I already knew what I wanted to do for my FMP, as I said in my initial ideas I knew from the beginning of the previous unit. The original idea I had for it at the beginning was to make an art magazine as I really like art and graphic design and knew I’d be passionate for it, but at the time I was also thinking of making it include more than just art. I thought about including musicians, photographers and animators (that’d still count as art but regardless...) into the magazine as well because I also thought those could be interesting to explore as well. The magazine was going to be interactive just like the one from my previous unit. The original name I was going to go with was “I, For Art” but I was considering changing it at the time for obvious reasons, I wasn’t sure if I was going to stick with just art anymore. I still liked the name though, so my idea back then was to make it a “special issue” of the magazine where they celebrated “all artforms”. While I did go back on a few things in the original idea later, the main purpose of the magazine never changed: to interview different artists and see how their background inspires their work
I did some initial research on branding and how many pages interactive magazines tend to have, but the main topic was if any multimedia or creative magazines like the one I was thinking of making even existed. At first I mainly looked at online magazine websites, but those aren’t the same as an actual interactive magazine. I found through my research that there are some brands that do magazines on different things (Communication Arts is a big example, Eye also does this to an extent) but all of these topics were covered in their own separate magazine. There isn’t a single issue that focuses on more than two topics (down below photography, illustration and typography are all separated – these are three topics I wanted to include in my magazine at the time) so I decided to just go back to my original plan and stick with only art, graphic design and also typography. Typography is a new one that I came up with because I’m already super interested in typography and thought it might be able to fit (this is more talked about in Daily Diary 27/03)
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After my initial research I was also thinking about making the magazine printable instead of interactive as I liked the idea of being able to hold a physical copy of the magazine. This meant I scrapped my idea of having a podcast-like video in my magazine (I only mentioned this once in Daily Diary 29/03), although the idea for a video in my magazine somewhat comes back

