thisprojectwe were

commissioned to
O rinterview, write
and design an
article about someone.

Two person agreed to do the interview,
one of them was Pizza Chen who
s a 3D character designer and the
other one was Stephanie Hermes, the
creator of the webcomic ‘The Little
Trashmaid’.

Interview of
Pizza Chen

Hi, I'm Dhanesha Gungapersand doing
my BA in graphic design, and I'm really
interested in your works. If possible,
can | interview you for my project,
“1000 words about a designer”?

Thank you for your message. But

my English is not very good. | am

willing to accept the interview if
you don’t mind:)

Thank you for accepting the interview,
it's alright English isn’t my first language
either. We can do the interview here
if you'd like.

Okay~

Can you tell me more about yourself
first, like where are from and how did
you start making those characters?

I'm from Taiwan.
| always think of my characters as
a series when | make them. For
example, animal series, children
series, bread series. They all must
be different from other people’s
works in some way.

Getting ideas and concept is usually
the hardest part of designing what
do you think about this?

| prefer to think in a child’s
way. Then | combine my current
preferences.

What is one key aspect of getting
great ideas and concepts for you?

There are no shortcuts for me, I'll



do a lot of them, and then I'll pick
the best ones.

Have you always wished to be a
character designer?

| used to want to be a director

when | was a student, but now

| want to be a great character
designer first.

And why is that exactly? What | mean
is why did you want to be a character
designer instead?

Because | really like the
character’s actions and
expressions. | wish | can also
make charming characters.

| saw that you have different types
of characters, ranging from animals,
humans, bread characters and toys.
So, can you tell me more on them,
and how did you have the inspirations
to create them?

Experimenting with different
types of characters is the most
interesting part of character
designers. But to me any type is
the same, the point is to give them
life. Imagine that they are real and
bring joy.

What are your processes when making
those characters and how long does
it take?

| think my process should be the
same as that of many people. |

will select a theme and collect a

lot of references, and then draw a

lot of sketches and choose what |
wanted to make. The time may not
be fixed, but it will take at least
one week.

Do you usually face blocks, how do
you usually deal with it?

| often get stuck in a bottleneck and
| usually deal with it by going for a
jog, emptying my head for a while
and then coming back to the problem,
usually with a new idea.

| have recently made a typographic
poster that talks about my advocacy
on the roles and responsibilities of
a designer. It is about being fair to
animals and the environment when
designing and not harming them or
their habitat. What is your opinion
on this matter?

| think it's a great poster design,
| can see the appeal you have for
the environment and the animals.

Thank you. Do you think that design
can be used as a tool to amplify and
recontextualise the hidden, underserved
and unofficial voices of the local
community?

| think it's doable.
Ok, thank you for conducting the
interview with me, it has been a
pleasure for me. If | have any more

questions may | contact, you again?

Of course. Welcome any time.
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Stepanie
Hermes; s0s2

creator, Stephanie

Hermes, mostly

known by her pen

name s0s2, is a

German artist and
environmentalist. She helps raise awareness
about all sorts of pollution that destroys the
environment with her art and animation. She
donates twenty percent of the money she gets
from her comics and animation to environment
protection organisations.

The Little
Trashmaid

little trashmaid is
a short web comic
that can be found
on Instagram,
Webtoon and Tapas.

The story focus on the daily life of a modern
day mermaid. We see her struggles with all
the pollution in the ocean and how she made
friends with two human boys similar to her
age. The best thing about this webtoon, is
that it shows you the hard truth of the ocean
pollution and help raise awareness.
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Interview of
Stephanie
Hermes

Hi, I'm Dhanesha Gungapersand doing
my BA in graphic design, and I'm really
interested in your works, (saw your
Instagram from webtoon) If possible,
can | interview you for my project,
“1000 words about a designer”?

Hi, nice to meet you! Glad you like
my work! If the interview works

via text, then yes

Yes, thank you for accepting, we can
use Instagram itself if you'd like?

Sure.
Can you tell me more about yourself
first, like where are from and how did

you start making The Little Trashmaid?

My name is Steff and I'm from
Germany. | started working the
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Trashmaid in May 2019 for the
Mermay Challenge. | thought that
modern mermaids would struggle

with all the trash in the ocean
nowadays so that's why | created

Trashmaid. It's always been my

goal to raise awareness about
environmental pollution with my
art and I'm happy it worked with

The Little Trashmaid!

Getting ideas and concept is usually
the hardest part of designing what
do you think about this?

Coming up with concepts is the
most fun part to me but coming
up with new content can be
tricky, yes. Since I'm quite bad
at brainstorming | usually rely
on random ideas that hit me
throughout the days. What's
important is to immediately write
those down once you came up with

What is one key aspect of getting
great ideas and concepts for you?

It's important to go outside and
do things other than drawing.
Usually | get my ideas while being
with friends or doing some sports
or just taking a walk. Forcing
yourself to get ideas and concepts
usually leads to nothing.

