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THINGS TO THINK ABOUT...

• When you think of animation, what usually comes 
to mind? Do the animations in this exhibition ex-
pand or stray from your expectations?

• Why animate? You may find a different answer 
for each artwork in this exhibition. How do motion, 
sound, and time affect your viewing experience?

• Are you drawn in more by techniques like clay-
mation and painting or by digital animation? How 
does the level of technological involvement influ-
ence you?

Animation is ubiquitous—
in films, commercials, sit-
coms, advertising, and now 

contemporary art. With the popularity of Wallace and 
Gromit, anime, and the work of filmmaker Michel Gon-
dry, techniques such as claymation, hand drawn cels, 
and modeled frames are in our visual vernacular. The 
artists in this exhibition continue the dialogue sur-
rounding the role of animation in contemporary art 
practice. These works, all created since 2003, refer-
ence popular culture, redefine traditional narratives, 
and appropriate artistic methods.
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NATHALIE DJURBERG

Nathalie Djurberg uses seriousness and black 
humor to tell stories about the underbelly of 
the human soul. “It’s the strong sense of guilt 
that is really interesting; it’s a clash of the de-
sire to do bad things and being terrified of be-
ing evil,” she says. Her use of the typically cute 
and child-friendly medium of claymation lends 
a deliberate grotesque irony to her work, as does her cast 
of naïve princesses and wild animals that get torn apart or 
caught in orgies. She tells stories through images and music, 
leaving her viewer without an inkling of  moral lesson, but 
more often with a clear vision of the inner conflict and moral 
tension that defines her idea of the human condition.  

FLIP JOHNSON

Flip Johnson has done animations for MTV, 
Showtime, the Discovery Channel, and ESPN, 
and has mastered many techniques including 
drawn and painted imagery, stop-motion, go-
motion (a technique in which the object moves 
slightly within each frame to reduce the jerky 
feeling of stop-motion), and collage. However, 
he left the commercial business almost a de-
cade ago to teach animation at MassArt. 

Unlike his other work, Recessed Lighting doesn’t tell a story. 
Instead, it asks viewers to look at the everyday activity of 
wiring a house for lighting to reveal our domestic worlds in 
a new way.

Camels Drink Water, 2007

Recessed Lighting, 2011

• Can artwork repel and compel simultaneously?

• What has taken place behind your walls?
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ATSUSHI KAGA

Atsushi Kaga is a Japanese artist based in 
Dublin. In a style heavily influenced by Japa-
nese anime and manga, he works in drawing, 
painting, sculpture and animation, addressing 
themes of twenty-first century life with playful-
ness and satire. His work is as philosophically 
and psychologically dense as it is intentionally 
whimsical and deceptive in its simplicity. His cast of roguish 
characters explore sexuality, death, money, and the drama of 
everyday life and social relationships.

YUI KUGIMIYA

Yui Kugimiya (MassArt BFA ‘04) creates stop-
motion animation shorts by slathering layers 
of oil paint on canvas and photographing one 
frame at a time as the painting progresses, 
much like William Kentridge’s animated films 
made with drawings and erasures. 

Kugimiya’s films are lighthearted, populated 
with cats and birds. But her works also explore deeper ques-
tions of artistic authorship and the finality of painting as an 
artistic medium. She brings her paintings to life in her ani-
mations, yet the viewer never sees her brush manipulate the 
image; the final product  of her films – a painting – can be 
exhibited and hung on the wall, but it only represents one 
frame of the whole animation. “The animation contradicts 
and takes away the promise of eternal being,” she says.

Factory, 2009

Cat Moshimoshi, 2008

• What words would you use to describe Kaga’s 
work?

• Are you more interested in process or product?
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TAKESHI MURATA

Takeshi Murata’s psychedelically absurd and 
playful animations, created using a computer 
mouse and drawing software, range from fluid 
Rorschach ink blots, undulating color fields, 
and broken waves of rainbows to a sad epi-
logue tale of Popeye’s life after the death of 
Olive Oyl. Murata also creates animations by 
manipulating the way a computer reads a DVD —piecing to-
gether pixilated color-distorted samples, loops and mashups 
of images, which puts him in the role of a visual disc jockey.

“I want to create new kinds of space with my animation… to 
transport the viewer in some way,” Murata says. He begins 
with vaguely recognizable forms to give the viewer an initial 
point of reference, then shifts the emphasis of the animation 
towards movement. 