At the time I thought sourcing artists would be easy and originally planned to get six to eight artists and graphic designers to interview for the magazine, this was because that number was the same amount of artists that were usually interviewed in other art magazines. I also slowly started to get to work sourcing them. I asked two of my friends if they’d want to be in the magazine since I thought having people who did art as a hobby would be a good inclusion and they both said yes. Not to say I wasn’t also messaging professionals, on the 27th I messaged Fantelle about being in the art magazine
My project proposal draft is insane to look at now, I was originally planning to do 30 pages and interview 8 artists and graphic designers. When I worked on my project proposal on the next day I realised that this was ridiculous and changed it. I got that number because I thought I’d do a double page spread for each artist interview and each article (which would be 32 anyway - not including any editorial notes, table of contents, ads or front and back covers - so I also got that wrong), but my teacher suggested having a double page spread consist of one article page and one interview page and that was a much better idea. I was also planning the target audience to be 15-30 year olds at the time but that changed after my pitch feedback
Looking at my current project proposal sheet though, I mostly stuck with what I wrote in it already. As said already the “big feature” of the magazine is still the same, I also went with 15-20 year olds being my main target audience (21-25 year olds as secondary, 10-14 year olds as tertiary) and I interviewed six artists and graphic designers like I said I would. I said that I might have to take a picture of the artists but I didn’t end up doing that, mostly because I’d only be able to do that with two out of the six of them and it’d feel a bit out of place if I only did that with a third of the people interviewed. Another difference is that I said the magazine would be free, but because of the feedback I got from my pitch I reconsidered that and instead it’ll now cost £9 for a physical copy of the issue. The biggest difference would have to be behind the scenes, I said I’d interview a magazine writer but none of the ones I contacted responded back to me. For the final product I actually got two responses from different magazine designers, a few art students in the college (both of them not being planned in the project proposal sheet) and my focus group. I also technically got a few comments from the printers themselves as they couldn’t actually print my magazine at first, but that’s something I’ll leave to talk about later. The schedule I had in the project proposal is actually different than the one I had for my pitch, but the project proposal one is much more close to what actually happened 
I also linked the research list I used, which is a good segway into talking about that. The research I did was heavily important to the making of the magazine obviously. I broke my research list over the Easter holiday down into weekly checklists, this is because I work much better that way than structuring to do something daily. The first week of researching was dedicated to working on writing (topics for each article, how other magazines are designed/written and what tone they use). I also put more general points such as getting more people to answer the questionnaire and contacting writers to give me tips, focusing on getting these early meant I was more likely to get responses in time. The second week was focusing more on brand identity, I also put to research interview techniques this week as well so I’d be able to interview the artists quicker. I was meant to do the interview with the magazine writer by this point as well. The third and last week of the Easter holidays I did research on whatever was left: photography techniques, laws & ethics and Photoshop & InDesign
I did a lot of this research because I genuinely didn’t know what I wanted for the project yet (questionnaire focusing on branding and magazine layout, art magazine designs, colour meanings for logo), some of them were to confirm things I had a basic understanding of but wanted to be confident in (interview, photography and InDesign techniques) and others were because I genuinely didn’t know about them (laws & ethics and making effective headlines)
I didn’t follow the research list completely though, I decided to swap some subjects around during those weeks. I also decided I didn’t need to do research into Photoshop because I already knew all the techniques I might use for the magazine, which aside from one thing that didn’t even matter (upscaling resolution to 300dpi, as shown in my production log) was true
I also did a questionnaire, although that was more about the branding of the magazine so it didn’t help me much after that. It did help me with what it was intended to though, I was very unsure about the branding at the time of making that questionnaire. It also helped me with the tone and aesthetic of the magazine as these were questions I asked about, most of the answers said they’d prefer an informal tone (or a mix of both informal and formal) and minimalism (although the votes on that question were very split as well, minimalism only just won with one more vote)
While making the questionnaire I came up with the idea of another title “Point Artview” that was meant to be a play on “Point of View”, I then put that and “I, For Art” together in one of the questions and asked which one people liked best. In the end “I, For Art” won, but there were also many answers saying they liked neither or didn’t understand what either of them really meant. I did this questionnaire before I did research on other art magazines out there so I didn’t understand the codes & conventions of their titles yet. After analysing my questionnaire answers and doing research into other art magazines already, I decided to come up with different magazine titles instead that might fit. The previous question before this was what people would expect from magazine titles as well, so I was able to use that to help me as well. I chose “vision” as I felt it fit with the conventions of other art magazines (simple but bold, noun, one short word, eye themes are quite common in art magazines)
I said where I distributed the questionnaire in my diaries, but I didn’t say that I also used r/SampleSize and even Facebook for this. I couldn’t use any subreddit’s that were dedicated to art, like I did with the game show unit, as the rules on them were very strict. I first found out about r/SampleSize while I was trying to find more places to post my questionnaire in, I posted my questionnaire there multiple times and eventually got a private message about joining a closed Facebook group dedicated to students sharing questionnaires and then doing others in return. This actually helped me a lot, without this I wouldn’t have had gotten enough responses for the questionnaire. Through that Facebook group I found other groups on the site also dedicated to the same thing, so I posted constantly on those groups as well. There were a few groups that were dedicated to survey sites as well such as SurveyCircle and PollPool that I used that helped me gain around 20 extra responses, with all this I was able to get enough responses to actually analyse the questionnaire in time. Something important to mention is that at the time the target audience was planned to be 15-30 year olds and there was quite a range of people answering my questionnaire, they were mainly 15-18 and 19-25 year olds but there was also a sizeable amount of older people answering the questionnaire as well. This may have been one of the reasons why the answers in it were so split