What is it that you like most about
your practice?

| love sketching and putting my
ideas and thoughts on paper.
Creating something and using my
imagination makes me feel free



| read all the chapters on Webtoon
and really like how you make the
mermaid’s cloth out of plastic and
portray the reality of the state of
the ocean. So, can you tell me more
on this, and how did you have the
inspirations to continue creating the
story?

The inspiration comes from real
life, plastic and trash comes in
all shades and sizes and there's
so much of it in the ocean. | try
to think about how a 12-year-
old naive mermaid would use
those items she finds and get
my inspiration from that. If | run
out of ideas, | will end the story
eventually.

What are your processes of your
works, and do you have a specified
colour palette that you use?

| come up with the idea for the
comic, sketch the panels, line
them, then colour them. | have a
file with all the basic colours of
the characters, and | use that for
every comic

Do you improvise sometimes, or do
you always do sketches first and
what software do you usually use
for illustrating?

The software | use are Animate CC
and Clip Studio Paint.
| always do sketches first. | also
redo a lot of drawings when | don’t
like them.

When improvising, do you usually

face blocks, how do you usually deal
with it?

Every artist faces blocks. The best
thing to do is to stop drawing for
some time and do something else.

| need to get your professional opinion
on one of my other project, which
is related to this interview. In this
project | tried to share my advocacy
of on the roles and responsibilities
of a designer. It is about being fair to
animals and the environment when
designing and not harming them or
their habitat.

Based on your experience what do you
think about it in terms of its visual and
the message that it conveys and what
do you also think about my advocacy?

| think you could up the contrast a
little. Yeah it looks nicel

Do you think that design can be used
as a tool to amplify and recontextualise
the hidden, underserved and unofficial
voices of the local community?

| think design is a key element to
successfully bring such messages
across.
Ok thank you, That was the last question
It was interesting interviewing you
Thank you again for your time.

Thank you too
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Before starting anything, | went to find inspiration
and magazine layouts that would help me create
a fun layout to represent Stephanie Hermes
and her comic.
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board with the contents of the comic and
trying to find fonts and colours that match

this atmosphere.

Using elements from
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the colours were harmonious together, and the
last one was the chosen colour scheme for
the fonts and background. The light seaweed
green fit the style of the comic which shows

the sea, but very polluted. The pink is for the
cheerful personality of the mermaid, and green

to represent other sea plants.
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Layout
Experiments

Those are the three initial layout design.

This is other idea of a sea cave in the middle
of the page. It was time consuming to draw all
those elements for the sea cave and adding
colour to them, but it was necessary to get
an overall idea of how the design will turn
out to be.

Different paragraph layouts were experimented
on, and it was found that arranging them into
blocks seemed too formal and serious for
such a childlike content.

Another approach that were taken is by making
wave - like shapes and then place the text
into the object, which turn out to be more
suitable. Even though being nicer, the design
was still very blend and lacking of life.
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The second part was to add the interview into
the design but unlike the above the wave - like
text box were not aesthetically pleasing and
same colour paragraphs were very confusing.
The pink was used for questions and the dark
green for the answers.

The block of text is used here and is much
better than the previous one, along with the
two coloured text fonts, but the design was still

lacking in vibrancy and The Little Trashmaid'’s
spirit.

Even with a gradient background, which was
supposed to make the design better, made It
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Another brainstorming
was done, and the idea that stuck the most
was to make the title into the shape of the
little mermaid.

This was easily done with Clip Studio Paint.
Another picture of the little mermaid was used
to portray her work and as the title itself is
in the shape of the little mermaid.




| decided to make an underwater design. This
represented the comic better. The only issue
was the sea colour which was too blend and
did not convey the atmosphere of the comic.

New
Moodboard

During idea searching, | found the new cover
for the comic in which the sea was a blueish
greenish colour with a coca- cola bottle instead
of a fishing rod and | decided to make a new
moodbaord.

Berkshii;e Swash
BOID RIGUIAR
2p1 9pt |

Cormoranl Garamond

1000 WORDS ABOUI SOMIONIL ARHCI
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As for the original art work, its background
was removed to fit into this new ocean and
many trials were made with the shadows and
highlights but in the end, nothing was changed
to the original artwork, as it would ruin the
purpose of displaying the original work.

Coming back to the title, the type of font ‘Berkshire
swash’ was used and experimented on. For
me the title was readable, but | showed it to
my friends to asked their opinion and they all
said that it was too hard to understand.

Ul (Y




In the end the handwritten font was chosen with

9 highlights and shadows manually painted as
A y the blending modes were not satisfactory. The
d ) ( < é\ little Trashmaid's accessories were also added
J in transparent so that it would not obscure

the font. The fishing hook was also changed
/4 ﬁ\“\‘\J to the Coca-Cola bottle and plastic fork along

R with some bubbles.
N
$ E
&

This time a sans serif typeface was used, but
it was almost similar in terms of readability.

