
 Drawing has been a part of my life since as long as I could pick up a pencil. It 

has been a growing love affair that continues to grow as my skills improve. It started 

from when my brothers first showed me how to draw a “muscle man” and it has evolved 

greatly since then. The majority of my works are figure drawings featuring creatures and 

characters from the far reaches of my imagination. Growing up watching fantasy movies 

and playing a lot of video games I was constantly inspired to create my own characters 

with their own backstories. I would attempt to convey who they were and where they 

came from based on their clothing and what they were doing. Some of my main 

inspirations were John Howe, an artist who worked on Lord of the Rings, and the art 

team at Blizzard Entertainment, who makes games such as World of Warcraft. These 

both realistic, yet fantastical styles really drove me to make my drawings look as if they 

could indeed be real.  As my knowledge of the human form and basic anatomy grew I 

began experimenting with possible creatures or abominations that share certain 

physical features of real animals or humans. 

 Recently I have also learned about sacred geometry, and fractal geometry. In a 

nutshell these are ways to mathematically describe the physical and natural world 

around us. Sacred geometry deals with how repetition of equilateral shapes (foremost 

the circle) can create many more shapes and patterns. Fractals are when shapes look 

the same no matter how far you zoom in or out, such as a tree, mountains, and clouds. 

This is caused by another type of repetition that most everything in the natural world 

follows. Fractals are a recent topic the mathematicians have begun to accept and I 

believe it holds the key to describing the world around us, which I believe is the goal of 

art itself. I look forward to where these will lead my artwork in the future. 
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