I was also able to ask the focus group two of the questions that were in the questionnaire, they all said very similar answers which proved what I said in the previous sentence. One of the respondents mentioned that they liked seeing the artist’s reasonings and thoughts behind their art, which at the time was very reassuring to hear as that was what I was planning my magazine to be about. There was also another answer that said they liked seeing the art more and preferred less text, which was the opposite of what my magazine was planning out to be, so that was interesting to see as well. Everyone agreed on preferring an informal tone in the magazine, one of the respondents said it’d be a nice change of pace to all the other art magazines that are very formal. The focus group was comprised of my friends who I knew were all into art (some of them even being art students) and the group was comprised of 15-20 year olds so even though I changed the target audience later on, they were still a viable group to use. I used the same group throughout the entire project and asked them with a few things later on as well
After that came my pitch, I was a bit nervous for it but I ended up doing better than how I thought it’d be. Since I didn’t have a printer at home I had to use the ones in the college and my cue cards accidentally came out almost comically large, but it also made them easier to read and I mostly knew what I wanted to say regardless. The feedback I got also helped me a lot. My magazine being free was an issue as it made the magazine feel cheap and made it obvious that this was made by a college student. The main two important things that I was told was that my target audience was way too broad and I’d have to decide on leaning towards one way or the other, I was also told to do research into printing and any local printers around as I wouldn’t be able to use the colleges printers - which was something I didn’t know about prior. I said I could shorten the audience to 15-20 year olds and doing research about printing was extremely important later. They recommended to have two interviews with the artists if I could, one where I got to know them a bit more and another where I held the actual interview. Another thing they said was to give myself two extra weeks for printing and to not have “bubblegum” colours in my magazine as it would make my magazine feel too childish. I’ll be honest and say that I didn’t really stick with the last few points they recommended for me, but it wasn’t intentional in deviating from what they said
Because I was told to do research into printing, I had to do extended research as well. Aside from doing research for everything I’d have to learn about printing (page finishes, binding, gsm, ect.), I also did research into other art magazines target audience and how much art magazines cost in the first place. I also had to try to contact magazine designers, local printers, magazine readers (this is because no writers had responded to me still) and find one more artist to interview. After finding that last artist, I had to do research for whatever their article was going to be about. I also decided to add colourblindness to it to see what colour combinations I should avoid, to make my magazine as accessible as I could, and to do a bit more research on costume design and concept art as I thought I didn’t do enough on it to make an article on it
After this I should’ve been done with research, but I also had to do research during my pre-production stage as well. This list was much shorter: sourcing adverts, how to make a video into a QR code and to embed custom fonts into my PDF (which I quickly realised didn’t need any research done as that was automatically done when you export a PDF…). I also decided to do research on drypoint printmaking as that was the video was about, although that video was an idea I came up with during pre-production and was therefore a bit more hectic to plan around. I also had to look at printing again during the end of production because of a misunderstanding, I was luckily able to fix it before then though 
It’s quite difficult to say what research was most effective and what was the least because everything I did and heard from others had affected the project somewhat. I’d say if any research helped me the most it was definitely the research I did about printing and looking at other art magazines helped a lot as well. Without my research into printing I wouldn’t have been able to tell the printers how I wanted the magazine, possibly meaning I wouldn’t have been able to get it printed to begin with. Looking at other art magazines also helped me a lot throughout the project, for example when it came to production I had made a moodboard of other art magazines and what they do
It’s also difficult to say what helped me the least during research because of the problem I mentioned before. I will say at the beginning that my first focus group meeting didn’t really help at all, especially because most of the people who were on it were American which meant we had different time zones. I quickly learned how to plan around it but I didn’t know it’d be such a problem at the start. Later on the focus group helped me more though, especially with the front cover and the mascot design
This is very obvious when looking at my page or even my bibliography, but this is the most research I’ve ever done for a project (I’m pretty sure my first FMP page alone is above anything I’ve ever done for a single unit before) and I mostly covered everything I needed to. At the time doing all of this research was very stressful for me as well, especially considering how I had to work during that research period (my laptops keyboard didn’t work, so I had to look at the sources on my laptop and type what I had learned from it on my phone. I only mentioned it in Daily Diary 02/05 in pre-production but it was very easy to get distracted and working this way was extremely demotivating to me). The Easter holiday didn’t really feel like a break to me due to how much work I put on myself during that time, but I think how I did it was most likely for the better as I was able to source the artists quicker and know a lot what I wanted to do and everything I needed to before my pitch
Despite the ungodly amount of research I did for this project though, I still could’ve done a bit better. I should’ve sourced the adverts from the beginning instead of waiting until the very last moment to do so and I did have to go back and do more research on costume designs & concept art because I didn’t feel like I had anything to say about it, due to how my original research on it focused on period vs contemporary costume design. My research page in general is also a bit of a mess due to how I structured my website, the entire research from Easter is two long text boxes with the diaries being separate text boxes that are in the middle of the longer ones. It’s even hard to explain without it becoming confusing, but it makes this page in particular a nightmare to structure and add things to. There are still times where I have to quickly re-publish the page because the text boxes somehow keep getting smudged together
