




From post apocalyp�c doom and gloom
to retro-futurism, our concept of the future
is highly subjec�ve. Some people immediately
dreamt up a far future possibility, where the
end is either nigh or some �me past, and now
we exist a�er the end, some place distant and
unfamiliar. Others took a more philosophical
approach, pondering what it is that informs
how we change and develop over �me, we
need only look back to see what might lay
ahead. A future can only be because of the
past that was, you cannot have one without
the other.
Another leading theme explored within these
pages is technology, from AI’s conversing or
crea�ng to virtual reality art. Technology has
become a backbone of society and the world
as we know it nowwould not func�on without
it. Only �me will tell home much more
dependant on technology we as a planet may
become. However, it isn’t all fearfully wai�ng
for the inevitable robot uprising, some have
taken a more posi�ve view of what the future
may hold, evolu�on, transforma�on and
improvement. From exploring the galaxy to re-
imagining a new way of life here on Earth,
there is no law to say we cannot coexist with
intelligent synthe�cs. The advancement of
technology is unstoppable, howwe choose
to live with it however, is s�ll up to us.

Quoted text from contributors has been kept as authen�c as possible to respect our
friends with different rules to language and spelling as well as transla�ons.





“THIS IS ZANNA STATION 11, ONE OF A NUMBER OF HABITABLE
STATIONS WHERE HUMANS LIVE ON THIS FAR OFF PLANET. THE CITY
IN THE DISTANCE IS WHERE WE ARE GOVERNED FROM AND WHERE
MOST OF US WORK. THE SMALL CRAFT IS A TRANSPORTER SHIP
WHICH WE USE TO GET AROUND THIS HARSH, MOUNTAINOUS WORLD.“



Z: Introduce yourself and your
style
K: “I'm Kelvin, a nearly 42
year old aspiring ar�st
who would dearly love to
be able to do it as my day
job! I've always loved
drawing from an early age
and find it very medita�ve.
I would describe my style
as varied. I love graphic
design, so enjoy crea�ng
digital images, typography
and mandalas. However, I
also love portraiture and
fine art. I haven't found my
‘style’ yet and am striving
to just hit that sweet spot
between fine art and
graphic design to create
something that people will
recognise as being mine.”



Z: Tell us about your creative process
K: “My crea�ve process is quite basic I would say, but depends on what I am drawing
or pain�ng. For digital images or portraits I will do a basic sketch just to get the
composi�on right in my head. The mandalas that I've created are just ins�nc�ve and
aren't pre-planned, they just sort of evolve as I go.”

Z: You work with both traditional and digital mediums, which do you prefer and how do they compare?
K: “I don't prefer either medium when it comes to digital vs tradi�onal, I love them
both equally. Digital is great for ge�ng an idea down quickly, using an iPad, apple
pencil and Procreate, you've got a whole ar�sts toolkit in your hand. Digital is also
amazing for crea�ng photo manipula�on images and adding hand drawn elements,
just as I have with the cover image. I love tradi�onal mediums because you cannot
beat the feel you get from using a physical pencil and the texture of paper, also the feel
of a brush full of paint crea�ng texture with it.”

Z: What are you currently working on?
K: “At the moment I'm not physically working on anything as I've just moved house so
all my equipment is s�ll packed! I am itching to get going though as I have lots of ideas
buzzing round my head, so it's all virtual at the moment.”

Z: What do you hope the future holds for your art?
K: “My hope for my work is primarily finding my ‘style’ and hoping enough people like
it enough to spend their hard earned money on it, so that I can do it more!”

“I DON'T
PREFER EITHER

MEDIUM
WHEN IT

COMES TO
DIGITAL VS

TRADITIONAL,
I LOVE

THEM BOTH
EQUALLY.”



Z: Describe your work in 10 words or
less.
K: “S�ll finding its way!”

Z: What led you to making the work
you make now?
K: “Experimenta�on! I'm s�ll on
the journey to finding my ‘style’.
I'll let you know if I get there!”

Z: If you had unlimited money and
resources what would be your dream
project?
K: “My dream project would be
some large scale portraits with
mandala elements and possibly
using resin to create really
glossy parts of the canvas. I'd
also love to try some sort of
sculpture using wood.”

Z: How do you combat art block?
K: “I get art block quite a lot and
it can be really frustra�ng. I
combat it simply by having a
break from crea�ng. I think
because I don't rely on art as an
income it gives me that freedom
to just have a break from it and
come back to it when I get a
commission or an idea pops into
my head.”

Z: What’s your go to colour combo?
K: “My favourite colour is blue,
so quite o�en I love to use blues
and purples. I think that colour
combo is a really cool, futuris�c
one, as my cover image shows.”

Z: What’s your favourite recent
invention?
K: “Two things. One is the smart
phone; I do everything with

mine and I'm obsessed with it.
The other is the apple pencil. I
can't stress enough what an
amazing piece of kit it is.”

Z: Who are your favourite artists
(big/small)?
K: “I have so many, most are
people I follow on Instagram. In
terms of famous ar�sts, I love
Escher and Mackintosh. From
Instagram, I love so many but to
name a few -
Josh Pierce, who creates really
cool, futuris�c images.
Bonny Snowden, an amazing pet
portrait ar�st.
Jim Musil and Andrew Tischler,
who both create incredible
landscapes.
Tom Cro�, who paints great
portraits.”

Z: What made you get involved with
Zanna?
K: “It was through someone I
followed on Instagram that I
became aware of the magazine
and that I could submit work to
be featured. I was lucky to have
a few of my pieces featured and
really love how the magazines
turn out, they're like pieces of
jewellery, beau�ful.”

Z: Where/how can people best
support you?
K: “Follow me on my Instagram
page @art_by_lepley and I also
have a website, which is s�ll in
its infancy, artbylepley.co.uk
and once I se�le into my new
home and get everything
unpacked and sorted I will be
crea�ng more and adding to my
pages.”



@Art_by_lepley

“So regarding my cover piece..... as soon as the theme of this issue was announced I knew
I wanted to create some kind of atmospheric, futuris�c, industrial world. I knew I wanted
to use digital medium for it because, for me, it really is the best tool for this type of image;
I needed effects such as blurring, layers and colour correc�on to make the elements fit
together to make one cohesive image. I wanted to create a world that is maybe in its
infancy in terms of occupa�on, as if we had not long colonised it. I wanted it to look quite
bleak and inhospitable. I think in the future if we did move to another planet it would look
like this ini�ally as we would have to mine for materials to build our newworld.”



“One of the recurrent themes in my work is keeping joy alive in bleak �mes. Ruins of modern
ci�es frequently serve as background for folkloric characters — in this case a goblin — who seem
to have returned to the world a�er some calamity. They usually appear to be having a good
�me. For me, images like this serve to affirm something that we’ve all had to learn these
past few years: the end of the world can, to a certain extent, be lived with.”