JENNIFER STEINKAMP

Jennifer Steinkamp works with video and new 
media to explore ideas about architectural 
space, motion, and perception. Her digital 
animations often invite the interaction of the 
viewer; she wants our shadows to enter the 
projection or our movement to trigger a reac-
tion in the animation. Steinkamp recently ex-
hibited her artwork on the runway of the 2010 spring Fash-
ion Week in New York.

Melter 2, 2003

Hurdy Gurdy Man 
(Chrysanthemums), 2006

• As you watch Melter, what are all the things you 
are reminded of?

• Take a look at Dance Hall Girl-5 Daisy. How does 
displaying the piece in this location affect your ex-
perience as viewer?
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EDDO STERN

Eddo Stern is a game art pioneer. He works in various media 
- computer software & hardware, game design, live perfor-
mance, and kinetic sculpture - to explore the uneasy and of-
ten unconscious connections between physical existence and 
electronic simulation. His work provokes questions about the 
relationship of modern technology to violence, memory, mas-
culinity, and identification. He believes games can be more 
influential and poetic than many people assume, addressing 
political issues like the Israel-Palestine conflict 
(“Sheik Attack”) or challenging players physical-
ly and psychologically by creating a sensory de-
privation game (“Dark Game”). Stern is a strong 
advocate for independent game development and 
for the inherent potential of game design as a me-
dium for artistic expression and cultural impact.

Stern currently teaches game design at UCLA, 
but earlier in his career he founded a now retired 
cooperative called C-level. This gaming lab was 
formed to share physical, social, and technological resources 
between artists and tech-savy, experimental programmers. 
While there, Stern co-produced several physical gaming proj-
ects designed to explore the performance and social aspects 
of gaming. “Tekken Torture Tournament,” for example, was 
a gaming exercise in untapped public aggression that raised 
questions about the relationship between virtual and physical 
violence by inflicting non-lethal electric shock on tournament 
players. This involved strapping the gaming volunteers into 
a custom made Playstation III console that transmitted the 
virtual damage from the on-screen Tekken fighters. 

• Is gaming art? 

Baby in Christ vs. His 
Father, 2007
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TROMARAMA

Tromarama is a collective of three artists with 
the common interest of inserting work into 
contemporary urban culture, especially in 
their home city of Bandung, Indonesia. Group 
founders Febie Babyrose, Ruddy Hatumena, 
and Herbert Hans banded together in 2004 as 
students at the Bandung Institute of Technol-
ogy. Working primarily in stop-motion animation, they in-
corporate techniques such as woodcut, collage, embroidery, 
and painting, and make use of craft materials like buttons, 
sequins, and beads. The name Tromarama is a play on the 
word “trauma.” It alludes to their first collective piece, a la-
bor-intensive video for a trash metal band made out of over 
400 woodcut panels. Since, they have created music videos 
for bands like Zsa Zsa Zsu and Serigala Militia.

JEANNE VERDOUX

A Paris-born graphic designer and artist liv-
ing in Brooklyn, New York, Jeanne Verdoux’s 
animations are only a small part of her oeuvre. 
As an artist, she is most interested in draw-
ing—with light, with ink, in three dimensions, 
or with blocks of color. The goal of much of 
her low-tech art and animation is to find the 
simplest possible way to convey meaning using form, time, 
and movement. Her animations are usually accompanied by 
soundtracks of found sounds—the buzzing blink of a neon 
sign or the click of boots on a busy city street, for example. 

Psilocybin, 2010

Living Room, 2008

• What’s the most labor-intensive thing you’ve ever 
done?

• What can you do with everyday objects?
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THINGS TO THINK ABOUT...

• What is it about miniature?! 

• What do Fig’s sculptures tell you about each art-
ist? Can you predict what a painting will look like 
based on the artist’s studio space?

• What can artists learn from each other by com-
paring habits and techniques? 

• What can a 3-dimensional study illuminate about 
a 2-dimensional  art and its process? 

This exhibition offers a 
unique glimpse into con-
temporary artistic practice. 

Artist Joe Fig has interviewed painters about their 
methods and artistic philosophies, documented their 
studios, and recreated their workspaces in miniature. 
His astonishingly detailed sculptures, which are exhib-
ited alongside paintings, drawings, and prints by 20 
artists he interviewed, transport the viewer into the 
mind and space of the creative individual. The works 
by Fig and by both emerging and established painters, 
coupled with frank interviews, detail the intricacies of 
studio life. 
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JOE FIG

In 2002, as a graduate student at the School 
of Visual Arts, Joe Fig began his project of in-
terviewing successful artists and building min-
iature sculptures of their studios. The project 
stemmed from an interest in the relationship 
between an artist’s studio and the kind of 
artwork he or she produced. He wondered if 
there were patterns or direct correlations—if he 
set up his studio just so, would he become a successful ab-
stract expressionist? 

