-
fore to hopefully inspire and to spark interest in the 
subject at hand, i.e. sci-fi. 

advice
Always learn subjects that you are uncomfortable 
in. I never thought I would become a hard surface 
artist let alone a designer in the field. I pushed my-
self to learn this though I felt out of my depth—was 
the best decision I ever made.

Eugenio Pignataro
Buenos Aires Argentina
oscurart.com
3D/CGI experience: 16 years

tools
Blender

employer, position
Oscurart, Modeler 

freelance clients
World Steel, 3DAR, Theory, Gizmo, Illusion

advice
You must kept the heat in the chair. 3D isn’t work, 
it’s a lifestyle.

Wojciech Portnicki
Warsaw, Poland
behance.net/Auror
3D/CGI experience: 9 years

tools
Modo, Octane renderer, HDR Light Studio, Marvel-
ous Designer, MoI3d, Photoshop, Illustrator, AfterEf-
fects

employer, position
Plej Advertising Agency, Head of Design

employer clients
Red Bull Mobile, Play, Continental, Piatnica, Energizer

freelance clients
JBL, harman/kardon, Cleer, Getin Bank, Noble Bank

artist statement
I’m a multidisciplinary designer with a focus on 
product visualization and branding. As much fun 
(and frustration at times!) as 3D graphics is, I also 
do a lot of 2D graphics, motion design and brand-
ing. I create most of my work using Modo, Octane 
renderer, Photoshop and After Effects. I’ve never 
studied graphic design and as most designers in 
Poland in the early 2000s’ I was a hobbyist playing 
around with Photoshop. I was fascinated with the 
Internet in it’s early days, and I was trying to design 
my very own website. Since then I’ve picked up 
other Adobe programs and I finally came across a 
3D software: Modo. I was very impressed with the 
images it could produce so I decided to learn it. I 
attended a 3-day course for beginners, which was 
enough to push me through the initial learning curve 
of any 3D package.

advice
CGI is hard at the very beginning, but it gets easier 
along the way. I highly recommend signing up for a 
stationary course or a class, especially at the start. 
There are plenty of great resources on the web 
too: 3D software forums, Facebook groups, Slack 
channels, etc. Also, get inspired—browse other peo-
ple’s workSign up for Behance, ArtStation, Vimeo, 
Dribble. More importantly, do the offline stuff as 
well: watch movies, read books, attend exhibitions, 
travel! It all helps.

Victor Serdobintsev
Kyiv, Ukraine
behance.net/Victor1987
3D/CGI experience: 12 years

tools 
3ds Max, Corona Renderer, Photosop, Itoo Forest 
Pack, Quixel Megascans, Sketchup

known for
Hudson Yards, Manhattan, New York City; Neue 
National Gallery Berlin

artist statement
I am a dedicated 3D artist whose mission is to 
make non-existing reality look fantastic and genu-
ine. In my visualizations I not only render images 
but also play with shadows, penetrate into the depth 
of the dark and the warmth of the light, express a 
wide range of colours to highlight the natural beauty 
of every single detail we work on. A sincere devotion  
to visual creation results in delivering a new, yet 
unseen virtual beauty to the world of contemporary 
art and architecture. I provide high-quality interior 
and exterior visualization of any complexity. 

advice
My advice is to love what you do, love your job and 
do not be afraid to experiment and try something 
new. I would like to wish everyone a lot of creative 
ideas, inspiration and inexhaustible optimism!

Midge Sinnaeve
Antwerpen, Belgium
mantissa.xyz
3D/CGI experience: 10 years

tools
Blender, Photoscan, GIMP, Inkscape, Kdenlive, Void 
Linux

cool mathematical nickname
Mantissa

self-attribution!
Polygoon

freelance client list
musicians, music labels, Flying Lotus tour visuals, 
cryptocurrency launch event, nightclub and festival 
visuals, music videos

artist statement
I really enjoy the more experimental side of creat-
ing CG art. What started as a way to circumvent 
traditional 3D modeling and sculpting to practice 
lighting and compositing has slowly turned in to a 
full workflow and style. I never expected this to be 
where I would end up, but really enjoy what I do!

advice
Figure out what interests you and don’t let others 
tell you there only one way to do things. If you can 
keep yourself excited about what you’re learning 
and creating, you’ll stick with it longer and have a 
more fulfilling path in the end!

Ian Spriggs
Vancouver, Canada
ianspriggs.com
3D/CGI experience: 15 years

tools
Maya, Mudbox, Photoshop, V-Ray

held positions at these studios
Unity, Image Engine, UMedia, Rising Sun Pictures, 
AMD, OatsStudios, Scanline VFX, Industrial Light 
and Magic, Mr.X Inc., String Theory, Starz Anima-
tion, Hatch Studios 

select filmography
Mulan (2020), Lost in Space, The Mandalorian, 
Spiderman Far from Home, John Wick 3, Skyscraper, 
Batman vs. Superman, Miss Peregrin’s Home for 
Peculiar Children, Warcraft, Vikings, Robocop, Pacific 
Rim, The Three Musketeers, Harry Potter and the 
Deathly Hallows, The Pirates Who Don’t Do Anything: 
A Veggie Tales Movie, and many, many more (see 
full filmography at website)

artist statement
Ian Spriggs is a digital portrait artist.  He works 
on creating believable digital humans, one which 
questions the notion of portraiture and the under-
standing of the uncanny valley.  His work focuses 
on the connection to digital humans by exploring 
what makes us human and how we define identi-
ty.  His hyper realistic works have been recognized 
globally and he is a forerunner in the creation of 
digital humans.   

advice
My advice for upcoming digital artists is to create 
the art you enjoy creating. I see students creating a 
portfolio directed at a certain company they want 
to work for. These portfolios usually get lost in the 
mixed of other artists doing the same thing. By 
creating something you love doing, it will be origi-
nal and creative. The companies who have similar 
visions will come to you, and these are the com-
panies you should really want to work for.  • Also 
remember, 1 coffee per day at $3.50, Mon-Fri, 15 
year career = $13,650. 