@Kitcurry.art

“A�er human civiliza�on collapsed, streaming services disappeared and op�cal media didn’t fare
well. But Fyzzrk the goblin, the last nerd on earth, scours the ruins for VHS tapes and anime
memorabilia from the 80s and 90s. Let’s visit him at home and admire his collec�on.”



“I don’t imagine a future so
different fromwhat we are living
in right now. In 2050 there will be
some differences, of course, but the future is
just the answer to the present ques�ons. I don’t
have all the answers, but some li�le glimpses of
what the future may look like.”

“And talking about CryptoCulture, NFT’s are s�ll
a crazy thing! Many famous galleries started to
buy and make exhibi�ons about digital ar�sts,
and even some public places like churches
started to replace their murals with holographic
NFT’s made by a digital age Michelangelo. Some
experts even say that NFT’s are the currency of
the future.”

“The 2020’s Pandemic has le� a mark on many
people. In fact, they s�ll wear masks, talk to the
youngsters about the Great Lockdown and
they are afraid of another outbreak.”

“CryptoCulture, 2022’s Cryptocrash, NFT’s...
yeah, those are words that can s�ll be heard in
2050. Some people are s�ll verywary of that, but
cryptocurrency has definitely become another
coin in the purse of many ci�zens. In fact, some
of them prefer to be paid in crypto, as this kind of
currency is becoming more and more accepted.”



“Now that I men�oned Michelangelo and
art... Let me introduce VINCI. Inside its
metal and 3D printed body there’s a
complex A.I. that can produce holographic
artworks by studying visual tendencies,
analyzing its surroundings and making
billions of calcula�ons per second. For
now, VINCI has its own exhibi�on. S�ff
compe��on for the human produc�vity,
but it remains to be seen if it will rival
human crea�vity.”



“Governments are... well, some things
never change. People s�ll fight for what
they think is fair, and among the flowers
of peace there’s always the flame of
rage. That lead us to having enhanced
riot squads, and they are no joke:
deployable hardened shields with
strobe lights used to confuse rioters,
kevlar and leather armor prepared to
stand any impact, electric clubs…
Personally, I will only say: Don’t blame
them, blame the Government.”

“Aaand that’s all for now. Maybe it’s not the best future to think about, maybe
it’s not the worse one either. But for me it looks possible. So possible that
maybe in the future I will have a personal VR influencer telling me to pay some
NFT’s in exchange of a portrait of me painted by VINCI.”

@Ltc.arts

“Holographic VR influencers. There are... so
many. Almost one per ci�zen. Enhanced
algorithms tailored to everyone, telling people
how to become the best version of them-
selves. There’s nothing wrong with that, of
course! But you should always be aware that
despite looking real, they are just zeroes and
ones fluctua�ng, dancing to the sound of large
corpora�ons and companies. And those may
not have the same interests as you.”



Simon Hauwaerts
@simonhauwaerts

Speaking of the end, meaning

It is not here yet.
We sit and try to use our tongues
to explain it all which is a problem
because my tongue is piloted by my brain and my brain
has no idea what's going on. Nonetheless,
we need to fill the time, need to overpower
the clock, wrestle
the sound of ticking into submission.
The girl next to me is suspiciously quiet.
Her tongue has a gash on it shaped like a tooth,
shaped like sickles, tasting
like oil. I offer her a beer. She shakes,
not her head but her hands.
We probably shouldn't start mixing
things that don't go well together. But we don't have much
time left so I take a sip
and a leap, ask what she thinks
it'll look like. She drinks too.
Her hand stops shaking.
Merely points



"Avision, a dystopian dream of another nature. Elsewhere in �me and space. It is a message
from the future of a past life, far away, of a delicacy that survives �me and weaknesses.”

@Valentinaferrari.artlab

“Myvisual researchwith polaroid starts from the idea of a possibility other than the one that
reality captures. A mirror through which the deforma�on can return an in�mate reading of
the landscape/object/subject photographed, irremediably altering what the gaze collects.”

Valentina Ferrari



@Vlasinda_stormdrain

“City in the Void”

By DREW CAMPBELL

Time is unaccounted for.

Uncertain of days spent,

Hovering through the speckled void.

Hunger expands,

As supply grows thin.

Though fuel cycles,

Like an endless stream.

Closer we come,

To the isolated salvation.

As consciousness weans,

Slowly away…
Soon there is no difference,

Between eyes,

Open or closed.

Out of opaque darkness,

Breaks the light of Ayadon Station.

Communication is made,

Though I cannot muster an answer.

The porters fly upward,

To soften my craft’s chaotic descent.

In the safety of their grasp,

We touch upon the dock.

Aboard they come,

Only to find me,

Dead on arrival.

Starvation has bested,

Even the most advanced species…



@isabelleduverger

“This is one of my latest works, born from the need to be closer physically, while social
distancing during the pandemic. It is part of a larger series portraying the affec�on, the love
between two women. It is sensual without being sexual. The lines formed by the bodies are
created to convey harmony, balance, and connec�on. The absence of features makes them
anonymous but at the same �me allows one to iden�fy freely.”

As technology advances and the world becomes more and more connected, are we sacrificing
personal, physical connec�ons? ‘Dematerialized Embrace’ shows a craving for physical
closeness that cannot be simulated in our increasingly digital existences.
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Scott Gollan
@scottsinstapage



Z: Introduce yourself and your style
B: “My name is Beki Wills, I’m an
ar�st currently living and working
in Bristol. I would describe my
work as a cathar�c way of dealing
with my own anxie�es, stresses,
anger, depression and differences,
including any external and internal
influences, through the medium of
drawing. My drawings are coping
mechanisms for dealing with all
the normal, every day things and
although I think of them as
extreme doodling, or in most cases
extreme procras�na�on, they are
an integral part of my mental
health and well being. They are
automa�cally recorded, so they
are literal streams of my sub-

conscience put onto the page. To
describe them, I guess they are
numerous interlocking tentacles
and pipes randomly generated into
abstract shapes which may or may
not resemble recognisable objects.
I can work with any medium, but
for the last five years and
par�cularly since March 2020,
because of change in environment
caused by the pandemic, (the
house instead of the studio,) I
started working more exclusively
in ink, then biro, then fine liner, or
a combina�on of all three, on
paper, cardboard, packaging,
boxes, whatever was available;
ul�mately crea�ng a major amount
of mess on the kitchen table.”