Wanting to know more about the aspects of being a success-
ful artist that aren’t taught in art school, Fig talked to art-
ists about everything from their creative process to their stu-
dio setup, their daily routines, and their painting tables. His 
questions to artists ranged from, “How do you come up with 
titles?” to “What advice would you give a young artist that 
is just starting out?” For example, Fig’s own art school train-
ing had not him introduced him to the benefits of a job-like 
schedule. But through his interviews, he found that the most 
successful artists were those who faithfully worked a nine-
to-five day. In this vein, Chuck Close said, “Inspiration is for 
amateurs—the rest of us just show up and get to work.” 

Fig’s series of studio sculptures are an investi-
gation of how to be a successful painter. Hav-
ing spent twenty minutes to an hour talking 
with each artist, and around two hours taking 
photos and measurements of the studio, Fig 
painstakingly reproduced each studio to scale. 
All of his sculptures are precisely exact—down 
to the tone and placement of the paint splatters on the floor. 
Most objects in his sculptures are hand sculpted in wood, 
plastic, metal, or polymer clay and painted. Other pieces, like 
tiny screwdrivers and roof shingles, Fig bought and adapted, 
scanning and printing tiny labels for water bottles and paint 
tubes. Fig’s simpler pieces of solitary painting tables took 
around a week to sculpt and build, whereas the larger pieces 
that include an entire studio building took up to four months 
to create.

Meissonier Meeting Manet in 
the Tuileries, 2009-10

Self-Portrait, 2007

Gallery Guide v2.indd   9 2/7/11   11:07 PM



10

GREGORY AMENOFF

Working between abstraction and figuration, 
Gregory Amenoff’s paintings represent a ten-
sion between the physical territories of imagi-
nation and those of reality, creating a bridge 
from the known to the unknown. He explains, 
“Landscape painting is particularly powerful 
to me because of the implied sense of a figure 
longing for some sort of union with that which 
is pictured.”

According to Amenoff, art should offer a subversion of the 
status quo through beauty. He strives to create paintings that 
evoke the ferociously beautiful instead of the simply tasteful. 
“Art should knock the viewer off-center. If it is only reassur-
ing, then art becomes the same as a television program, a sit-
com… I want an excess that walks a line between the vulgar 
and the beautiful.”

ROSS BLECKNER

Ross Bleckner uses themes like the transience of 
beauty, the fragility of life, and the loss of love to 
investigate change and memory, often addressing 
the subject of AIDS. His work is visually elusive, 
with forms that constantly change focus and de-
pict dissolving crowds, chains of DNA and mi-
croscopic cells, or blurred flowers. But Bleckner 
uses symbolic imagery rather than direct repre-
sentation—a ring of flowers may refer to a chain of protein 
molecules, a starry sky to white blood cells depleted by AIDS. 

Bleckner often uses newspaper, poster, and magazine images 
along with his own photographs as a starting point for his 
paintings. In a recent series of paintings, he expresses his con-
cern with what lies below the surface, both physically and 
emotionally, by abrading the paint until the white canvas 
shows through, the missing paint becoming just as important 
to the meaning of the image as the visible paint.

Arch III, 2006

Not One, Not Two, 2007
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CHUCK CLOSE

Chuck Close has been a leading figure in con-
temporary art since the early 1970s, famous for 
his giant photorealist portraits. He begins with 
a photograph, creates an overlaid grid, and me-
ticulously transfers each square to his canvas in 
paint, often taking several months to finish. 

Face blindness, an inability to recognize faces, 
has driven Close to produce his two-dimensional 
portraits. “In real life if you move your head a 
half an inch, to me it’s a whole new face I’ve never seen be-
fore. But… I have virtual photographic memory for anything 
that is flat, so it’s not an accident that I only do images of 
people who matter to me -- family, friends, other artists.” 

WILL COTTON

Will Cotton’s grandiose landscapes of ginger-
bread chateaus, chocolate lakes, and cotton 
candy clouds reference the iconic American 
landscape tradition of the Hudson River Valley 
School, inspiring awe and desire for a new fron-
tier. The scantily clad women that often appear 
in these landscapes, stretched out in pinup-style 
poses, only add to the blatant message that these 
paintings are about American habits of appetite 
and indulgence. They are meant, in other words, to both al-
lure and repulse us. 

