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Introduction

Ever changing, challenging and re-Inventing; designer toys are in a never-ending state of flux. Old becomes new and new
can become pioneering.

From trailblazers broadening the scope of character based designer toys to the latest new talents making their name in the
industry, this book will introduce you to some of the most skilled artists of their genre.

Take an intimate and exciting journey through the idiosyncrasies of designer playthings. Every artist featured offers you the
chance to meet the qQuirky characters of their imagination, and see the world through their eyes and by their words.

And it's not just toys. This book is bursting at the seams with inspiration. The supporting artwork of the designers tells the
story of the characters’ development. You're shown how the paper sketch of a good character can make it cross media
through vinyl, advertising, animation, illustration, cloth design, and much more.

This title also presents exclusive new works and tip offs on what to look out for in the future.

“Flux Designer Toys” doesn't just show you the characters and art work from designers worldwide. It gives the reader a
glimpse of the thoughts and aims of the person behind the art.
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Jon Burgerman|

From the UK, Jon Burgerman has been

working in the arts for 8 years. Although he
enjoys experimenting, his preferred media is
black pen on white paper: “Simple, qQuick and
satisfying”.

Most of all he aims “to encourage play and the
exploration of narrative by the user.” when he
creates.

Burgerman prefers to use the simplest and
easiest route to realize his works. As he puts
it, “It's not the method that will determine how
special the end result will be, only the finished
work.”

Ideas and concepts are generated through what
he reads, thinks and observes; which then
filter into his brain and eventually help generate
ideas.

“If my work is successful on any level it
will register an emotive response from the
viewer.”
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Clients and projects you last worked on?

I've produced clothing lines for Size and RipCurl, a book
for ROJO and I am working on another one for IdN. T've
designed a can for Pepsi. Recently I worked on lots of other
Cool projects too, but I can't remember them all right now!

Is there a message in your work or an issue that
you want or try to address?

Messages can change from project to project. Overall I like
to explore notions of confusion, worship, consumption and
expectations.

These are things I think about a Iot and am trying to work

out for myself, so they come through in my work.

What do you enjoy about your work?

[ enjoy being able to explore ideas, thoughts and idle
musings through drawing, color and shapes.

Making the work can often be the most exciting part of the
process. I like it when people say they enjoy the work, of
course, but I never really know how to react to it-it fegls a

little embarrassing sometimes.
Where do you find your inspiration?

Everywhere!
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Based in Los Angeles, California, Spicy Brown
started “cookin” in 2003. It started from scratch
with talented designers, artists, friends and fam-

ily.

Contributing members come from leading fashion,
toy, and design companies, whilst Spicy Brown's
company policy assures that every artist retains
full control and ownership of the artwork they
create specifically for them.

Working mostly with T-shirts and designer toys,
Spicy Brown tells us that the main aim of their
products is “to make you hungry and smile!”

“The art should be the voice and
message.

Each viewer will get their own meaning
from it. Just enjoy it.”
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Clients and projects you last worked on?

I guess we're the client always trying to be fair to our
designers.

Is there a message in your work or an issue
that you want or try to address?

Our message is really up to the viewer. If you see
something deep about it, great! If it makes you smile and
brightens your day, even better!

What do you enjoy about your work.?

I love watching people’s reactions to the designs. Most
people have a big smile and their eyes light up with ex-
citement when they see our stuff. But it's also funny to
see people’s reaction to our Sushi Neko line of characters.
Sometimes they think we're advocating eating cats like
sushi, which couldn't be further from the truth. Kazuko,
the Sushi Neko designer, is the biggest lover of cats so
I'm pretty sure that's not what she had in mind.

Where do you find insparation?

Food, mostly Japanese.
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