Z: Tell us about your creative
process.
B: “My process, starts with a coffee
ritual. I wait for the coffee, which
usually takes ages, and I most
definitely always have to have
background noise on all the �me,
usually a podcast or hard sci fi
audio book; which seems quite apt
for this futuris�c issue. I’m not
even listening to the words, it
could be a drone sound but the
noise helps me to focus and
become fully absorbed by not
having nega�ve thoughts or
overthinking and mulling. I don’t
tend to use external reference
images in front of me (but I may
well have absorbed images,
sounds, landscapes etc.) and in this
way the marks become completely
ins�nc�ve. The prac�ce marks are
asemic wri�ng, drawn right to le�,
totally free flowing. I may do pages
or just a few lines. As the process
of mark making con�nues, I start
to see landscapes and ci�es within
them and what comes out is the
emo�ve interpreta�on of what I
am feeling and experiencing in the
moment. For example, if I have a
migraine, that will be expressed in
mywork, something very �ght and
compact. The five senses coupled
with my current emo�onal state
and general societal narra�ve
usually informs my work. I will use
anything and everything in my
immediate vicinity to draw on and
o�en layer or draw over old pieces
to evolve or enhance them. I have
to have many pieces on the go,
o�en finding incomplete drawings
that I’ve put down and lost and
then found again.”

BEKI WILLS



Z: Describe your work in 10 words or
less
B: “Mapping trauma through
industrialisa�on.
(My daughter came up with that…
I’m s�cking with it, it sounds
academic.)”

Z: How long did it take you to find
your signature style?
B: “It’s been a long �me and really
difficult, this made me deeply think
about why I do, what I do and why
it looks the way it does. However,
I have indeed, narrowed it down to
this pivotal moment in 2007, a
significant change in personal
circumstances and learning to
drive in Avonmouth in 2006, which
is a port and industrial area in
Bristol. I know this seems like very
random, unconnected events but
bear with me. So during these
lessons I would drive badly,
probably through Hallen to get to
Avonmouth, passing under this
gantry of pipes, complicated valves
and a la�ce of metal work, which
actually spread over and across the
road to join together two parts of
this huge building. It seemed to
grow out of the ground, a mass

of interlocking pipework, which
seemed totally random and
exposed all its internal workings
on the outside. I’d never seen
anything like this close up before
and combined with my passion for
dystopian and sci-fi, I found it
totally absorbing even though I
was supposed to be concentra�ng
on my driving.
Six months later, when I was

experiencing a major change in
personal circumstances, I felt
totally exposed and confused both
emo�onally and physically. I felt
just like that old building, open and
laid bare with my insides on the
outside. These old buildings also in
hindsight may be responsible for
major pollu�on, (I’m just randomly
sugges�ng that it may be the case,
as I don’t want to get sued by a
mul� million pound conglomerate).
I guess on many levels you could
say I was trying to draw away the
pollutant nature of trauma. I
started to doodle pipes, draw
pipes, paint my ‘pipes’ as a coping
mechanism. I think over a long
period of �me they started to
visually represent my current
emo�onal state. It is a real comfort
to me and now I s�ll use them
unapologe�cally in everything as a
visual metaphor; but obviously
they have changed and developed
over �me, almost to the point of
obsession, becoming even more
ins�nc�ve and part of who I am.
I just want to say at this point,
thank you to everyone over the
years who have sent me pictures
of oil rigs, factories and engines,
thank you.”



Z: What inspires you?
B: “I get inspired by many things. I
can walk down the road and see a
rusty lamp post, but the shape of
the rust is a bu�erfly, roots of old
trees spreading out across the
floor, decay, the constant passage
of �me and what we do with it.
I’m a visual collector of objects; I
collect books, mostly science
fic�on and picture books, film, 70s
and 80s horror and sci fi and my
record collec�on is mainly reggae
and soul, originals of course.
Although I’ve had to stop myself
recently, as I was ge�ng over run
with ‘stuff’. As you can probably
tell, Science Fic�on and space
aesthe�c is a big inspira�on, but
not the fantasy side, the dirty,
gri�y end which shows the darker
side of space, dystopian and
apocalyp�c. The likes of William
Gibson, Frank Herbert, CJ
Cherryh, Stephen Barnes, Aldous
Huxley, Joe Haldeman. The list is
endless. On a more down to Earth

level, industrial landscapes,
spacecra�, jet engines, oil rigs,
anything that just appears too
complicated for its own good, can
all be key inspira�ons. I know I’m
interested in all the things that are
bad for the planet, it’s a burden I
have to live with.”

Z: We've seen you describe some of
your work as creatures/aliens.
B: “The Alien creatures, I guess are
more visually recognisable than
some of my other drawings, but as
my work is so entrenched in what
is happening around me, current
events and personal emo�ons,
there is obviously some reason
behind them. I got so used to not
talking to people during lockdown
and not really going anywhere
other than being very prolific with
my drawing! The actual effort of
stepping outside, back to some
sense of normality became very
alien to me... hence drawing aliens.
It could be that obvious. Mee�ng

people again without having to
schedule and book seemed pre�y
weird to me because that was our
existence for so long, there wasn’t
any room for spontaneity. I’m not
good on deadlines or schedules or
�me management. I either have to
get places really early, to stop
myself from being late or I just
wouldn’t bother. Now I can go
back to my schedule of chaos! I
found myself an alien discovering
and going back to places that I’d
not been to in ages. We all had to
learn to interact again using all of
our senses and body language and
it was strange communica�ng with
others directly, instead of behind a
screen. I don’t think the aliens/
creatures were ever inten�onally
supposed to represent directly
that, but I kind of like that they
do now.”

Z: What are you currently working
on?
B: “I’m currently working on
numerous pieces; a large one on
paper, and I’m probably going to
cover all the walls as well; basic
anima�on of the ‘aliens’ to see how
they translate to moving image;
reworking old pieces that I’ve
found, and I’m tenta�vely thinking
about pain�ng again. Oh and I’m
de-clu�ering my studio, it’s like an
art shop, too many pens.”

Z: We've seen you experimenting with
colour and dipping into digital, what
do you think the future holds for
your art?
B: “I am very tenta�ve about using
colour at the moment, so I tend to
use it very sparingly in blocks of
the same tone rather than full on
colour madness. If people saw my
older painted work, they would be
surprised by my re�cence. I get
excited about different mediums
especially the more experimental
ones. Fusing VR, sound and live
performance is something I have
been interested in developing for a



while now, but I s�ll try and remain
within the hand drawn realm. So
digital is being used now to
enhance my hand drawn work. I
don’t really like working on tablets
but I can if I want to, so maybe
there is a future there. I think
crea�vity is a constant learning
curve and a constant ba�le, with
trying to find a unique perspec�ve
and vision in any medium. I think
inevitably I will be working in VR
at some point. I feel like I’m ready
for a new adventure and further
experimenta�on.”

