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What is a manifesto?
A written statement declaring publicly the intentions, motives or views of its issuer. 

A public declaration, often political in nature, of a group or individuals principles, beliefs and intended courses of action. 

Some ideas for writing your manifesto
· What do you value?
· What inspires you?
· How would you describe your attitude or approach to creativity?
· What changes would you like to see in the world?
· What do you believe in?
· What kind of illustrator would you like to be?
· What kind of illustration do you like?
· What kind of art inspires you?



My 8 statements

Realistic art is not necessarily better or more creative than styled art. 
The world needs to be more accepting to Minorities rather than focused on being annoyed by one’s existence. 
Character designs and concept art is very inspirational to me. 
Cubism is unsightly.
Anti-homeless architecture proves how heartless humans can be.
Dog people with a huge hatred for cats are those I do not trust. 
Videogame artwork inspires me a lot. 
I value family and friends, as clichéd as it sounds, I value the close support I have. 




Manifesto Writing

Videogame artwork, such as character designs, concept art and landscape designs are very inspirational to me. The way that combining these elements can create a very ‘real’ world is amazing to me. Together it creates a world that the viewers can understand and see true depth and history for rather than it being an empty world. 
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Nintendo, (2017) Splatoon 2 – Inkopolis Square
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Nintendo (2015) Splatoon – Inkopolis Plaza 
the world of Splatoon 2 [1] and The Legend of Zelda: Breath of the Wild [2] are two that inspire me the most whilst still having completely different aesthetics. Splatoon 2 focuses on city styled architecture, the main city named Inkopolis is implied to be built above where Japan once was in the game. Inkopolis Plaza has references to Kitsune and Tanooki’s which are important figures in Japanese mythology.  The vibrant city scape and clothing were also inspired by Mexican culture, due to lead art director, Seita Inoue’s past living in Mexico.[3]
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Nintendo (2017) Splatoon 2  - Wahoo World
  The world is set years after Human’s extinction with famous landmarks sometimes being referenced, which is very different to my other inspiration. In Splatoon 2, the world is full of bright colours often neon in colour, as seen in the image above. The overall aesthetic marries futuristic and rustic buildings and outfits. Inkopolis Square, which acts as the main hub to second game, Splatoon 2, “Has been there for a while, but it fell on hard times and was constantly dealing with minor crimes.’ [4] The creators of the game wanted the environment to feel as though it has had redevelopments and the improvements have now made the area a better hideout for Inklings [5] and Octolings [6]. This is done quite well in my opinion as the area has both well done up areas such as the news station and tower along with an alleyway the game itself dubs as “Fishy.” [7] Furthering the past of the square. 
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Kadokawa Dwango (2015) The Art of Splatoon – The art book with Splattitude. [8]
The characters in Splatoon and Splatoon 2 are very inspirational to me. Marie and Callie are two Inkling characters, they are able to morph from a coloured squid into a humanoid squid character. These two characters were made to be idols for the first game of the franchise, Splatoon, they act as characters to explore lore and story lines along with informing the players of in game news. The two have matching designs that differ in little ways to make them more cohesive. 

Outside of the actual games, Nintendo use these two characters in order to promote events, especially in Japan. 
[image: ]
Nico Nico Chokaigi (2016) SplatoonJP - Squid Sisters, "Super Music Festival". [9] 
This poster is a promotional piece of artwork for Inkopolis live. The Piece is from the Videogame Splatoon and as such is written in Inklish which is the language of the characters depicted in the piece. Though the piece has language that the reader cannot understand, the fact that the poster is meant to mimic a concert poster is still obvious due poses of the two depicted. Along with this the silhouette and colour scheme further imply this is a promotional poster for concert. There is Information in Japanese that those who don’t understand Japanese wouldn’t understand, However the dates would be. On top of this the bottom bar has other symbols which to the reader could be depicted as sponsors or other acts.

[image: ]
Nintendo (2017) The Legend Of Zelda: Breath of the Wild, True Ending. [10]
My other videogame inspiration is The Legend of Zelda: Breath of the Wild, unlike the Splatoon franchise, The Legend of Zelda: Breath of the Wild focuses more on large fields, less developed buildings, and a variety of different species. The architecture and themes of The legend of Zelda: Breath of the Wild, resembles old fantasy worlds, featuring horses as the main transport for example. The colours of Breath of the Wild are more muted, it feels more realistic as a whole.
Despite this advanced technology plays a strong part in this game. Despite the use of advanced technology the creators of the game wanted it to feel “somewhat nostalgic.” [11]. They took inspiration from Jōmon Pottery, Southeast Asian ceremonial masks and children's drawing when designing the Dungeons and Ancient enemies. [12] 
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Morio (2013) Flame and Water Pots: Prehistoric Ceramic [13] [image: ]
Nintendo (2017) The Legend of Zelda: Breath of the Wild, Guardian Stalker. [14]

The Legend of Zelda: Breath of the Wild’s structures are less developed than those in Splatoon 2. As the game is set 100 years after mass destruction, many areas are left in ruins and are abandoned. When creating the Temple of Time developers mentioned how “It should feel like there was a huge battle with Ganon here.” [15]. There are also scattered ruins of small villages which are now over ran by monsters. Developers also wanted to create areas that were once bustling with life which are now infested with enemies. 
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Nintendo (2017), Character Art Revali. [16]

Much like Splatoon 2, The Legend Of Zelda: Breath of The Wild, has a collection of characters who's designs inspire me. Along with the physical design, the notes and objectives set by developers also inspire me. Many of the concept and development art show a plethora of notes pointing out small changes that should be done. 
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Daniel Plafker (2018) Anti Homeless poles in Guangxi Render Sidewalk unusable, THAT’S.  [17]

  Anti-homeless architecture proves how heartless humans can be, instead of othering support for those on the street they focus on removing areas that they may sleep. Slanted seats, spikes on paths along with arm rests on benches are specifically designed to get homeless people off the street, however they don’t care where these homeless people then go. Less money should be spent on spikes and more should be spent on homes and support for the homeless. I am passionate about this topic due to the lack of necessity behind these actions. 