I think for the most part though I did well with my research, I used multiple sources for every single point I did research for and my commentary clearly shows what I learnt from them as well. I’m not sure if I’ve really “improved” since the previous unit, more that I’ve just done much more research than that unit. I’m very proud with how I can do research, the only thing that bothers me is that I don’t feel my practical skills are as good as it. I can only improve that by using the technology more though
Finally moving onto pre-production, I was able to source the last artist I needed by then and I first started with writing the article drafts. I was told that I did this earlier than I really needed to, a sentiment I now agree with as doing this early made structuring the pages a little difficult
For pre-production I focused on documents for various things, articles, interviews and once again on branding. I also had to communicate with my focus group for a few different things such as mascot and logo design. Showing attention to detail, I had to go back on the documents a few times to make changes or to properly add something like with the equipment list and design brief. I had to use the interview techniques and skills I researched about for the interviews, especially the two that were conducted in real life such as the ones with Lynsey Moore and Alexandra Stan. Listening back to the recordings linked in the artist profiles in the FMP page, I feel like I was better with Lynsey Moore than Alexandra Stan. Despite the research I did warning me not to, I felt that I may have rushed Alexandra’s interview a bit too fast. I understand why though as I actually did have a time limit for that interview as her class would be starting soon
Pre-production is also when I realised that the schedule I set out for myself in my pitch slide and my original project proposal just wasn’t possible, I mentioned this in Daily Diary 05/05. Having only five days to design all twenty of the magazine pages is impossible really, I had to stay in a lot of extra days to finish the magazine in production and I only spent about two days on editing my video after that. During this time I tried to work ahead of schedule by showing the focus group my logo and mascot designs earlier, thus trying to remove the problem of some of them not being able to respond due to time zone differences. I also worked on my mock up fairly quickly as well
I did InDesign experiments after my articles and I understood it quickly, this led me into immediately designing my magazine instead of focusing on mock-ups. This is a mistake I made in the original interactive magazine unit as well at first, I’m not very good at making mock-ups because I immediately want to start designing. This was actually a bad thing as it meant I didn’t have a solid framework on how I wanted my pages to be designed, at the end of the pre-production page I made sketches for page designs I could do to compensate for this but I didn’t end up following most of those either as they didn’t look as good as I thought they would (the animation vs illustration page especially). The only page that looked similar to any of these was the costume design page
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I didn’t really find anything in pre-production enjoyable per say, I was mainly waiting on production for that, but I did get to draw the mascot and have it count as work so I suppose that counts for something. For the negatives though, as I said in Daily Diary 25/04, I don’t find writing articles all that fun. I was able to do it quickly to a standard I was fine enough in to show as a draft, but I’ve never been interested in writing about non-fiction. Despite my focus group all being my friends and all of them being people I know already, there were a few times where I found myself a bit anxious to talk to them at all. This is mainly for personal reasons as I don’t often put myself out there and start conversations, but I ended up getting over it at the end of the day
Production was meant to be fun and it was for the most part, but all of the days really blend in together during these weeks. At the beginning I wasn’t really confident in how I was designing the magazine, but after creating an inspiration board for magazine pages I was able to work much better. The same can be said for the video, although instead of me making an inspiration board that was after watching one or two how-to videos myself in my own time. I even downloaded a bunch of different fonts that fit my brand logo more so I’d have more inspiration, something I briefly mention at the last diary at the end of my pre-production page
During production I really put the Daily in Daily Diary, I worked on the final magazine so much that by the end of it I got sick of seeing it all the time. I got feedback from progress reviews and my focus group throughout the process as well and I tried out and added some things to my magazine from their responses (one of the points in my progress review was that I could make the right page one solid block of colour as a background and I was told by my focus group that it’d be a good idea to stick with two main fonts for the headings & subheadings on the articles)
I also can’t skip to talking about the final product without talking about the end of production as well. I explained this in enough detail in Daily Diary 23/05 so I won’t recap it, but it was extremely stressful for me to go through. On that day I had to go back and look at bleeds all over again just in case I missed something and I felt even more overwhelmed because I already knew everything all of these websites were telling me, so when I realised it was just a simple mistake I felt a bit incompetent. If I work with printing again then the next time I do it I’ll make the pages a colour I won’t be using so I’ll remember to put bleed on all of the pages. I also had to make some readjustments to the PDF for it to be printable (the footer was too close to the edge) so there is a difference between the “final” PDF I sent people for feedback and the actual final PDF I sent to the printers. I’m surprised they were able to print out my magazine so quickly though, it was too late for me to pick it up on that day though so I did it the next day afterwards 
I sent the emails to the magazine designers before that day though, so they got the “final” version I made on the 20th. Two out of the three magazine designers said that I had to watch my margins because text (specifically the footer) was way too below the page and would get cut off. They were absolutely right about being careful with my margins and I did have to readjust them because of that, Creamers Printers gave me a specific margin size that was considered the safe zone so I was able to follow that. Because I already had most of their feedback prior to having to change things, I was able to add some things they suggested to change before it got printed (such as the slanted ad, it was slightly changed from my “final” PDF because of the feedback given by one of the magazine designers). Another example is that the two of the magazine designers mentioned that some of the headings in the pages (specifically the editorial notes, pet article, freelancer article & animation vs illustration article) weren’t properly centred, I was able to change this before printing as well and I think it’s better