Z: If you had unlimited money and
resources what would be your dream
project?
B: “As men�oned earlier, VR is
something I’d like to experiment
with and if I did have unlimited
money, I would definitely work
bigger and make an immersive
installa�on with virtual reality
elements that would enhance the
experience; but I’d also want to
create and make the prac�cal
version too, so it’s big enough to
walk around. So you would be
walking around inside someone’s
head and thoughts, which would
be mine obviously... good luck
there. I really want to go huge and,
of course, strange and theatrical.”

Z: Who are your favourite artists
(big/small)?
B: “As a self proclaimed cultural
sponge I have many, so I will try to
limit myself to just three.
It would be highly remiss of me to
not men�on Giger and his
aesthe�c, the ship, the sculptures,
the Alien. He’s just unique really,
and has been a big influence on me
from an early age. If I s�ll had my
unlimited budget from before, I
would visit the Giger museum for
research and obtain an original.
One can only dream.

Gio�o, he’s a trail blazer really,
with his weird first tenta�ve steps
into perspec�ve and composi�on.
I rarely work with perspec�ve or I
tend to create my own... so he’s a
good guy for me.
Sco�sh ar�st, Eduardo Paolozzi,
and his work from the London
Underground murals at To�enham
Court Road, including his amazing
collage and sculptures.
I could waffle on for hours about
my influences and come up with
loads. But the ar�sts with the
biggest influence on me are, of
course, my amazing daughters.
Mollie is at Camberwell doing
illustra�on and Jessie is going to
Oxford, Ruskin to do fine art.”

Z: What made you get involved with
Zanna?
B: “I was part of a small exhibi�on
in Bristol and one of you guys
came down and saw my work.
I’m very bad at deadlines and
always will leave things to the
last minute, but I have on the
rare occasion been able to submit
work to Zanna. Being based in
Bristol, I’m very grateful for all
the hard work that the team at
Zanna do to showcase otherwise
unknown voices in the crea�ve
community.”

Z: Where/how can people best
support you?
B: “You can follow me on any or all
of my Instagram accounts.
@convergence10
@convergence100
@spaceinvadersbristol
These are probably the most up to
date, where you can be inundated
by my vast output; each account
has different work on it usually. If
anyone is up for a collabora�on,
group show, idea brainstorming,
you can always contact me
through DM on Instagram as I’m
always open to new ways of
working with other ar�sts.”

@convergence10







OL Tipling
@ollstn



yyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyyy

“ ”Technology has become a

Backbone of this society



Z: Introduce yourself and your style:
H: “Hi I’m Hazel Griffiths, I’ve been
an ar�st for almost 15 yeas. My
background is in fine art, working in
media like oils and encaus�cs. I got
into VR in 2020 during the pandemic
and uploaded some of the immersive

crea�ons I made during that �me to
the first Virtual Burn, which really
got me excited about the space and
made me want to dive in. I would
describe my current work as the
crea�on of imaginary worlds and
spaces o�en inspired by science
fic�on or organic forms and natural
processes. Some�mes also by
dreams, fantasy and fairytales.”

Z: What led you to making the work you
make now?
H: “I suppose the ability to create
en�re worlds and immersive spaces
at my finger�ps is something quite
alluring. Some spaces do s�ll take a
few weeks to come to frui�on, but
the crea�on process s�ll has this
sense of immediacy. Although my
recent work seems like a departure
from my work in tradi�onal media,
it’s really a con�nua�on of the same
themes and inspira�ons. Elements
and even techniques can cross over
to the other. I find nothing is created
in insola�on, all crea�ve processes
can feed into each other if you allow
them. For example, I take textures I
make with physical media such as
wax, paper and organic materials
and turn them into digital textures
for use on 3D objects as well
as environments. The virtual
environments themselves o�en

have quali�es carried over from the
imaginary landscape pain�ngs I
created with media such as wax, oil,
iridescent pigments and metal leaf.
I think it’s this love of crea�ng
imaginaryworlds that is the common
thread throughout all of my work in

whatever form it takes. When I was
a small child, I made fairy kingdoms
out of moss and found objects. I see
what I am doing now, as being no
different in essence.”

Z: What is it like working in VR?
H: “Much of my work in VR has a
high chroma, technicolor, almost
psychedelic quality to it. It was
seduc�ve a�er coming from physical
media where it’s hard to achieve
that kind of glowing hyper-color.
Although now I think it would be
interes�ng to use VR to deliberately
pull back on the colors and use that
restraint as part of the crea�ve
process in this medium. You also
have to think sculpturally in this
medium: these are objects and
environments meant to be viewed
and explored immersively, which is
quite a shi� fromworking in 2D on a
flat surface. The crea�on process
itself is also immersive and very
intui�ve: it’s magical to have your
art come to life around you as you
create it!”

Z: How do others interact with you art?
H: “My work can be experienced in
many formats, from s�ll images to
video, through to fully immersive
worlds and 3D sculptures in virtual
and augmented reality.

“WHEN I WAS A SMALL CHILD, I MADE FAIRY KINGDOMS
OUT OF MOSS AND FOUND OBJECTS. I SEE WHAT I AM

DOING NOW, AS BEING NO DIFFERENT IN ESSENCE.”



The immersive worlds can be
viewed on the pla�orm I upload
them to, which un�l now has
been mainly AltspaceVR. Most
of these pla�orms can be
experienced in 2D mode or in
VR. But as far as the the
experiences themselves go, I
try to inject just enough
narra�ve into a scene for
something to resonate, then
people’s imagina�on will do the
rest. I always love to hear

interpreta�ons of my work
from others, especially on the
more psychedelic experiences.”

Z: Where/what do you draw
inspiration from?
H: “It can be as simple as
something like a color scheme,
or it could be something more
complex. For example, the
recent series of worlds I
uploaded for the second Virtual
Burn last year, was inspired by

my favorite sci-fi trilogy by M
John Harrison. A theme in the
form of a cryp�c message
running throughout the series,
became a thread running
throughout those worlds, in the
form of a recursive element:
‘Send me aN eon Heart’ is the
message and the �tle of one of
those spaces; it’s a psychedelic
experience hanging out in deep
space made up of elements of
another piece I had made in VR,



captured as video which then
became a component in another
VR piece and captured again.
This element then appears in
the other worlds in the series
‘Eon Heart Cathedral’ and
‘Voyage’ as a mysterious focal
point. The idea for ‘Voyage’
actually came about via a dream
I had about a spaceship in the
form of this futuris�c Viking

ship. It just so happened to fit
perfectly with the overarching
science fic�on theme.”