The feedback that | also got was that the
sketch that | made for the title was much
more readable.
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Final layout
design

This is the final layout design, another artwork
from the comic was added under the ‘catch -
phrase’ area which added a bit of the comedy
from the comic.
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Final article
design

Stephanie Hermes

\\
3

Can you tell me more about yourself

first, like where are from and how

did you starc making The Lictle

Trashmaid?

s082

My name is Steff and 'm from
Germany. I started working the Trashmaid in May 2019

for the Mermay Challenge. I thought that modern mermaids
would struggle with all the trash in the ocean nowadays so that’s

about environmental pollution with my art and 'm happy
with The Little Trashmaid!

Getting ideas
and concept
is usually the
hardest part
of designing
what do you
think about

this?

Coming up

with concepts is

the most fun part to

me but coming up with new

content can be trick s. Since 'm quite bad at

brainstorming T usually rely on random
ideas that hit me throughout the days.
‘What’s important is to immediately write
those down once you came up with.

is one ey aspect of getting great

and concepts for you?

It’s important to go
outside and do things
other than drawing.
Usually I get my
ideas while being

with friends or doing

some sports or just taking a
walk. Forcing yourself to get
ideas and concepts usually
leads to nothing.

What is it that you like most

about your practice?

I love sketching and putting my
ideas and thoughts on paper. Creating
something and using my imagination

makes me feel free.

I read all the chapters
on Webtoon and really
like how you make the
mermaid’s cloth out
of plastic and portray
the reality of the state
of the ocean. So, can

you tell me more on

this, and how did
you have the inspirations to

continue creating the story?

The inspiration comes from real life,
plastic and trash comes in all shades

and sizes and there’s so much of it
in the ocean. I try to think about

Stephavie Jfermes
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how a 12-year-old naive mermaid would
use those items she finds and get my
inspiration from that. If I run out of ideas,
I will end the story eventually.

What are your processes of your works
and do you have a specified colour palette

that you use?

I come up with the idea for the comic,
sketch the panels, line them, then colour
them. I have a file with all the basic
colours of the characters, and I use that for
every comic.

Do you improvise sometimes, ot
do you always do sketches first and
what software do you usually use for

illuserating?

The software I use are Animate CC and
Clip Studio Paint. I always do sketches
first. I also redo a lot of drawings when
I don't like them.

When improvising, do you usually
face blocks, how do you usually d

with it?

Every artist faces blocks. The best thing
to do is to stop drawing for some time and
do something else.

Do you think that design can be used as
a wol to amplify and recontextualise the
hidden, underserved and unofficial voices

of the local community?

I think design is a key element to
successfully bring such
messages across.
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By Dhanesha Gungapersand (\\;

: a German artist
mostly known as her pen name
“s0s2” and creator of the famous
webcomics “The little trashmaio’.
“Let us find out more about bher
and ber process into making the
successful webcomic.

[

‘Find all ber social
media and webcomic
on ber ‘Linktree;

/ N I love sketching and putting my

\%‘\\% % ideas and thoughts on paper. Creating
\ ‘ something and using my imagination
\§* makes me feel free.
Can you tell me more about yourself L’;‘ %,
first, like where are from and how 7 4’;3{
did you start making The Lictle j g % lread all the chaprers
Trachmaid? e \ \ % on Webtoon and really

9 N % like how you make the
My name is Steff and 'm from a mermaid’s cloch out
Germany. I started working the Trashmaid in May 2019 of plastic and portray
for the Mermay Challenge. I thought that modern mermaids I the reality of the state
would struggle with all the trash in the ocean nowadays so that’s of the ocean. So, can

why I created Trashmaid. It’s always been my goal to raise awareness m
about environmental pollution with my art and I'm happy it worked

with The Little Trashmaid! N
Getting ideas S \
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you tell me more on

is usually the

hardest part x’\

of designing
what do you ), this, and how did
:ﬂln?k about \,\ S\{d you have the inspirations to
Lis continue creating the story? ’
Coming up D

The inspiration comes from real life,
plastic and trash comes in all shades
and sizes and there’s so much of it

in the ocean. I try to think about

with concepts is

the most fun part to

me but coming up with new

content can be tricky, yes. Since I'm quite bad at
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1 thought that modern mermaids would struggle with all
the trash in the ocean nowadays so that’s why 1 created -«
~ .. ¢+ ‘Trashmaid. It’s always been my goal to raise
-\ J  awareness about epvironmental pollution
my art and I’'m bappy it worked with The “Little
N ‘lrashmaid!

I come up with the idea for the comic,
sketch the panels, line them, then colour
them. I have a file with all the basic
colours of the characters, and I use that for
every comic.

G

Do you improvise sometimes, or

do you always do sketches first and
what software do you usually use for
illustrating?

The software I use are Animate CC and
Clip Studio Paint. I always do sketches
tirst. I also redo a lot of drawings when
I don't like them.

When improvising, do you usually
face blocks, how do you usually deal
with it?

Every artist faces blocks. The best thing
to do is to stop drawing for some time and
do something else.