Cotton paints from scale models of houses, cottages, and 
landscapes made of cakes and sweets he builds himself. Late-
ly, Cotton’s work has begun to cross genres with projects like 
opening his Manhattan bakery and art directing for Katy 
Perry’s “California Gurls” music video.

Self-portrait, 2007

Abandoned, 2002

• Do Close’s artworks feel more abstract or  
realistic?
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INKA ESSENHIGH

Drawing stylistic reference from both graphic 
novels and classic animation, Inka Essenhigh’s 
paintings toy with the line between realism 
and abstraction, creating tensions between so-
phistication and naïveté, skepticism and belief. 
“I think about [my paintings] as being about 
America: fake, fun, pop, violent, but also quite 
attractive,” she says. Whether the protagonists of the paint-
ing are tearing and wrestling with their surroundings or gen-
tly floating or flying, Essenhigh captures movement within 
the work by giving viscosity to its edges and boundaries. 

In the late 1990s, Essenhigh was painting with enamels, at-
tracted by the ease with which they can be sanded down or 
erased with turpentine. But in 2001 she abruptly switched to 
matte oils. Essenhigh doesn’t do preparatory studies but in-
stead, somewhat like the Surrealists, uses a form of automatic 
drawing with her brush that leads her into the images. “I 
walk up to the canvas and hope something’s going to happen. 
It’s almost minute to minute,” she says.

ERIC FISCHL

Eric Fischl, arguably one of today’s most influ-
ential figurative painters, has been compared 
to artists like Degas and John Singer Sergeant. 
The timing he captures in his images is im-
plicitly narrative but deliberately obscure. He 
paints the act implied but not illustrated, com-
pelling his viewer to enter the painting emo-
tionally and interpret the situation, to place it 
within the context of an often disturbing or un-
comfortable story. 

Fischl spent his early years painting the image-conscious sub-
urban culture of prosperity and taboos in which he grew up. 
In more recent years, he has moved toward a greater focus 
on the figure. 

Green Goddess I, 2009

Study for Bedroom, Scene 
#3, Mistakes Mistakes! 

Everything Shakes From All 
the Mistakes, 2004
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BARNABY FURNAS

Barnaby Furnas uses watercolor to paint a world 
where images of ex-presidents blowing each other 
to shreds for the simple sake of beautiful carnage 
are as common as the apocalyptic parting of a sea 
of blood. 

Furnas is known for experimentation with mate-
rials. He mixes his own paint using high-intensity 
watercolors, pigments, and water or alcohol-based 
urethane additives. He looks for materials or processes that 
mimic what he depicts; for spurting blood, he uses hypoder-
mic needles filled with red paint. When depicting an image 
of flesh, he paints on goatskin or calfskin vellum. In some of 
Furnas’ most recent work, a series called The Flood, he paints 
on thirty-foot canvases, pouring, splashing, and slathering 
the paint on. His two assistants use spray bottles of water to 
keep the paint flowing down the inclined canvas, which sits 
at a tilt on sawhorses.

APRIL GORNIK

April Gornik brings contemporary relevance to 
the traditional genre of American Romantic land-
scape. Her paintings, which she considers more 
representational than realistic, are often life-size 
canvases the viewer can almost step into. “They 
are complicated paintings…it’s not primarily im-
mediate impact I want from them,” she says. She 
strives to make art that challenges both her own 
and the viewer’s emotions, derives its power from 
being vulnerable to interpretation, and is intuitive 
and beautiful.

Woman with Orange 
Scarf, 2010

Wind, Hill, Cloud, 
2006

• How does scale affect your viewing experience? 
How does it affect the meaning of the piece?
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JANE HAMMOND

Jane Hammnond’s paintings and prints reflect the 
chaos and inconsistency of today’s society. Amidst 
an excess of disembodied information, she paints 
to explore how meaning is constructed, creating 
a disjointed overload within her images that of-
fers a frank attempt to excite the viewer’s imagi-
nation through visual friction.  

Hammond works with found images, aquiring 
her material from secondhand bookshops, antique stores and 
junk shops. She also draws from words as well as images—in 
2001 she completed a nine-year project with the poet John 
Ashbery, who sent her a list of titles from which to paint. She 
wanted the titles to suggest the painting instead of the other 
way around, creating pieces from titles like, “A Parliament of 
Refrigerator Magnets,” “Do Husbands Matter?” and “The 
Wonderfulness of Downtown.” The final project resulted in 
62 pieces. 