Z: Do you believe digital/VR is the
future of art?
H: “I certainly think people will
be engaging a lot more in
immersive art in all its forms,
but especially socially focused
experiences. This is definitely

not a trend that is going away.
Which is incredibly exci�ng for
crea�ves of all disciplines. We
can’t discuss immersive art and
VR without talking Metaverse.
Here are some thoughts: we
sacrifice our real selves for a
false self, something which is
not real and is not alive in any
real sense. A proxy. This feeling
though, is anxioly�c, making us
feel as though in suspended
anima�on, without any real
emo�ons, pain, frustra�ons and
responsibili�es. As though in a
dream - the pe�t mort. This is
our new comfort zone and we
have become so used to
interac�ng via this proxy that
any real interac�on causes
frustra�on and anxiety, fragile
and skinless. As we climb into
our pods, we should reflect
upon this: we are actually
addicted to the feeling of dying,
the feeling of un-being.
That being said, as a world
creator myself who builds for
these newMetaverse pla�orms,
and in love with both the
crea�ve process and outcome, I
do believe it can be something
so beau�ful. The choice is ours!

‘You can choose the
Einstein cross, but you can
never un-choose it’

- M John Harrison, ‘Light’

If that quote seems a li�le
cryp�c, I highly recommend the
book!”



Z: Describe your work in 10 words or
less:
H: “Immersive dreamscapes and
imaginary worlds.”

Z: If you had unlimited money and
resources what would be your dream
project:
H: “I’ve always been enchanted
and fascinated by stained glass.
I’ve created a series of ethereal
looking glass flowers in VR that
have the same luminous and
delicate quality. If I had the
resources, I would love to create
large scale physical sculptures
and installa�ons made of actual
glass. So if anyone out there is
willing to fund this project, I
would love to hear from you.”

Z: How do you combat art block?
H: “It’s possible I have the
opposite problem, I want to do
too much, have too many ideas
and think I can do it all, then get
burnt out! So I think overwhelm
is the real problem. Usually
focusing on one or two things at
a �me helps to narrowmy focus.
Or making sure I chip away at
something difficult a li�le every
day. But if I’m really stuck on a
piece, whether it be a pain�ng I
don’t quite know how to finish
or a world that doesn’t quite
have the right feel to it, I find
stepping away for a bit, either by
working on something else,
going for a walk or sleeping on
it, can help shake some answers
and solu�ons into place.”

Z: What’s your favourite recent
invention?
H: “Actually I would have to say
both the NFT space and
clubhouse! NFT’s are such a
game changing paradigm shi�
for the crea�ve community and
beyond! I’m excited to see how
that space con�nues to evolve.
CH has been instrumental in my
recent successes/opportuni�es

over the last year. I’ve met so
many amazing people on that
pla�orm, some of whom I’ve
now met in person. There’s also
something very familiar and
in�mate about going into a CH
room and recognizing people’s
voices even before you see the
profile picture.”

Z: What tip/hack do you wish you’d
known sooner?
H: “It’s not a hack as such, but
more of a mindset. Just having
more of a playful a�tude when
going into something difficult or
unfamiliar helps with the feeling
of being in�midated by it. Also
trus�ng in myself to figure
things out when I encounter
problems; this trust allows me

to be more intrepid when
approaching endeavors of all
kinds, but especially ones where
I have less experience or
exper�se.”

Z: What’s your go to colour combo?
H: “I usually love color
transi�ons and combina�ons
from warm to cool, such as
when the light gets warm
toward the end of the day, the
shadows are very cool, almost
turquoise in contrast. But I love
the combina�on of yellow and
purple in many different forms. I
love when storm clouds are this
exo�c yellowish purple, that
color is so beau�ful and rare in
nature, it’s excep�onally hard to
recreate.”

“JUST HAVING MORE OF A PLAYFUL ATTITUDE WHEN
GOING INTO SOMETHING DIFFICULT OR UNFAMILIAR

HELPS WITH THE FEELING OF BEING INTIMIDATED BY IT.”



Z: Who are your favourite artists
(big/small)?
H: “There are really too many to
list, but here are a few:
Alphonse Mucha - One of the
classics, his sense of aesthe�c
and design is �meless.
HR Giger - The famous ‘Alien’
creator. So many crea�ves are
informed and influenced by his
dark imagina�on and don’t
even know it!
Siegfried Richar - My favorite
German ar�st, there is so much
feeling woven into the fabric of
his work, usually large scale
pain�ngs depic�ng figures that
seem to be dissolving or
decaying in the acid that is
memory and emo�on - the
human condi�on itself.
CT Nelson - A contemporary
ar�st and friend from the
crea�ve community who
creates beau�fully interwoven
dimensions of color that have
an almost 3D quality.
Reynier Llanes - I became
familiar with his work through a
page called ‘a thousand

monkeys’ on ig and fell in love
with the dreamlike quality yet
strange tangibility of his
pain�ngs.
Ivona Tau - Ivona is an ar�st I’ve
personally collaborated with on
elements in my virtual worlds.
She creates AI generated
artworks that are interpolated
nocturnes, cityscapes and neon
signs. The result is haun�ng
and beau�ful, imbued with a
vague melancholia, in part due
to the cadence at which the
scene morphs into different
versions of itself, almost like
some strange dialogue: the
language of being.
Mia Bergeron - A contemporary
oil painter, the luminous
objects in her pain�ngs emit an
almost talismanic quality, for
this reason I have always been
drawn to her work.
Herman Wombacher - My
German grandfather who was
also a painter. His oil pain�ngs
always had deeper meanings
nested inside of them, I
remember standing in front of

them as a child, enchanted,
wan�ng the pain�ng to give up
its stories.”

Z: What made you get involved with
Zanna?
H: “I was procras�na�ng and
scrolling through my ig feed
one day and came across this
call, I was intrigued, as it’s very
much in line with what mywork
is about. I’m so glad I did! This
has given me the opportunity
to talk about my work and
some thoughts and ideas I’ve
not had the opportunity to talk
openly about un�l now. And I
have to say, I love the magazine
and concept - I’m definitely a
fan!”

Z: Where/how can people best
support you?
H: “Ig - @hazelgriffithsart
Twi�er - @hazelgriffiths8
Tiktok - @hazelgriffithsart
AltspaceVR - Hazel G
www.clubhouse.com/@hazelg
linktr.ee/HazelGriffiths”



@hazelgriffithsart

The man with the cigar looks at me, it’s making me uncomfortable.
He pulls out the cards and places the deck of shadows to one side and the symbols
to the other.
I pull from the shadows, as always. The 3.
He pulls from the other deck and holds up the chimera. I watch as its exotic
topologies unfold like an origami bird, its configurations will set the protocols for the
mission.
I feel this ritual is unnecessary and embedded with superstitions I can only guess at:
procedures he follows, as did those before him - traditions as unfathomable to me as
the man himself.
There is no defined outcome for this mission, no tangible asset to extract as such -
not this time - just a process, picking up signals; maybe they produce artifacts,
maybe they don’t… Maybe there is something else? Or just his perverse curiosity,
picking through my precious findings before I can make sense of them. I sometimes
think he is a sadist.
I feel a deep sense of shame that I have taken on yet another contract, but maybe I
have my own perverse curiosity? This mission in particular, is pulling me in, the
ambiguity of it compels me. I feel that this time I am closer to something.

