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01. Vinos de Ribera del Duero
02. Exportaciones

o1 03. Cartel
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Ribera del Duero. Suplemento del New York Times. Publicacién del
ICEX 2006”7 How is this work conceptualized?

Pablo Amargo : Those illustrations were published in The New York
Times to promote a Spanish region famous for being one of the
places which produces some of the world’s best wines. Being the
region at the heart of the Spanish peninsula is a flat land, with
almost not mountains or hills, traversed by the Duero River. At the
Duero river margin are found the vineyards. If you fly over the area
you can get a marvellous and colourful mosaic of earthy tones.
Land gets yellow or red. My illustration tries to reflect that colour
diversity relating it with the different wineries of the area.
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dpi : Would you please share your philosophy of art
fist? What’s the reason you keep creating for?

Pablo Amargo : My way of understanding my
job has to do with the entertainment. It can be
said that | believe in the Art by the Art. | look for
to surprise the spectator creating visual illusions
to provoke the felling of the marvellous and
surprising before the unexpected. With my images
| try to stimulate that part of the brain that laughs
when it sees things that have been resolved of an
unforeseen way.

As a spectator | am easily influenced. | feel myself
excited when | watch a dance show, a magic
show, classic movies or a piece of contemporary
urban art. | feel a new energy inside that full my
life and makes me forget of everything. My wish

£ PABLO AMARGO

is to be able to create in the rest of people that
energy that | feel. That is the main reason which
brings me to do my everyday work as a creator.

dpi : What would you do when you need to refresh
the ideas? Also, what would especially inspire you
to create in dalily life?

Pablo Amargo : Some ideas emerge when I’'m
working in my studio but many of them come up
of an unexpected way: in the shower, in the bed,
going for a walk.... However, the most part of
ideas for a specific work appear when I’'m trying
to get ideas for other project. That is the reason
because | always work with a sketchbook in
which I make note of them for a better occasion.
In general, I’'m inspired by ingenious works of
others and no necessary have to be illustrated
works. For example, | marvel at a good
screenplay or a well written book. | like creative
attitudes before life, people asking themselves
about the sense of things and thinking about
them. There are examples of it in contemporary
circus, modern architecture or avant-garde

cuisine.
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dpi : What’s the material you prefer to use when you
create? And why is this material attracts you?

Pablo Amargo : The only material that | use is the
drawing: line and space. The colour is secondary. The
most important thing when | draw are the forms, | love
to represent things, animals, plants, buildings, people...|
want simple forms easily recognizable.For drawing
sometimes | pay attention to things surrounding me.
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I watch animals or objects in the street or in the kitchen at
home that then appear in my draws: sofa, cheese grater,
knifes.

Other times | examine magazines and newspapers until |
find a photo that surprise me: people walking or cycling,
people reading in theirs home’s sofas, people playing
with a ball... | draw those figures with fine lines in my
sketchbook. Then | draw it again successively until | get
the most sincere figure.

dpi : In your works, we can notice some geometrical shape
in the composition. It’s very interesting. How would you
describe your art style? Who or what affect you the most in
the establishment of your creating style?

Pablo Amargo : It’s crucial to me that my public
recognizes quickly that is drawn. In order to get that
cleanliness and order are very important because they
allow me getting out of the draws useless and annoying
things. | like use geometric compositions because help a
lot to do a fast reading. It’s an efficiently way of ordering
which appearsin the paper.

My visual references belong to drawers and creators
tradition that communicates things humbly and
clearly. | am inspired by ancient culture’s art as, for
instance, the pre - Colombian (Toltec, Aztec, Mayan)
or the engravings’ Ukiyo-e Japanese period. Many
contemporary drawers as Aubrey Breadsley or Saul
Steinberg have continued with that tradition and all of
them are an important reference to me.
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dpi : What’s the most important for you when you illustrate
for a book? Is there any story you prefer when doing the
illustration for books?

Pablo Amargo : In my books, | try to avoid saying the
same that the text does. | like go to the written essential
and, from there, to look for a type of images where
something happens parallel to the text. The reader is who
has the possibility of building bridges between images
and words.For my work | also try to avoid texts that have
been written with many descriptions.
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It has not sense to me drawing all and each individual
elements that appears in the description of a living
room or of a landscape. | don’t like fantastic stories with
grotesque and odd animals and neither epic tales.Other
way, | like so much apparent serious texts (about Botanic
or Zoology) and also poetic texts.| would like to do a
Maths book.

dpi : You created for magazines in quite different columns.
Which column you illustrate for impressed you the most?
And would you please share one work of your favorite in
the works you illustrate for columns and share the reason
with us ?

Pablo Amargo : At the moment, I’'m collaborating with
"La Vanguardia”, an Spanish newspaper. Every Saturday
is published one of my illustration with an article.

The topics being treated have nothing to do with politics
or economy but with the human being, our fears or angst;
with the wish that we all have of being better or get
solved our emotional troubles. The articles are always the
answer to the letter of a reader who tells some personal
situation. Some letters tell about harsh realities.

For those articles my illustrations use to rely in ambiguity. |
don’tillustrate directly the situation treated by the article.
| take advantage of the capacity that images give me
to do metaphoric representations. Each article is a new
challenge for me in a work that makes me being focused.
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dpi : Which work is the most difficult for you and
why? Would you share the experience with us?
And how did you overcome it?

Pablo Amargo : At the moment I’m finishing
"Historia Natural", a book which is the one most
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complex and time consuming in which | have

worked so far. It will be published recently as a
joint project between Spain and France.
"Historia Natural" is a great collection of
illustrations about animals.

| think it was eight years ago that | began
working by myselfin a project in which | played
with the meaning of the words. But after
working on it several weeks my illusion for the
project fade away and | abandoned it.

At that moment, | just had made some
illustrations of cows and penguins that looked
very funny. So | decided to continue that kind
of images in which | did put together two
different concepts using always an animal
form. Also, from the very first moment | choose
to employ only two colours.

As time went by | added more and more
illustrations to the series but, at the same time,
a lot of work was discarded either. We can say
that for every four new illustrations | got rid of
two of the old ones, and so it turned in a never
ending work.

With every illustration | had to do a lot of
research and proof drawing till | was able to
found the most interesting design. So | drew
once and every time each animal.

| remember that with a whale | tried tenths of
times till being able to find what | was looking
for. On most occasions | even took up again an
illustration already done and start to work on it
anew. So it was a very obsessive task.

Anyway the most difficult of everything was
to find the ideas. Sometimes that took me
just a week but most of the times the search
took months for every new idea. So it was an

exhausting labour. m
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