Looking back on it though I planned to contact video editors for the video I made for my magazine but I never did, as far as I’m concerned no one has really watched it yet. This was a mistake on my part, especially because one of the reasons I didn’t bother with it was because I thought none of them would respond (this was a mindset I was semi-conditioned into during the research part, I contacted a lot of people during that time and to this day I haven’t gotten a response from any them). I also wanted to focus more on getting magazine designers to give feedback since the one I was originally talking to stop responding to me, but I still should’ve tried to get feedback for the video as well. I was able to get three magazine designers to respond to me halfway during production though and I have gotten feedback from all three of them about the “final” PDF now as well
The final product itself is a little surreal to me still, I’m surprised it came out as nice as it did. Some of the mascot art is a little pixelated (especially in the animation vs illustration page) which I was worried about when I noticed the brushes my magazine artist was using, but I don’t think it’s too detrimental. I originally planned to include the mascot in all of the double page spreads and aside from two double page spreads (one being an advert) I did do that. There was art that was made for the pet article page that was meant to go with the QR code, but I decided that it’d be better suited to be at the beginning of the video since there wasn’t much space for both the QR code and the art to be together
I think one of the strengths as well is that the magazine is quite colourful and eye-catching due to the right page usually being a brighter colour than the left. This is something one of the artists I interviewed mentioned while talking about their favourite pages, one of them said their favourite pages were the slanted ads for this exact reason. It’s interesting because I said I would avoid bubblegum colours during the pitch feedback, but with pages such as Abbsterism’s page I don’t think I’ve properly avoided that problem. While talking about that page, one of the criticisms I got from a magazine designer was that the colours used for that page (purple on green) was a little hard to read. Green and grey/blue were a colour combination I was supposed to avoid and I did, but I didn’t think about how green and purple might also quite similar. Personally my favourite page is the generative article one, one of my focus group members also said they liked that page the best. I like being able to reference my other hobbies (HTML and CSS) in my works, even if I’m still a little amateur in actually using them. I also like the Emily Zullo page, but that’s more because of how I was able to incorporate the comic art style with the page
This was a concern I had throughout production, but I feel like the magazine’s design feels a bit childish and that partly is because of the bubblegum colours I was told to stay away from. I don’t think it’s a terrible problem because my target audience are younger people, but I’m still a bit worried my layout would appeal to my tertiary audience (10-14 year olds) more than my primary audience (15-20 year olds)
 A smaller thing to mention is that in my pre-production page I mentioned multiple times that I wanted the editorial notes picture to be sunny, but as you can see I didn’t get that. I’m still sort of disappointed that I wasn’t able to because I wasn’t happy with the previous photos I took and the weather wasn’t agreeing me on the day I took the picture I liked the most, but I was able to make a joke about it in the magazine so I hope it isn’t too bad
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The text came out much bigger than I thought it would and now that I have the physical copy, I should’ve made it smaller. This was something one of the magazine designers I got feedback from mentioned as well, they said that because my target audience is younger people that I didn’t need to make it so big. Two of the magazine designers I got feedback from also said that using a bold font for the main body text was a bad idea as it makes the text harder to read and I personally don’t find it harder to read, but I do think using a slimmer font would’ve been better. The main body font was meant to be a placeholder for the mock up and I just ended up liking it later in production, but I definitely should’ve thought twice about it. Something interesting to note is that during production I asked my focus group what I could do to better unify my magazine and one of them said to make all the headings and subheading fonts the same for all the article pages, but one of the criticisms I got from one of the magazine designers is that I should’ve tried to use more fonts for the headings
As mentioned before with the text, the entire magazine came out a little bigger than what I was expecting and I’m not sure I like how I designed the pages as much as I did during production. I find it quite difficult to talk about the things I like about any work I do so maybe it’s the high expectations for myself, but I still feel like I could’ve done much better with the design and it doesn’t look as professional as I wanted. Although I do think the professionalism I’m envisioning doesn’t really correlate with what my target audience would want aesthetically
On my project proposal, I said one of the reasons I wanted to do a magazine again was because I thought I could improve on the magazine I made previously, especially on the front cover. I think the front cover is better than what the one I made for interactive magazine, but it doesn’t truly feel like a fair comparison either. The cover art I made for this magazine does fit the codes & conventions for an art magazine but it wouldn’t be a good one for a fashion magazine and the same goes vice versa
It’s a little hard to compare it to art magazines (especially the art magazines I used during my research) because most of them are aimed at a much older audience or don’t have much text (Hi-Fructose). I’ll mainly be comparing to Illustoria even though it’s aimed at a younger target audience than what I’m aiming for, since I used some of the pages in that magazine in my inspiration board
The front cover of the magazine is very in line with what other art magazines do, the entire cover is art and the only other text in it is the brand logo and the issue number. The art isn’t too simple (in my pitch I said I wanted it to be really simple but I decided that it would be difficult to distinguish what the magazine could be about if I do that), but it isn’t hard to read either. I think the magazine cover also establishes how this art magazine is different from all the others as its aimed at teenagers, a demographic I haven’t seen any art magazine go for. These are a few examples of how my cover fits with other art magazines, especially with the minimal amount of text. All of the examples I’ve used are also art magazines I’ve done research into
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vision (Issue 45), my art magazine | Hi-Fructose (Vol 54), only text being brand title, vol no. & tagline
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Beneficial Shock! (Issue 5), only text being tagline, issue name & no. | Illustoria (Issue 9), simple cover, tagline, issue name & no.
Pages in art magazines are extremely simple and plain, I tried to make my pages a bit more fun by adding the mascot in majority of the article pages but I still followed with how plain they are. This is an example of how my pages can be simplistic like the ones seen in professional art magazines. I also made sure to have a variety of different page colours
[image: Text