Maciej Stok-Stokowiec
Zalesie Górne, Poland
artstation.com/stocker • instagram: stokmaciej
3D/CGI experience: 10 years

tools
Blender, Zbrush, Substance Painter/Designer, Unre-
al, Unity

employers, positions
Layopi Games, 3D generalist; Ice Code Games, 
environment artist

known for
Devil’s Hunt, currently working on a new title

artist statement
I started with 3D when i was 17 years old. Comput-
er games were the base for this adventure. I was 
learning from the internet and by myself making a 
lot of mistakes. It took some time before I realized 
that 3D software like Maya, Blender, Zbrush and all 
of them are just tools. When I finished high school 
I went to Academy of Fine Arts in Warsaw to study 
graphic design, which increased my sensitivity. 
Currently I’m working at my master’s degree, part 
of which you can find on my instagram. Also I am 
working in game development as a 3D artist.

advice
My advice is for CGI students to go for a fine art 
studies. It expands what we see and gives us anoth-
er point of view. I think that painting, drawing and 
traditional sculpting enhance our skills in CGI by 
giving them our unique style that comes out from 
us. It’s very important I think to make our unique art, 
not a copy. 

Davide Tirindelli
Udine, Italy
artstation.com/davzeppelin
3D/CGI experience: 7 years

tools
Blender, GIMP, Unreal Engine

artist statement
CG started as a hobby for me. I never thought it 
could ever turn into a job one day. What I try to do is 
always learn new methods and skills, while trying to 
make creative and unexpected work. I think show-
ing something unique is the best way to have a 
chance of making people notice what you are doing.

advice
CG is wide. Try to find which part you like the most 
and go with that one, as it’s where you’re going to 
give your best. Also, try to be creative without fear. 
The world is a big place and you will find people 
who like your unique vision of things. If you have 
hard times and feel lost, don’t give up: keep learning, 
improving and being the best you can. The rest will 
happen on its own.

Michael Ulrych
Carson City, Nevada
ArtScienceFaith.com
15 years so far pulling my hair out with 3D/CGI

tools
coffee, Intel i9 Processor, really good water cooler, 
Vue Infinite, Photoshop

employer
Carson City Nevada School District

artist statement
I give more art away than I sell. It’s all over the 
house.  This is a fault I need to work on. As an artist 
I really like this formula:

First, I take in knowledge about God, His Word. I 
add faith as it impossible to please God without 
it. I divide that by my imagination, which for me is 
visualizing theology in nature and any other illustra-
tive ideas. Take that answer to the power of love. I 
ask myself, is the idea honoring to God, is it a loving 
expression of truth? Or another way, will God love 
the image of this idea? If so then it is automatically 
loving to everyone else because it contains divine 
truth. I then add time. These take me a lot more 
time than you think. If I really knew what I was doing 
they wouldn’t take as long as they do. It’s all good 
though—time bonds me to the crafted thing.

advice
Love what your art does to others… Colossians 
3:23-24: “Whatever you do, work at it with all your 
heart, as working for the Lord, not for human 
masters, since you know that you will receive an 
inheritance from the Lord as a reward. It is the Lord 
Christ you are serving.”

Yorvin Luna Wisky
San Cristóbal, Dominican Republic.
instagram.com/cgimoon
3D/CGI experience: 2 years

tools
Blender, Photoshop, Substance Painter, After Effects

known for
Part of Your World, The Little Mermaid Live 

artist statement
Most of my works are modeled and rendered in 
Blender, but sometimes I have to use Photoshop 
to fix some issues like lighting or add things like a 
steam image to a cup of coffee render for example. 
Though I don’t have a lot of experience in materials 
and renders, my CGI partner Davide Tirindelli [also 
in this exhibition] is always in charge of rendering 
our projects, while I’m normally the guy who models 
them. The majority of my models are cars but I’ve 
worked on interiors like bedrooms, living rooms, 
and kitchens. Since I started using Blender, I’ve 
been practicing a lot in my modeling, texturing, and 
lighting skills. Davide and I are always working on 
personal projects, so it’s inevitable not practice, 
something that is good if you really want to improve 
your skills. I often use Saturdays and Sundays to 
challenge myself and model a hard surface just for 
practice.

advice
CGI is art, which means no matter how good you 
know a 3D software, you have to practice A LOT to 
develop an artist’s eye. Go to CGI sites like Artsta-
tion and cautiously see those renders. Try to figure 
out what’s the thing that makes them special. Go to 
Youtube or Udemy and watch tons of tutorials until 
you feel confident to do it alone. See your rest days 
as a chance to practice CGI.

meet
artiststhe

Global invitations brought artists from 15 countries and 6 US cities


