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Liudmila Kirdiashkina,  
Portrait of the Girl, 2017

 In Maya I made 
several nHair systems 

based on the curves 
exported from ZBrush. 
Then I assigned a Paint 

Effects brush to those 
nHair systems and used 

the output curves to 
generate XGen hair. Later 

on I made about seven 
VRay Hair shaders 
for different types 
of hair strands. 

The work of artists such as 
Julia Margaret Cameron or 
Käthe Kollwitz stands out for 
me because it is so different to 
that of their male 
contemporaries. Despite 

working at times controlled by the patriarchy, 
these women did not try to compete by 
expressing themselves as men did, but instead 
embraced their female point of view. With that 
came a warmth we all recognise from our 
mothers and grandmothers – something that 
could be said to be uniquely female. 

We have come far in the decades since, as 
more and more female artists come to the fore, 
but still have a long way to travel before the 
perspectives of all genders are considered of 
equal value. Diversity is only achieved if the 
world we represent is as varied as the views of it.

One of the AWUK pillars is to showcase the 
work of our peers and it has been an honour to 
help select these pieces and celebrate just a 
handful of the many talented women in our 
industry.  Each one of these pieces is unique; 
each one is uniquely female.

Beth Parker
Animation Chair, AWUK

We’ve teamed up with Animated Women UK 
to curate a special gallery celebrating women 
across our industry. Get inspired and upgrade 

your skills with these talented artists today!

WONDER 
WOMEN

ABOUT THE 
ORGANISATION
Animated Women UK exists to positively 
support, represent, celebrate and encourage 
women in the animation and VFX industries 
in the UK. It aims to change the gender 
landscape by building a vibrant network that 
facilitates mentoring, knowledge exchange 
and education resulting in women in 
animation and VFX fulfilling their potential.

Join today at animatedwomenuk.com

Curated by

ANIMATED WOMEN UK

Work in progress…

Software ZBrush, Maya, 
Substance Painter, Mari, 
XGen, V-Ray, Marvelous 
Designer

Liudmila is a 3D artist focused 
on hard surface objects

Liudmila Kirdiashkina
artstation.com/artist/liu_k
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Kathrin Hawelka,  
ASICS: Gel Runs Deep, 2015

 The award-winning ASICS Gellyfish 
was developed for ASICS’ ‘Gel Runs 

Deep’ campaign, launching the 
innovative Gel Quantum 360 trainers. 
From laser scanning the prototype to 

organic sculpting, bespoke lighting 
techniques and procedural simulation, 
this branded character was crafted to 

mimic the balletic movement of a 
jellyfish, while maintaining the look and 

feel of the innovative sports shoe 
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Work in progress…

Software Maya, ZBrush, Mari, 
V-Ray, Photoshop, Nuke

Kat is a senior digital artist at 
Saddington Baynes, specialising 
in 3D visualisation, art direction 
and high-end retouching

Kathrin Hawelka
saddingtonbaynes.com
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Curated by

 Great light 
work and a 
cool idea  

Beth Parker

Alternative render

Software Unity, ZBrush, 
Maya, Mari, Substance 
Painter and Photoshop

Yibing is technical art 
supervisor on the Made with 
Unity team

Yibing Jiang
unity.com

 I like the 
quality, lighting 
and the gentle 

scene  
Anna Gregory

Director, AWUKYibing Jiang,  
Art Test by Unity Technologies, 2017

 I’m the director of this 
test scene, working with 
Laurent Harduin, Jacob 
Norris, and Colin 
Thomas. The power of 
real-time rendering has 
come such a long way. 
This shot demonstrates 
the high-quality we are 
achieving internally when 
exploring content from 
an artist’s perspective 
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Work in progress…

Software Maya, Photoshop, 
After Effects, ZBrush

Emilie is currently working as a 
character and environment 
artist at Media Molecule Ltd in 
the United Kingdom

Emilie Stabell
emiliestabell.com
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HAND PAINTED 
TEXTURES
Every single texture, all 
60-something of them, are hand 
painted in Photoshop. Since the 
piece is flat shaded, I painted all 
the light information into the 
textures themselves. This was a 
great creative challenge and 
allowed me to get a much more 
illustrative and playful look.

PROJECTING IN 
ZBRUSH
To provide myself with a few 
landmarks to paint from, I 
projected a rough guide from the 
original concept onto the finished 
3D asset when necessary. This 
helped me streamline my 
workflow and made the process 
more enjoyable because the need 
for constantly checking my 
textures was eliminated.

BIG NUMBERS
This project was huge. What I 
didn’t expect was how much 
patience and persistence it would 
take to complete, and just how 
many assets it would end up 
consisting of. The original concept 
only shows the front of the piece 
whereas the 3D model had to 
work 360, ultimately making it 
contain over 300 assets.

FULLY 3D
It might look 2D, but the model 
and environment is in fact built to 
work from all angles. This proved 
to be more challenging than first 
expected. The amount of assets 
and the way they’re stacked were 
hard to balance on the turtle’s 
back, while still making the 
composition look believable.

Curated by

 A faithful 
reproduction 
of the original 
artwork!  