He knows I have been interfering, not following the protocols, I have a feeling my
curiosity could reveal more than our position. But I point out that we may learn more
than we expected by interacting. He goes still for a moment, there is a part of this,
that is foreign to him. I feel satisfaction, knowing there is something that I know, that
he doesn’t.

The geodesic display confirms a new artifact, it’s internal quantum clocks running
through a series of random walks, functions performing complex tensor operations
on a trillion quantum states per second. The visualizations show a segment of hopf-
like fibers breaking away into a new cluster: I am drawn in. These anomalies produce
quantum artifacts - a sort of side business - captured in quasi crystalline structures
and sold to unknown buyers through an opaque process. Something about it, makes
me feel dirty; using such elegantly architectured machinery for this purpose. I am
betraying my craft.
I try to interpret the signal as best I can, trying to decipher the significance of these
artifacts before they are sealed away from me, a black box of anomalous
information. I try to find coherence in its emergent patterns, I sometimes feel I am
getting close, but not really. A signature of something, an intelligence encoded deep
in the geometry itself? It’s possible no one really knows what these artifacts mean.
But my focused observations are somehow changing the signature. For now, no one
knows the presence of the artifacts may not be entirely alien… I need more time.

“You realize these signals are not a form of communication you will ever understand”
And with that, he is gone with the last word. I know it’s true.



Named a�er the six rivers that lead to the underworld in Ancient Greek Mythology,
these pieces were generated by implemen�ng A.I to create a series of NFT’s. A bonus
piece ‘Charon’, named a�er the arcane ferryman of the dead, was also made. Based on
30 authen�c inputs in the data set including collage, graffi�, and digital drawing which
were all previously made by the ar�st.

SIMULACRA



Z: Introduce yourself and your style
K: “My name is Kim, I'm a self-
taught visual ar�st. My style is
colorful, chao�c, and imbued with
ideas I can't necessarily explain in
plain English.”

Z: Tell us about your creative process
K: “My crea�ve process is some
kind of a�empt at organizing
chaos or condensing it. I always
end up keeping a lot of doodles
and ideas which carry li�le weight
or context but feel important to
me. I use the doodles that I can't
bring myself to discard to create
collages. Some of them contain
drawings and pain�ngs that were
made up to a decade before the
final piece is compiled. I condense
a lot of these fragmented pieces/
memories into a single image, or
'whole'. ”

Z: Tell us more about Simulacra
K: “The series ‘Simulacra’ is a
digital interpreta�on of my work
formed by A.I.
The data I input for the machine
learning to interpret ranged from
images of my fine art, murals, and
doodles. Essen�ally the algorithm
learned pa�erns and aesthe�c
similari�es across my work to
produce something it believes to
be of close resemblance to my
organic pieces.”

Z: What did you expect going into this
project?
K: “This was really an
experimental project for me so
my expecta�ons were very broad
and it was generally just exci�ng.
I had no idea what would come
out of the other side as obviously,
the crea�ve element was out of
my control.”



Z: How did you feel about what the AI created?
K: “When I saw the results I was really enthralled, so I feel like the machine learning technique
must have picked up on some underlying idea that is of interest to me, I suppose mainly the
colors. The piece that really captured me the most was Styx, the almost neon hues the A.I
combined, that one I found really beau�ful.”

“THE PIECE
THAT REALLY

CAPTURED ME
WAS STYX, THE
ALMOST NEON

HUES THE A.I
COMBINED,
THAT ONE I

FOUND REALLY
BEAUTIFUL.”



Z: The AI used your own art as base images for this project, do
you feel the end result still represents your style fully?
K: “I actually feel like the machine is a be�er abstract
ar�st than me! I liked the results a lot more than I
usually like my own work, I suppose I feel like the
harsh inner cri�c was displaced in the process. I just
got to enjoy the final result and curate the collec�on.
I think it could be used to generate ideas and
experiment in a way you wouldn't necessarily come
up with yourself. So it could be a useful tool for
crea�ve block.”

Z: Why did you want to have an AI create work?
K: “The thing that drewme to experimen�ngwith the
A.I was really the omnipotence of technology in our
lives at this point. With NFT's becoming more
popular and also because I was working alongside
some 3D designers on other projects at the �me, I
was learning a lot and I became less technophobic. I
am interested in the crea�ve implica�ons of
technology as well as the prac�cal side to it. I felt like
I was going through a paradigm shi� at the �me.”

Z: Do you think that AI creations will ever match/replace art
made by people?
K: “Let's just say the conversa�on between humans
and technology is very interes�ng. I wouldn't like to
get too deep into the idea of simula�ng 'art' because
that is a rabbit hole I hoped to elucidate in the �tle of
the series. The concept of replacing reality as we
know it, with a new representa�on of it, is somewhat
boundless. It's really where science, technology and
art become less dissimilar thanwe o�en like to think.”

“THE TITLE OF THE WORKS
‘SIMULACRA’ HERALDS THE DAWN

OF A NEW TECHNOLOGICAL AGE
AND THE SUBSEQUENT INEVITABLE

DEATH OF OUR REALITY AS WE
HAVE COME TO KNOW IT.”





@kimpiffy

Z: Describe your work in 10 words or less.
K: “ Hypersaturated, philosophical,
bold, busy, chao�c, sen�mental,
explora�ve and exci�ng.”

Z: What led you to making the work you
make now?
K: “The work I make is really an
ongoing conversa�on between
myself and my psyche. It has
developed alongside me and I have
learned and grown with it. I feel
like it is as much a part of me as
myself.”

Z: If you had unlimited money and
resources what would be your dream
project?
K: “If I had no limits I don't think I'd
get much art done. I feel mostly
driven by my limita�on and feel
like I thrive with it.”

Z: How do you combat art block?
K: “I feel like the only way to
combat ar�s�c block is to stop
focusing on trying, which is easier
said than done. I am usually forced
into a state of burnout before I give
up and let go of trying, but always
as soon as I let go a new idea
arrives. As I get older I definitely
get be�er at learning when to stop
before I exhaust myself. Regular
breaks are the key.”

Z: What tip/hack do you wish you’d known
sooner?
K: “The above. Rest is important. It
actually helps you to do more.”

Z: What’s your favourite recent
invention?
K: “My most favorite recent
inven�on has to be the iPad Pro.
It's really fun to work on ProCreate
especially.”

Z: What’s your go to colour combo?
K: “My favorite color combo is
lavender and an inexplicable pastel
neon green, but always some pink
in there too. Neons are
unavoidable for me.”