Description automatically generated] [image: Text

Description automatically generated]
vision (Issue 45), my art magazine. Interview pages are a different colour from the article pages and are always on the right side, this is a house style. The article pages are very simplistic and basic similarly to other art magazine articles
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Contemporary Lynx (Issue 17 & 16). This magazine has many pages be a different colour than white like my magazine does, as seen in a few examples here. I took inspiration from the artist pages in this magazine in particular by making all the artist interview pages have the artists names on the bottom of the page instead of the top like what I was originally planning as seen in my mock up. 
[image: ] 

[image: A spread from our interview with rad women Kate Schatz and Miriam Klein Stahl of Rad Women Worldwide and Rad American Women A-Z]
Illustoria (Issue 5). I really liked the bold colours on this page so I took this inspiration for my animation vs illustration page. The colours aren’t as bold as I wanted to make the colours reminiscent of the orange in my logo but not make the text too hard to read
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Illustoria (Issue 8, 7 & 3). I unfortunately didn’t have the space to make one page full of the artist’s work and the other the actual interview, so I was able to take the inspiration with the 2nd and 3rd page shown here for my interview pages instead. This is shown best with the Lynsey Moore page above, the top is taken up by a photo like the 2nd page here is with art. Like the 3rd page, the body text is also positioned similarly with it being two columns instead of the usual three I saw used for most art magazines. The questions aren’t a different font from the answers but are an easy and distinguishable colour instead, and they’re not separated with a line break either. 
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vision (Issue 45), my art magazine. I really liked the first Illustoria page I showed above and was inspired by it as seen by my editorial notes page. The text placement is very similar and I made the image be at the top and close to the text
I even took inspiration from posters while making my art magazine, this is an example
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vision (Issue 45), my art magazine. | Canvas (Issue 97) | One of the images in my inspiration board
I really liked how the pictures were part of the table of contents in Canvas. While my teacher was giving me my progress review feedback this is something she mentioned as well, including the art made the page feel much more artsy. For the image on my inspiration board, I really liked how they used different fonts for the text and were close together while still being mostly readable
For if my magazine lives up to professional standards, I think it does. I was inspired by many different art magazines and used their designs in my magazine as I’ve already explained above. The text size being too big and the font used for the headings & subheadings aren’t like the ones I’ve shown above are detractors from that though and I do think my magazine just barely misses the mark of looking as professional as those, although I am once again comparing to fine art magazines as there really aren’t many art magazines dedicated to a younger audience
I still think that for my first time getting something printed and working on a full-fledged magazine like this that I did very well, but I still think I can do much better than this. If I do decide to do printing again for my FMP (which is likely) I think I’ll try to make my product aimed at older people so it meets the professionalism I’m envisioning. I think between the art magazine and making the video that I challenged myself enough, I still think my practical skills are lacking but that’s not really anyone’s fault but my own
I would be lying if I said I found most of this fun, for the past few weeks I constantly thought about how I couldn’t wait for this to be done because I spent so much time on it. Now that I look back on it though I do think if I had properly planned the mock up and got feedback from a magazine designer that didn’t suddenly disappear throughout production that I would’ve had a much better time. This process mostly taught me how long it actually takes to design a magazine (I really wasn’t expecting to spend entire weeks spent here for only twenty pages) and that I am very prone to feeling bad and giving up easily, I can pinpoint multiple times throughout the project where I felt that I should give up on trying to get a higher grade (the last day with the printers was overwhelming because I thought I wouldn’t be able to get it printed on time, even as early as the last day of Easter holiday I was extremely stressed and tired because of how I had to work). I find it really hard to talk about the positives of myself that I displayed throughout this project, persistence is really the only one I can think of because of how at the end of the day I was still able to print two copies of the magazine. Ones right in front of me as I type this. Another thing that really came out throughout this project is that I’m just not really a leader, I’ve never been and I don’t really like being one much. I have my own ideas for things I want to do but this is one of the only times I’ve really acted on one before, so this was definitely a bit of a new experience for me. Starting conversations and constantly contacting other people was a little straining to do at times as well, I find it draining personally
When talking about this year generally though, I think I’ve done really well considering where I came from. Last year I was doing my GCSE’s and I was able to go to Level 3 still, majority of my class came from the previous year and I can still work about as well as they do. I can’t even look at my Music Video unit page because ever since that unit I’ve improved dramatically, especially when it comes to researching
The only problem I really have with myself is that despite being told to, I never really took the equipment out myself much. I don’t really blame myself for this either, it’s kind of hard to fill it in when you don’t know anything on it, but I still think I should’ve at least asked for help about it. Next year I hope to improve my practical skills. I’ve seen some of the units I will most likely be doing next year, so I know I’ll be forced to do just that 
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FOR CREATIVE KIDS & THEIR GROWNUPS

ISSUE #9:
EXPLORE

STORIES/ COMICS / DIY

featuring illustrater
Ellen Bromkley
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Animation s lllustration

What's even the Difference?

What's the difference between animation and illustration you ask? Well ones animated and
the others not.| could stop there but some companies out ther still got confused, and the

differences run much deeper than that!

There's a running problem with people
assuming animation i for kids only, but that.
dofintely isn't the case. Animation can be
used for many different things, a popular
example s for advertisements or videos
giving a ot of information. Staying focused
on one video is @ hard task nowadays,
animation can keep people engaged while
also helping them understand what's being
said better. Animated advertisements are
50 common they're sean as oversaturated,
to pull statistics out of thin air here it's said

llustration i ifferent n that the art never
moves, it's always static. However unlike
in_animation, ilustrations can be more
thoughtprovoking as you can interprt the
art differently. Not like this sn't possible at
allfor animation, butit's much more difficult
to pulloff. Despite the slow decay of print (I
promise this lsn't a self4ab), art prints are
stil very popular. llustrations aren’t just
for posters and books t0o, they can also be
used for advertisements such as business
cards, signs and evenon companies’ trucks.

that animated ads get 73% more attention
than static ones do.