RYAN MCGINNESS

A graphic designer by education, Ryan McGin-
ness helped produce logos for companies like 
Sony, Sega and MTV in the ‘90s. But according 
to McGinness, his success as an independent art-
ist came when he decided to stop worrying about 
the difference between high art and graphic de-
sign. His works are silkscreened acrylic tangles 
of pop culture images layered one on top of the 
other to make paintings, sculptures, wall murals, and books. 
But he deploys commercial strategies as well, stamping his 
designs onto t-shirts, soccer balls, skateboards and sneakers. 
“Products are the new art,” he explains.

Kissing Kids, Version 
Two, 2010

Untitled (BH36in.2), 
2007

• Are products art? Can an object be both?

• Do you like it when titles add meaning?
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JULIE MEHRETU

Julie Mehretu makes large-scale, densely lay-
ered abstract paintings and prints that repre-
sent the speed of the modern city. She works 
from images of cities, histories, wars, and ge-
ographies with a frenzied mark that captures 
the accelerated, compressed, and crowded cit-
ies of the 21st century. 

The layering process is key to Mehretu’s work. She creates 
her own surface by spraying on a mixture of gloss and silica-
based acrylic paint, then sands it to create a smooth, trans-
parent surface. She usually begins her paintings by tracing 
the lines of an architectural structure onto the canvas, often 
with the help of her assistants. Then she uses airbrush ink, 
paints, and pencil to form images that signify social agency 
as well as personal biography. She paints to answer her own 
question:“Can you actually make a picture that charts the 
history of the development of capitalist systems?”

MALCOLM MORLEY

Best described as a painter of the spectacles of 
modern life, pop artist Malcolm Morley is at-
tracted to modern transportation, competition, 
and the catastrophe that the two create. He 
paints Nascar races, airplane dogfights, horse 
races, go cart crashes, and multi-car pile-ups 
on the highway. Athletes poised and ready on 
the playing field have also inspired many of his 
paintings. This style of painting is represented in 
Joe Fig’s miniature reproduction. Sneaker and Watercolor, on 
view in this exhibition, is a departure from photorealism and 
incorporates a sculptural element with the watercolor palette.

System, 2002

Sneaker and Watercolor 
Palette, 2008
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STEVE MUMFORD

Steve Mumford is a combat artist, a genre that 
pre-dates photography. Working in oil, water-
color, and ink, he creates large realist paintings 
that document the daily lives of Iraqi citizens 
and American soldiers in the Middle East. His 
first trip to Iraq was in 2003 after the statue 
of Saddam Hussein was toppled. He has been 
back four times since. 

When he paints and draws onsite with the army, Mumford’s 
materials must be portable. About half of the time he finishes 
the piece on site, otherwise he takes a few snapshots as ref-
erences for later. The Middle East, he comments, is a great 
place to work in his chosen water-based mediums because the 
hot, dry climate dries the paint instantly. 

In 2005 Mumford published Baghdad Journal: An Artist in 
Occupied Iraq. The book is comprised of the essays, stories 
and artwork that he published in a blog on artnet.com during 
his time in occupied Iraq. 

PHILIP PEARLSTEIN

Philip Pearlstein began painting studio nudes 
in the 1960s when Abstract Expressionism had 
made it taboo in the art world. His work was 
at the forefront of bringing the practice back 
into vogue. Pearlstein paints directly from 
models with a detached, stark allegiance to 
what he sees—wrinkles, sags, disproportions 
and all. Though he’s often described as a realist, 
Pearlstein paints with a compositional complexity that shows 
a conscious effort to declare the artifice of pose, in his art. He 
paints objects and spaces the way the eye actually sees them, 
including optical distortions and irregularities in perspective. 

Waiting for the Americans, 
2010

Male and Female Nude 
with His Master’s Voice and 

Exercise Ball, 2003

• Are you drawn to more realistic painting or ab-
stract? Why might that be?
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MATTHEW RITCHIE

Acclaimed in the art world for his room-size 
installations of paintings, sculpture, and digi-
tal projections, Matthew Ritchie’s work in-
vestigates the idea of information explored 
through architecture, history, science, and the 
dynamics of culture. His work draws from 
subjects as diverse as ancient myth and medi-
eval alchemy to cutting-edge physics and con-
temporary politics. All of his images are digitally compiled 
and manipulated from his own actual drawings. His sleek, 
sprawling iron sculptures look like tarred and tangled black 
thorns sitting in rooms illuminated by light boxes and projec-
tions of his paintings that evoke some kind of cosmic stew. 