Z: Who are your favourite artists (big/
small)?
K: “My favorite ar�sts are mainly
ta�oo ar�sts. I feel a lot more
inspired by folk art from different
places than by individuals. Symbols
and ideas are big. Saying that I feel
that I've been inspired by Tracey
Emin since I was younger. I am
more influenced by psychologists
and philosophers and the books I
read. I am really obsessed with Carl
Jung.”

Z: What made you get involved with
Zanna?
K: “Zanna is something I've been
aware of for a while, I really respect
the love that goes into it and the
pla�orm it creates for ar�sts.”

Z: Where/how can people best support
you?
K: “People can visit my website
kimpiffy.com and like, comment,
share on instagram @kimpiffy.”



@steincreates

“I am a lifelong mul�-mode crea�ve ar�st, musician, writer,
professor, and adult beverage maker. With formal training in
calligraphy, graphic design, and color work; more than two
decades as a researcher, teacher, and writer in cultural analysis;
and a decade and a half as a commercial ar�st and designer for
mul�ple winery clients; I bring my influences of Pop Art, Ta�oo
Flash and lining techniques, as well as Abstract Surrealism and
Expressionism to the extreme edge where graphic design and
calligraphy meet the Platonic theory of forms. The resul�ng
metallic and fluorescent inks and acrylics on canvas delight and
perplex, moving between the worlds of solidity and abstrac�on.

In my current work, I find myself drawn to the use of metallic,
iridescent, and fluorescent colors in combina�on with textures
that li� the paint from the canvas, crea�ng what I call deep
pa�erns, almost Jungian in a way because they seem to tap into
something deep within us as people. I strive for my op�cal and
geometric work not to be ‘just wallpaper’ as so much in these
genres has o�en become. Rather, par�cularly in my agitprop
and my Four Elements series, I seek to force a reckoning with
the artwork as a presence unto itself. The use of these more
exo�c acrylic mediums really produces a moment of ac�ve
tension both in person and via digital reproduc�on. I am
con�nuing to explore where the idea of line itself creates or
demarcates what the eye experiences as that is the essence of
my work: fooling the eye into seeing things it never imagined
could exist, and then going beyond fooling, into willing
par�cipa�on of a different way to see the world around us,
externally and internally.

As such, these are primal works focusing on vision, order, and
pa�erning, the pale�e-knifed metallics crea�ng a deliberate
shimmering effect, necessita�ng mul�ple viewpoints to
appreciate fully and requiring ac�ve par�cipa�on, which is why
my most abstract of forms come alive on the canvas, imbued
with an incomparable, uniquely living energy. I am thus
a�emp�ng to re-orient what ‘wine country’ art can and should
be. Rather than tourist-driven imagery, I bring more formal
approaches to the surroundings and equally allow them to
inspire me in ways both direct and indirect. Op�cal Art is
par�cipatory — the viewer must contribute, and does so
individually and idiosyncra�cally, in order for the pieces to
func�on. That looseness constrained by interac�on is the
possibility-filled space I am exploring and seek to showcase.”

JOSH STEIN







@missfrancescaapicella

Francesca Apicella
Serpents are o�en associated with healing, rebirth
and immortality due to their ability to shed their
skin. This piece symbolises transforma�on. The
holographic eyes and trippy pa�ern almost move
with the viewer, metamorphosing them along with
the piece. Inspired by strong feminine a�ributes,
Francesca uses classic portraiture techniques, with
symbolic, geometric and natural elements. Ultra
smooth wooden and metal panels are the chosen
‘canvas’ for these art pieces, adding to the mys�cal,
humanesque quality of the finished portrait. With
the final piece uninterrupted by brush strokes and
texture, this allows the ar�st to add minute details
and a surreal finish that would have otherwise
been unachievable.
Francesca was inspired to prac�ce art a�er a
long ba�le with chronic illness. She was le�
completely bed bound for five years and had to
rely on others for everything. A�er various failed
treatments, one alterna�ve medical prac��oner
advised her to return to one of her earliest
passions, art.
What started as an uphill ba�le, due to allergies so
severe Francesca required both a mask and gloves
to paint, turned into a beau�ful escape into aworld
that was completely her own. Her first piece was
en�tled ‘Philau�a’, from the Greek meaning self-
love. The idea being, physically crea�ng something
beau�ful would help her appreciate being trapped
in a body that didn't work properly. Each piece is a
mirror of her journey, from ‘Serpen�na’ [le�],
inspired from the ideas about progression and
change, to ‘Aeonia’, inspired by the ageless themes
of infinite �me and total freedom.



“Tattooed and tooled leather. Bio-mech bull's head with geometric
background. The future could be mech enhancements.”

“ ”

“ ”

I like to mix

Old and new elements.

“There is no future

without a past.



@tokentattoo

“I've been an ar�st for more then 30
years now, at least I like to think that. I’ve
worked in a lot of different medias, acrylic
paint, pyrography, compressed charcoal,
soapstone, stained glass, digital, you
name it. Finally I came across leather, veg
tanned leather to be precise. This has the
quality that, when made wet, you can
shape it, bend it, tool it and it stays that
way, most of the �me. By tooling I mean
you can hammer down some areas or add
texture to give it a 3D-ish impression, just
like wood carving. So you can make 3D
objects, like plague doctor masks or treat
it as a pain�ng. Of course, if there is an

alterna�ve that behaves like veg tan
leather I would change to that, being a
vegetarian, so please forgive me for this.
My first work in leather was a bio-mech
demon's head, what can I say? I love
horror, science fic�on, fantasy, cyber
punk and all that stuff. I’ve been drawing
skulls and 'mechanical' figures in a dark
way since kindergarten.
Anyway, as I got be�er in leather-
working, just tooling and pain�ng leather
wasn't enough. I started ta�ooing it with
a single needle. *Lightbulb moment.* I
just like dot-work and the old masters of
engraving-style and transforming it in my

style. Actually, I’m s�ll trying to find my
style, I think. At the same �me I started
ta�ooing in real life as well, mainly hand-
poking (again that dot-work). Now I'm
learning to ta�oo with machine too.
I like to mix the old and new, modern and
old, flesh and metal, history and future.
Thereby crea�ng a new future image,
telling a new story. Without history there
can't be a future. Just like music,
sampling, crea�ng something new like
acid jazz or electro swing. Most of the
�me I don't know what I'm doing, just
going with the flow. Some�mes I stop
working on a piece, just to start again

later. Future becomes the past.
Some�mes years later... *sigh*, like my
vest. Are we evolving into droids,
humanoids or a mix? Who can tell? Will
the future be bleak or full of colours,
chao�c or with rules? Some�mes it's
easier to be like a droid/Borg, no feelings.
Then again how to enjoy art, life, music
without them. I really don't know. I'm just
happy to make it one day at a �me and in
one piece, but that doesn't stop me
dreaming of electric sheep.”