Inwork, animation is much more of a team effort. Many people such as background arlists,
concept artists and storyboard artists are just the tp of the iceberg when it comes to
animation. lilustrations are commonly much more individual. As an illustrator i’s much
more important to be able to stand out above the rest for your own individual style and
art, while in animation its more about variety and consistancy. Having a portfolio full of
different types of artwork (background design, character design, short animations) that
are consistent in quality can help much more in animation than having a portfolio full of
portraits. Knowing about anatomy and being able to pull it off consistentl is extremely
Important as companies look fo foundational skils more than individualism. After years of
working professionally you'll be able to blossom into individualism and possibly be hired
Justfor your art style.

Away to develop your own art style i to... Practice drawing. The most common and basic.
form of advice | know, but it does really work! Take inspiration from other artists but ry not
to compare your art to the same artst every time. Try out new things, s if you like them
and eventually, you'll have an artstyle to call your own.

10] article
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Do you have any main inspirations? I do. |
love old photographs, absolutely love things
from the past... Becauso as well with clothes
and fashion, we're ro-bringing up things.
the time. What people are wearing right now
are 905, which | was wearing when | was...
yknow. So things are coming back all the
time 5o looking at old photos chances are
‘somethings going to come back. Now I like
that. | lie Instagram, things pop up all the
time that are just interesting. | follow like
jewellery brands andy knowl don'tjustdoan
outft, s every litte detail. The biggest thing
for me is TV and galleries like just having a
look. 1 just like to look around the tube and
Juststare at people allday basically.

Would you say your background has played
00 your work n any way | think everything

‘shapes you and shapes your Ife, everything
down t0 the science that | studied and the
languages, every kind of hardship, trauma,
Journey, family, everything would inspire.
you. Culture, traditions from your family
that you've inherited, all shapes you and
essentally that's whore your taste comes
from. It comes from you, your vision comes
from you, 5o every single part of my life s0
far has brought me to where | am today and
has shaped my kind of taste and my view of
the world. And the thing is that will continue
to grow, ts good to keep seeing people, keep
doing things, thatll just continue toinfluence
‘me. Everything influences.

So what inspires your work? Peopla on
the street, 100%. Films are constantly
influencing and people! I'll be doing young
people dressing up and things that I've

pusion

Lunsey Moore ___

seen here are completely gonna inspire
me! Or something someone said, some
film someone was recommended or some
website. I's people. If you stay in your room
on your laptop, like you're only gonna get
what's there at that point. Keep meeting
people, keep talking and seeing.

Are there any times where you use art or
Graw for your work? Yes. 1ove to- Especially
when you're moodboarding. | just can'tfind
it, 1ve got something in my head, I'e gotta
try and communicate it to a director or a
producer. | can spend hours looking, or | can
justdraw it and show them what | mean. And
also for me when I'm having things made,
I can't talk to someone and say like “Oh |
want a skirt that's gonna go down a bit ike
this”. They need a picture! | need to be able
10 give them a thing and “This is it So it's
about, 1 think, drawings communicate don't
they oxactly what's in your head and if you
can do that t's such a skl because I ell you
what... | draw - not all costume designers
draw, they might have ilustrators that do
that for them - but when | draw, when | go to
meetings it impresses everybody. Directors
are gonna say “Oh you can draw! Oh its
amazing”, they love it! Everybody loves a
drawing and | think because now technology
‘and overything takes over now and we can
all do moodboards really easy and we can
all drags images in, not everybody can draw.
Think about how much of the populationcan
actuall draw well, a very small percentage,
50 if you can do that, it's a wonderful gift
you have and will make you very attractive.
to omploy.
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Marta Bogdariska is a photographer and film-maker, some of whose cre-
ative interests focus on rescuing forgotten stories from obscurity. She es-
pouses a critical outlook on the history of people’s dominance over other
animal species. Her artistic investigation highlights the ways in which peo-
ple have been exploiting animals for their own merit. Bogdariska lays bare
the artificiality of the established hierarchy and the colonialist approach
to other species perpetrated by humans with impunity for many centu-
ries. She is also interested in the emergence and continuity of debates,
e.g. threats, dangers or discourse of the Other: In her work, she uses a va-
riety of mediums, including photography, film, sound, text and archives.
Seminal to her practice is an element of participation

In this interview, the artist tells us more about the project ‘Shifters,’ which
challenges the anthropocentric world order by salvaging obscure or little
known stories about animals serving as secret agents. By choosing ani-
mals as her main subject, the artist tries to raise awareness of their fate
and make us re-examine our own perceptions. Found research materials
were compiled in the book and have featured in multiple exhibitions, each
with its own unique character.