Anna Gregory
Director, AWUK
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Sinead Oram,  
Rocketman Miniature Caravan, 2016

 The image was created as a 
response to an art test for games studio 
Glowmade. The task was to design and 
create a toy caravan that had been lost 
in an attic for decades, I wanted to 
create a pressed tin caravan that was 
part of a travelling circus set 

Clare Elizabeth Price,  
Martian Creature Design, 2013

 This was one of the 
concept sculpts for the 

Martian creature design 
in The Great Martian 

War, a documentary for 
the History channel 
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Work in progress…

Software Maya, Photoshop, 
V-Ray

Sinead is a Welsh 3D artist with 
a love of creating miniature 
worlds, and a passion for 
creating tactile 3D imagery

Sinead Oram
sineadoram.com

Work in progress…

Software ZBrush, Photoshop

Clare is a senior character artist 
with expertise in sculpting. She 
is always looking for new 
challenges to expand her 
skills and knowledge

Clare Elizabeth Price
clareorchard.co.uk
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Curated by

 Great 
design and 

rendering – I 
was creeped 

out!  
Beth Parker

Beth Parker

 This is 
cute – I want 

to hop on 
board!  
Beth Parker
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Work in progress…

Software Maya, ZBrush, 
xNormal, Marmoset Toolbag, 
Quixel Suite, Photoshop

Alena is a 3D artist, currently 
designing characters for 
dieselpunk game Egress

Alena Bakurova
artstation.com/bakuroff

INSPIRATION
References are very important in 
our work. Artists should collect 
references for each stage and not 
rely on memory. It can be 
references for design, sculpt, 
topology, textures, render or 
anything else. 

MODELLING
For the modelling stage, I started 
with a rough sketch in ZBrush, 
then polished it and did retopo a 
few times. The gun was modelled 
in Maya.

TEXTURING
I can use UVLayout but hate 
switching between different 3D 
packages, so all UVs were 
completed in Maya. Then I baked 
normal and AO maps in xNormal, 
created ID with ZBrush. Textures 
were painted in Quixel Suite. 
Robot Girl has 2K textures, her 
gun 1K. Here you can see how her 
final textures looked.

POSING
When it came to rigging and 
skinning, textures helped me to 
bring better deformations to her 
skin, because the pose I wanted 
was an extreme one. So I had to 
make a few blend shapes. While 
posing, I made sure to constantly 
check her silhouette.
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Work in progress…

Software ZBrush, Marmoset 
Toolbag, 3ds Max, Photoshop

Shana is passionate about 
making pretty things, or making 
things pretty. She takes great 
pride in being a perfectionist

Shana Vandercruysse
shanavandercruysse.com
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STAY TRUE TO THE 
CONCEPT ART
Staying true to the concept art is 
a balancing job; I want to convey 
the same expression and emotion 
of the face and body, but avoid 
copying the proportions and pose 
exactly. What works in 2D does 
not always work in 3D, and I’m 
not a copy machine, afterall. I 
read the concept and give it my 
own twist, while undeniably 
staying true to the original. 
Concept by Natalie Behle.

INSERT BRUSHES
Using Insert Brushes and Insert 
Curves can increase your work 
speed tremendously. With the 
ZBrush 4R8 update, some neat 
features have been added such as 
the projection strength, which 
deforms your inserted model over 
the underlying surface. Model 
your own and save them… before 
you know it you’ll have a nice 
library of useful stuff!

BASEMESH
I use a basemesh with 
subdivisions for a lot of my female 
projects. Because of the topology 
it’s easy to quickly pose the 
model and change the 
proportions drastically. I make 
sure I don’t break the loops 
around the mouth and eyes while 
I shape them, so I don’t have 
much sculpt/cleanup work to do 
in higher subdivisions.

COLOUR SCHEME
Colour schemes need to be 
simple; I try not to go over one or 
two dominant colours and some 
variations on it. I want my image 
to be easy to read and balanced, 
and more than three colours 
quickly creates chaos. Sticking to 
the colour wheel hasn’t always 
helped me, so I’m not scared to 
break the conventional rules of 
colour picking.

 Shows what 
beauty is for a 

woman, not via 
a male gaze.  

Beth Parker
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Megan McLean,  
ACADIA – Fantasy Brain Treatment, 2016

 ACADIA: Fantasy Brain is a representation 
of what people with Parkinson’s disease 

psychosis experience daily. The juxtaposition 
of various creatures and objects, morphing in 

and out of the brain illustrates the 
overwhelming confusion and daily experience 

of a person affected by Parkinson’s 
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Work in progress…

Software Maya, ZBrush, Mari, 
V-Ray, Photoshop, Nuke

Megan’s a 3D generalist and 
begun her career at Saddington 
Baynes after graduating from 
the University of Bolton

Megan McLean
saddingtonbaynes.com
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Nina Tarasova,  
King’s Taylor, 2017
(concept by David Ardinaryas Lojaya)

 I created the model 
during my first term 
at Animschool and 
worked on rendering. The 
assignment was to model a 
cartoon head. While looking for 
concepts I came across this 
beautiful concept by David 
Ardinaryas Lojaya. I do my best 
when I feel really excited about 
the idea or concept 

Work in progress…

Software Maya, Mudbox, 
RenderMan

Nina started learning 3D in her 
free time and signed up for a 
character modelling and rigging 
programme at Animschool

Nina Tarasova
artstation.com/nina406

Curated by

 Some lovely 
soft rendering, 
even if it is a bit 

princess!  
Beth Parker

 Nice 
piece of 
surreal 

imagery  
Beth Parker
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