The Great Editorial Race

Mel Brown

ORCID Number: 0000-0002-4440-8492
Output Type: Conference Contribution

Output Date: 2015

Output Details:
Pecha Kucha Presentation [author accepted abstract and presentation slides attached]

ENACT Learning in/through the Arts, 7TH ELIA TEACHERS* ACADEMY, Fonty’s School of Fine and
Performing Arts, Tilourg, The Netherlands, 10-12 May 2015 [programme]


https://drive.google.com/file/d/1NBlFj8aFbYivxREcql_sPtGHIPa8kwAZ/view

7™ ELIA Teacher’s Academy Presentation submission
Mel Brown, Plymouth College of Art
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In the second year of the BA(Hons) lllustration programme at Plymouth College of Art, the
Great Editorial Race is a 21 day game that develops the skills that lie at the heart of
[llustration - the requirement to work to commission for a client, visually interpreting a
message that needs to be conveyed to a particular audience in a given context.

[llustrations are created and judged within the ‘Race’, the aim is for students to develop
experience and awareness of the following professional and industry specific skills: working
to short deadlines, project management, responding to critique & art direction, developing
peer critigue communities, placing/presenting work in professional contexts, costing and
commissioning of work etc.

Student feedback on the Great Editorial Race has been gathered over the last three years:

'Expectations have been exceeded in terms of professionalism, what the professional
world requires and how challenging it can be’

‘It’s quick pace and fast moving, you need to be ready for creative criticism and be
able to adjust work quickly’

‘It became more than a game...’

With such an emphasis on developing serious professional skills the question this paper will
answer is why ‘play’ the Great Editorial Race? What is it about play and the nature of games
that motivates students to work at an increased pace and engage more readily with their
peers and tutors for critique and feedback.
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Johan Huizinga, Homo Ludens (1938)
(translates as Man the Player or Playing Man)

Discussed the importance of the play element of
culture and society and began to define play as:
Fully absorbing
Includes uncertainty
Involves illusion/exaggeration

Exists outside normal life









Jane McGonigal, Reality Is Broken:
Why Games Make Us Better and How
They Can Change the World (2011)

Outlined the four defining traits of games:

Goals
Rules

Feedback

Voluntary Participation
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Player Control

Community & Collaboration
Motivation

Targets & Challenges
Rewards

Immediate feedback
Scaffolding

Exploration

Momentum

Mastery






The Great Editorial Race

Rules of Engagement:

6)

7)

8)

9)

There will be seven teams.

The same editorial briefs will be distributed to each team.*

The team must work together to decide how best to distribute the workloads
between team members.

All players will complete Editorial two and Editorial ten*

Each team must complete All ten** editorials by each specified deadline and
jpegs need to be emailed to melbrown@pca.ac.uk (please note: the deadline
hour each day will always be 10am).

All editorial specifications must be followed and art work must be emailed using
the templates provided showing the illustrations in context (please email jpegs
but remember to retain your original Photoshop files containing layers).

All work submitted to deadline will be judged by the The All Mighty Powers that
Be*** (owners of The Illustrated Bank) and a special guest judge. Between them,
they will decide which submissions should be awarded first and second place.
First place will be awarded the full commission fee. Second place will be
awarded 50% of the fee.

A team may decide whether to take the additional risk of allowing more than one
team member to illustrate any given Editorial. Be warned - this could bring
rewards of both 1st and 2nd place but you may well be pushing your creative
endeavors too far.

10) Each team must use the Official Score Sheet and Deadline Tracker to chart their

progress. The Team Captain will take on the responsibility for this task.

11) Teams will be fined double the fee if work is not submitted to deadline and

late work will not be judged alongside the other entries. All fines will be
announced at the end of The Great Editorial Race.

12) The winning team will be the team who have somehow managed to accrue the

most money and prizes will be awarded accordingly****

*Apart from Editorial Ten - a current editorial selected by each player to complete during the race and will
be presented in the same format as the other submissions - in context where the Illustration is presented
alongside the found text.

**After Editorial Two, all teams will nominate one member of the team to compete for additional prize
money in the two bonus editorials.

***The All Mighty Powers that Be’ are indeed ‘All Mighty & All Powerful’ therefore the judges word is final.
****The Illustrated Bank does not exist therefore your illustrated pounds will not be accepted in any high
street stores (or anywhere else for that matter).






Extrinsic Motivation

Intrinsic Motivation









5 YEARS

500+ illustrations
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