Marta
Bogdanska

35 ARTIST
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‘FIRST LOVE’

: AND THE DRAMATURGY OF THE REAL
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KATJA NOVITSKOVA
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Fantelle is an illustrator and a self
a“te e described “2D Generalist”. You can catch
her on her Instagram @fantellerhur.
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RAD WOMEN CREATE!

writer Kate Schatz & artist Miriam Klein Stahl
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ISSUE #8 HOME

\E IS WHERE YOU MAKE IT.
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every single one of you wherever you are.
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llustoria il Nave a new home n the publihing house UCs»H=

S s 1 @ g place for me 1o hand over the keys. 05 T £
rowing famiy Gnd my i home stuco craw more of my orer

1 €annol be more hriled 10 have Mcsweeney s of e head ¢! ™
i celecrated wrte and pubsher Dave Eqgers-shose 20°
Kias and grownups are ke furniture in my home (wel-wor? ©
beloved)-ond tne extraorainary Amanda unie overseend ™

comiructon. Under teir lead. you wil see an unwavernd <™
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2 o uee
o had rt ournls on and o Fr tho st decsdo
bt racontly have made vsuljounaling reglar
par of my . It s ko the ol st space that
v curently “mine." | do't hav to plesse snyone
but mysel, wich means | dontovethink what
style Imwerkingin or the quality of my drawings
1€l holps with mindfulnes. 'm bl to cbsave
more closely s record morsents i my e that
‘would atharwiss hvo been forgttan: smplo
hings o theoml | hear o ight o th unch
Sharewith my husband o  Tuesday. | drn lots
of foodinmyjournlbecause|ov toconk!

-

Iwould b nawhere without th teachs iy
o they heped shape mo, aking mo undor theie
ings 838 chid and svan terin o828 young.
Sdul. My bighschool rt teacher, Mes. Meies,
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Sh took our mark sriusly, photographing shder
forcompetitionsand orgensing st suctions

o rio manoy o fund Fld tips to Chicago.
Ancther tescher, whom | hd n graphic doign

a5 tonth grader, LriJohnson,  ctualy oneof
Ty closest fiond tody. Sha pushed me toin

nd advic, and hs hwaysboan s confdant. My
usband snd | scallygot maried st hr houss 3
coupleyesrs back—she'sust ricless to me.

Thaugh no techically lustration,my dream.
prject woud b creating ll th deta and prop
work or 3 stop-motion . love minitures
and mking iy thing,so when | hove time for
porsons projcts, 30 work s my go-to The

more dtat the better | ke il th stufFin the
background, ko the newspsper wrinkid on the
sty oo o the spidernabin the corner o the
window. | could g ot fo hrs wsing found
abjects to mako minsturr
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WHAT IS YOUS FAVORITE PART A
ILLUSTRATING CHILDREN S 800KS?
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doing rosorch and sudy drawings. € rowording
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HAVE 10U EVER HAD TO DEAL WITH.

10U FEEL LIKE NEVER WAKING ART AGAINZ
I£ S0. HOW 00 YOU OVERCOME THESE

CHALLENGING MOMENTS?.
Unfortunstel | know his fosing well. |
ienced cresiv burnout st theend of
o year and honastly ' not sure I bck
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editorial notes

_ rom the editor of this issue

‘Ohyou can really se the English weather inthis picture, hm. Anyway though
we've finally finished it! The long awaited 45 issue. Theso past fow weeks
have been an absolute time crunch for me, 've barely survived t! Even 5o, |
‘can'twaitto share this magazine with you. it's my irsttime being a magazine
designer myself, hope that wasn't too obvious, but | think I've been able to
‘capture the previous editor’s style while also adding a fow twists of my own!
1d be boring if 1 just copied everything after al

's been a journey for me and everyone else involved, I'm sure. Editing for
this really made me step out of my comfort zone and | sometimes stayed up
all night thinking about . For the past few weeks, the office has practically
‘been my home with how much | came to work there. Even the first day |
‘worked on the magazine | immediately wont straight to designing it, | was so
‘excited for it! Now thatit’s done though 'm quite excited to sieep for a whole
weekstraight

Tome vision is a very special magazine and notjust because It's aimed at an
‘unusual target audience (seriously when's the last time you've ever heard
of an art magazine that's not about fine aris?), but because of how much
‘charm everything has here. I've always liked cute mascots, but I've nover
heard of one that's made for a magazine before... And when it came to art
‘magazines, 've only ever been interested in looking at one for the art or for
the ntorviews with other artsts. Ina way vision is adream come true for me.

Working here really showed me how much time and effort everything takes,
‘everyone here's worked on every single lttie detail to the bone! From the
interviewers, to the writers for the articles, to even the smaller detais like
the various designers who made the original logo. There’s a passion to this
place that | think isn't matched by any other art magazine. It sounds scary
butits honestly the opposite, I've never folt more at home here

Fd like 1o give a special shout out to the artists and graphic designers that

‘agreed to be interviewed, my friends for cheoring me on and the lovely artist
for this magazine, Phos. Enjoy!

4| editorial notes
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