








When I was a junior junior at Pentagram in 1977, Alan Fletcher used to walk around his team, and without saying anything help himself to one of his assistant’s cigarettes, in front of them. No one said anything. After a while of this he came to my desk again. As his hand reached down to my cigarettes, I chirped up, Either pay me more money so I can buy more fags or F off and buy your own. A small smile crossed his mouth and ever since then we’ve got on very well together.
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Learn how to make your design skills pay with this enlightening, engrossing, no-nonsense guide to visual creativity in the real world.
Passing on the lessons of a lifetime in graphic design practice and education, Phil Cleaver shows how to create the best portfolio, impress at interview, develop strong client relationships, and produce great work in the studio.
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Introduction

Life after finishing college, and getting that all-important first foot on the ladder in the design industry, is no easy feat. Working in a studio is hugely different from studying ; this book is aimed at helping you through the transition and giving you the ammo to climb this massive new learning curve.


I give no rules, as there are no rules, and if there were I would only want to break them.




With tens of thousands of design and advertising students graduating into the job market each year, it’s more important now than ever before to be fully armed to succeed.



When I left art school, graphic design was the new description for commercial art and had not yet entered into the vocabulary of the general public. No one knew what graphic design was, and I even used to avoid telling people what I did, because I would then be forced to try to explain it—at that time it seemed too complicated. Now of course the application of graphics and graphic design is so widespread, in all its media, that it has become a household term.

Having been a maverick all my life, following my heart and not my head, I am in an odd position to be writing this book. I give no rules, as there are no rules, and if there were I would only want to break them.

However, what I do bring is the knowledge that comes with having been trained by some of the biggest and most influential names in graphic design. I’ve produced more than three decades’ worth of award-winning work, run my own successful design agency, worked globally, and I now also teach as a professor in the creative industries.

Think of the world of professional design as a game, and you can’t play the game if you are not yet in it. So, the first thing is to get yourself into the graphics game. This book guides you through the focal points and possible pitfalls at each and every stage of presenting yourself and your skills to the design industry.

Designers not only have to be able to design nowadays, they have to become project managers, sales people, client handlers, typesetters, art workers, and art directors. They need to write print specifications and control printers, not to mention be involved in prepress print production.


The rules of the game—an apt description of how to succeed in the design business and also how to deliver quality and fulfill the responsibilities we have as designers.

Jan Stael von Holstein
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Graphic design now encompasses what used to be a lot of different professions ; for example, it took an apprentice years to qualify as a compositer (typesetter) who could be trusted to set type. Now as a graphic designer, this is one of the skills you need to master. There is no graphic design without type, as it makes up 50 percent of most design work and it has to become a skill set, which to a designer is akin to breathing. The boundaries between professions are blurring as technology advances.



This book aims to guide you through the process from graduating to getting into a studio and staying there as a valued designer. It aims to be a useful guide and a bridge in the first year of your career.

Keep it with you ; it will become an essential tool in your learning curve through your first year in the real world, it can be your companion and note book throughout the process, and hopefully it is your get out of jail card when you don’t know where to turn.
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