Ritchie’s paintings, only a small piece of his multi-media art, 
are reminiscent of gothic architectural shapes or particles in 
another dimension. His splatters and brushstrokes lend a hu-
man element to the otherwise cold and scientifically specula-
tive world he creates. 

ALEXIS ROCKMAN

Alexis Rockman’s paintings use the language 
of natural history to examine our cultural re-
lationship to plants and animals and the role 
we play in altering the landscape of nature and 
ecology. He identifies his work as pop art that 
uses natural history as iconography. Rockman 
draws from old field guides, mid-twentieth cen-
tury science fiction film and animation, and the 19th century 
Hudson River School of Romantic landscapes to create imag-
es that explore environmental issues such as evolutionary bi-
ology, genetic engineering, deforestation, and climate change. 

Rockman subscribes to the idea that history is written by the 
winners and manipulated by those who have power. There-
fore, he tries to make history paintings that are about failure 
and disappointment.

(Trestle) Study for Ship of 
Years, 2007

Blue Emissions, 2006
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DANA SCHUTZ

Bright sunny colors illuminate scenes of dissec-
tion and dismemberment in Dana Schutz’s work. 
Among other things, she has painted a race of hu-
mans who eat themselves and spontaneously re-
generate body parts, a guy named Frank who is 
the last man on Earth, a gravity-phobic woman 
who has tied herself to the ground, and a number 
of different characters spliced open on operating 
tables for various reasons. Her paintings show a 
pert sense of merry macabre. “Her work is sadis-
tic but not sinister, witty but not acid, and free of grown-
up vengeance. Often, her most graphic images are her most 
cheerful,” says BOMB Magazine. In other words, the vio-
lence she does her subjects lacks angst, instead suggesting a 
whimsical curiosity. 

JAMES SIENA

Mathematical concepts, such as fractals and the 
Golden Mean, create the basis for James Siena’s 
structural and patterned artwork. He uses vi-
sual algorithms and self-imposed parameters to 
try to dissect the process of thinking about art—
in other words, he creates art with the intention 
of making us think about how we think. “I try 
to make thought visible,” he says.

Siena uses a diverse range of media to create his 
art, working in lithography, etching, woodcut, 
engraving, drawing, and paint. He paints with One Shot sign 
enamel on pieces of aluminum. Siena is interested in color, 
but is mildly color blind on the red/green spectrum which 
means that his paintings tend to have a unique light.

Poisoned Man, 2006

Sagging Grid, 2006

• Can thought be visible?
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JOAN SNYDER

Joan Snyder’s paint-
ings can be described as 
“stroke” paintings. Her 
lush, drippy bars of color 
set over the top of grids 
create abstract works that 
first gained recognition at the height of the minimalist move-
ment in the 1970s. Her rebellious artistic sensibilities, along 
with the subject matter and self-described emotionality of her 
paintings, placed Snyder within the feminist movement. Her 
paintings are filled with contradictions: abstract, yet often 
narrative; formally thought out, yet intuitive and spontane-
ous; pointedly political, yet open to interpretation. 

BILLY SULLIVAN

Billy Sullivan calls his artistic style “street realism.” 
His work has gained exuberant responses from graf-
fiti aficionados as well as art collectors. Similarly to 
other photorealist artists, Sullivan works from pho-
tographs and admits that he spends painstaking time 
on microscopic details of his pieces. He has been a 
photographer as long as he has been a painter, and 
keeps a portfolio of images he has taken throughout 
his life of friends and family, his surroundings, ev-
eryday life, and the social scene of New York. These 
are the inspiration for his paintings and though he 
does them in ink and pastel, they retain the look of flashbulb 
voyeuristic snapshots, like his photographs. He renders them 
like a quick-sketch artist on the Riviera.

OH APRIL, 2010

Nathan, 1998

• Look at Joe Fig’s sculpture of Joan Snyder’s stu-
dio. How can you tell that this painting was painted 
in this studio? What clues can you find? 
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Neighborhood Art Zone initiative.

Written and designed by Allison Weigel

FAMILY DAY!
Sunday, February 27, 2011 
11:00am - 4:00pm

Visitors of all ages are invited to drop in any time to enjoy art-
making, writing, guided conversations, games, and takehome 
creations. Family Day is free and open to the public. Materials 
and refreshments are provided.
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