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THE BEST NEW ILLUSTRATION, TYPOGRAPHY, GRAPHIC DESIGN
AND PHOTOGRAPHY FROM THE GLOBAL DESIGN SCENE.

THE BEST

OF THE MONTH

Hysterical Minds New Exhibition 9.0 — Twisted Essence
Typography Mania — January
Stylish Photography — Sebastien Bessac
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Disolucién - Marcela Bolivar
Essence Conspiracy - Plizzardi
Retro - Paulo Cannabarro

Be Atar - SabrinaChabru

Self Destruction = Levitate
Insanity - Rafatoon
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STYLISH PHOTOGRAPHY

Subway — Sebastian Bessac
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THE POWER

STEPHEN GAUTIER DOESN’T KNOW
WHAT HE’LL BE DOING IN 2 YEARS’
TIME, LET ALONE 10. BUT HE DOES

KNOW HE’LL STILL BE LEARNING.

When asked how | feel my career in design will
progress, | think about how much I've developed as
a designer in just three years, and the changes in the
design industry that have occurred in that time. With
this rate of change in mind, it becomes extremely
difficult to think two years ahead, never mind 10.

As a designer, you notice trends and you hear other
designers speculate about where things are going.
But the predictions change every few months, such is
the speed of progress within the industry. Designing
for games might be the flavour of the month at one
point; the next, it's developing apps. There are always
going to be new products or systems being released
that create new avenues and opportunities for
design.

One aspect that needs to be considered for career
progression is contacts. Keeping them is just as
important as obtaining them - you never know when

they'll come in handy. A contact could always result
in a job opportunity, freelance work or a recommen-
dation to somebody else.

As long as | feel like 'm developing and learning as

a designer, | imagine a certain level of satisfaction
will always be achieved. In my short career so far, I've
found that I've learnt by doing - especially when
thrown in at the deep end and put under pressure.

| picked up a lot at university, including design theory
and thinking creatively, but since being at Fluid I've
found that there's nothing like practical experience.

After one day on my placement, | realised that | knew
nowhere near what's required to be a professional
designer. At university you'd get three months to
complete a project; at Fluid you get three weeks.

In whatever direction my design career progresses,

| know I'm going to have to constantly learn new
things to keep on top of advances in the industry.
This is one of the reasons 'm happy where | am: I'm
surrounded by experienced designers from whom

| learn every day.

If | were to give graduates some advice, it would be
to get as much practical experience as possible.

| picked up more in three months at Fluid than | did
in three years at uni. | knew | had a long way to go to
get to the level of more senior designers, so | tried to
make myself useful and help out where | could,
without hindering anybody. | kept my eyes and ears
open constantly to learn, and | also picked my
moments to ask for advice.

There were many occasions (and still are) where

| wanted to know how another designer had done
something, but during busy times having a junior ask
a senior designer for a quick tutorial is the last thing
they need. However, in the more relaxed moments
they're happy to share their knowledge - and that's
why | want to continue to work as part of a team as
my career progresses: somebody always knows

a trick that you don't.

In the studio, I've gradually earned the trust of the
directors and senior designers, and been given more
responsibility - | hope this continues with the more
experience | gain. Looking after a job and dealing
directly with clients and printers is daunting to begin
with - knowing that everything falls on you - but it's
hugely rewarding and builds your confidence.
Dealing with print is a challenge and there's so much
more to it than a novice would believe. It's an area
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I'm constantly gaining experi-
ence in, but | would definitely
like to develop it more as my
career progresses.

In the three years I've worked at
Fluid, I can't help but notice the
severe decrease in clients’
budgets. And from what | hear
in the studio, it may never go
back to the way it was. The
common opinion seems to be
that the future lies with
freelancers and in working
remotely as part of a collective,
with no overheads and there-
fore the ability to charge
clients less for the same job.

It's important to keep these
things in mind for the future.

| KEPT MY EYES
AND EARS OPEN
CONSTANTLY
TO LEARN.

Being at a studio where every
designer takes on multiple
roles during a job is both
challenging and hugely benefi-
cial. There are no account
handlers, so when you're in on
a job you can expect to design,
art direct, artwork and deal
with clients, which enables me
to learn about all the roles

a designer can expect to have.
Who knows where Il be in 10
years. What | do know is that I'll
still be learning and trying to
keep up with the progression
of the industry.
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