Realistic art is not necessarily better or creative than stylised art work. Whilst learning realism can allow an artist to improve as they learn proportions and the human form, by forcing those who study art as a GCSE or A level to constantly focus on realism with no variety removes the creative process and joy of art. Everyone’s artwork begins to look the same with the only difference being the skill level. Instead, I believe that those studying should be allowed to produce stylised artwork alongside realistic studies, therefore allowing them to learn important skills they can then use to improve their stylised artwork and allowing them to express their art in a means that unleashes their creativity. On top of this by pushing the narrative that realism is all you are allowed to do in these studies it makes many young artists begin to hate realism as a style, valuing it less, the artwork becomes less inspiring and more of a constant reminder of the box they must fit in for the course. There is no doubt that studying life with realistic proportions in a realistic style enhances an artist’s understanding of form and dimensions, however they should be allowed to produce art with the correct proportions in a unique style.
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Task 2
Practice Writing:
 [image: ]
Camille Pissarro (1897) The Boulevard Montmartre at Night [1]
Semiotics is the study of signs are used to convey meaning using our own understanding of different things in the world [2].  Artists use semiotics to relay their chosen meaning. For example, in this piece Pissarro uses his knowledge of Semiotics and how the smudges on the pathways will be viewed as people to any viewers. 

This piece is an oil painting on a canvas, created by Camille Pissarro in 1897, the piece consists of blues and yellows, primarily. The usage of these two colours creates a cold atmosphere despite the bright yellow lighting.  Pissarro layers his paint in thick lines to replicate a blurred effect. The way the paint is blurred and blended signifies the fact that it is raining and a wet scenery, though there are no strict distinct lines the use of colours and shapes further signify what the piece consists of. The objects are obscured and somewhat wonky, replicating a water effect. Though there are no details in the cars it is still obvious that that is what they are, this transfers to people on the left-hand side, though just smudges the way he has used shapes makes sure that that is identifiable, the brush strokes of these people also create the effect that they are moving objects.  This is signified by the speed of the strokes and how the tips fade out. Furthermore, the building fronts are obscured with the way he paints, but by the shape of the road along with the way the lighting is sectioned it implies that these are shop fronts. This piece is filled with bright yellow light, mainly illuminating from the shop fronts and reflecting off of the wet floor, Pissarro was interested by how artificial lights behave when reflecting off of wet surfaces. [1]
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     Task 3 
Observational Writing
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Bryon Howard (2013-2016) Zootopia concept art [1]
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Link Fisher (2021) Surreal Swansea – Zine page 8 [2]
The artwork and animation of the Disney movie, Zootopia (Zootropolis) has always inspired me since it’s release in 2016. Bryon Howard was one of the lead directors in Zootopia, he also created concept art of characters and scenery. [1] I have always found the vibrant city scape and world creation inspiring. Whilst creating the Surreal Swansea Zine, I decided I wanted to illustrate my student life in Swansea but portraying those I met as anthrophonic characters. Zootopia and Howard’s work played a large part in producing concepts for this Zine. Though I didn’t necessarily incorporate the vibrant colour scheme and sketchy line art into this piece, I thoroughly enjoy how he uses them in his work, and they have inspired me in other pieces. I wanted to incorporate energetic designs and facial expressions as both in animation, and in Zootopia specifically, they play an imperative part to the liveliness of the characters. 

I used different shaped eyes to express emotion in most pages of the zine. For example, above the fennec fox’s eyes are more closed and therefore less excited than the Blond Lynx, however both are enjoying.
 [image: ][image: ]
Link Fisher (2021) Surreal Swansea – Zine Page 2 + Zine Page 6 [3]
In other pages of the zine, I also included wider and larger eyes, to represent bugs’ eyes, along with a full circle for a chameleon. I believe including extra details such as lower or upper lashes depending on the person is also important to add variation. 
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Disney (2016) Zootopia Promotional Selfie Video. [4]
To some degree, Zootopia influenced this design choice as the two main characters, Judy Hopps and Nick Wilde, have vastly different eye shapes and still vary depending on emotions. Wide eyes often are used for energetic and lively characters, often purely circular. Whereas often characters who are uninterested or are pragmatic have lidded eyes to show their unenthusiastic manner. Whilst these techniques are used to imply their personalities to the audience, I also enjoy the way it creates variation and energy. 

Bibliography
[1] Jessica Julis (2016) The Art of Zootopia Disney X Chronical Books. Bryon Howard (2013-2016) Zootopia concept art.
[2]  Link Fisher (2021) Surreal Swansea – Zine page 8.
[3] Link Fisher (2021) Surreal Swansea – Zine Page 2 + Zine Page 6. 
[4] Disney (2016) Zootopia Promotional Selfie Video. 
https://www.youtube.com/watch?v=vX04zK7C_d4&ab_channel=TheEntertainer

image9.jpg




image8.jpg




image7.jpg




image12.png




image15.png




image17.png




imagef.png




image13.png




imaged.png




image10.png




image16.png




image14.png




imagea.jpg




image6.jpg




image3.jpg




image11.png