“This piece is what I dream the future of fashion will be like, leather
with a twist! When I think of the future, I think of the past in a
weird way; everything comes back around. The eyeliner, hair flip,
and faux fur matched with the leather harnesses make my future
fashion dreams collide with my past inspira�ons.”

@Jegan__mones

jeganmones
Development and growth are
fed by tradi�on and lessons
passed down over genera�ons.
If we look back 10, 30, 50
years, we can see influences
that have endured or grown
and lessons that have brought
about change. Every future has
a past and it can be important
to know where you came from
to know where you are
headed. And perhaps what to
avoid.

Some art styles have endured
for hundreds of years. It is
o�en said that digital art is the
future, but most digital art is
s�ll based on tradi�onal ideas,
pain�ng, drawing, sculp�ng.
Just because the tools are
changing doesn’t mean that
the core ideas differ. Today
some people paint with a brush
on canvas, some with a pen
and tablet; our ancestors used
their hands on cave walls, it’s
all pain�ng.

The past o�en informs the
future, par�cularly it seems
when dealing with the genre of
science fic�on. Some crea�ve
dreams up something currently
impossible then years later
scien�sts decide to play with
that idea from their favourite
book/film/tv show just to see if
it is possible. To predict the
next technological advances it
may be as simple as looking
back to recent sci-fi hits.



Wyn Sexon
@wynsexon

“In some of my other works you will see I enjoy
pain�ng strange and surreal landscapes depic�ng
horror, fantasy and science fic�on. This shows my
love for escapism and surreal and alternate worlds.”



“this piece represents

spiritual rebirth.

body mind and soul

merge with technology,

it opens new dimensions

to be explored.

our conscience and sub

conscience evolve.”

Drawing from elements of La�n American culture and the modernity of NewYork
City, Pincel was inspired to create a series of works that intersect futurism and
third-world tradi�ons. To create his series of works he uses acrylic paint on
various surfaces such as wood panels and illustra�on boards. Along with crea�ng
pain�ngs and illustra�ons, he is currently expanding into album cover art, book
covers, animated music videos, murals and fusing his artwork with fashion design.

@Pincel_galactic







Z: Introduce yourself and your style
N: “My name is Nibera, and I'm an
interdisciplinary visual ar�st. My
mul�disciplinary prac�ce takes
inspira�on from both nature and
the complexi�es of history.
Inspired by the 70s, 80s, and 90s,
my work combines analog and
digital technologies, conveying a
retro-futuris�c aesthe�c.”

Z: Tell us about your creative process
and inspirations?
N: “The process starts with
inspira�on. I find inspira�on in
nature, books, magazines, and
posters from the 70s, 80s, and 90s.
I spend my weekends hiking in
nature and use this �me to clear
my mind and create space for new
ideas. I'm also a photographer, and
I mostly shoot landscapes at the
moment. My photographs serve
me as inspira�onal material. I work
in collage, illustra�on, and mixed
media. O�en, I create art based on
my landscape photographs, but I
also make a lot of art en�rely from
scratch. Colors and textures are my
main focus. Aesthe�cally pleasing
composi�on comes naturally to
me. Color and texture are the two
elements I give a lot of a�en�on
to.”

Z: What first drew you to this aesthetic?
N: “I think it was actually the music.
I was (and s�ll am) a big fan of the
70s, 80s, and 90s music. And of
course, I was not just a fan of music

but also of everything that comes
along with it. Music videos,
posters, album covers, etc. I love
everything about it; the aesthe�c
feels so nostalgic, which is funny
because I wasn't alive at the �me.
Even though I wasn’t born in the
80s, I feel so nostalgic about those
�mes. When I ask my parents
about it, they always say that the

80s indeed was a magical �me. I
think this is the reason I'm so
drawn to this aesthe�c.”

Z: How long did it take you to find your
signature style?
N: “I think I s�ll haven't found it if
I'm honest. I o�en find myself
shi�ing between minimalism,
surrealism, science fic�on, and
retro-futuris�c style. My style
always has a nostalgic and retro
feel, but it is s�ll very diverse. As an
ar�st, I can state that we are a
work in progress through our
en�re lives.”

Z: What are you currently working on?
N: “I am currently working on
several album covers for inter-
na�onal musicians. Looks like
February and March are busy
months for the music industry. I
am literally flooded with orders. I
am also working on a new NFT
drop, ''The Cosmic City'' where
minimalism will meet space and
geometry. The drop will go live on
the 27th of April at crypto.com.”

“THE AESTHETIC FEELS SO NOSTALGIC,
WHICH IS FUNNY BECAUSE I WASN'T

ALIVE AT THE TIME.”



Z: Describe your work in 10 words or less.
N: “Retro aesthe�cs transcending
borders of minimalism, surrealism
and science fic�on.”

Z: What led you to making the work you
make now?
N: “My passion and love for art and
music.”

Z: If you had unlimited money and
resources what would be your dream
project?
N: “I would buy an old building and
turn it into a gallery.”

Z: How do you combat art block?
N: “I go hike a mountain.”

Z: What tip/hack do you wish you'd known
sooner?
N: “Build your own dreams, or
someone else will hire you to build
theirs.”

Z: What's your favourite recent invention?
N: “NFTs”

Z: What's your go to colour combo?
N: “Rainbow!”

Z: Who are your favourite artists (big/
small)?
N: “Rene Magri�e, Salvador Dali,
Bruce Pennington, Ricardo Bofill,
Brian Eno, Wassily Kandinsky…”

Z: What made you get involved with Zanna?
N: “I love to follow mul�ple art
magazines, and Zanna is one of
them.”

Z: Where/how can people best support
you?
N: “That would be my Instagram:
@nibera_visuals and my website:
www.nibera.eu”

@Nibera_Visuals







“I have created a diverse
por�olio of contemporary

artwork through oil pain�ng,
intricate drawings and works
created with a digital pen and
tablet. Fascinated by themes of
metamorphosis/transforma�on, I
work in series to create a range of
different works: from digital on
plexiglass to pencil on paper to oil
on canvas.
Across each medium, my ar�s�c
style retains a consistent ethereal

quality, and boasts polish and
though�ulness that allows ideas
of psychology, consciousness and
nature to be pondered by each
viewer.
Using a digital pen and tablet, a
framework is digitally drawn in
exquisite detail then me�culously
coloured to create the finished
artwork. The original line drawing
in these works is very detailed,
ensuring that I can build the
texture, light and shade, crea�ng
the illusion of a 3-dimensional
figure. Each space within the
intricate lines of the drawing is

individually filled with varying
colours, from light to dark in tone,
a bit like a stained glass window.
The idea for the aliens on the
different planets came from
studying the abundant forms of
life on Earth and matching these
with the names of various
constella�ons. I thought if life
exists throughout the universe,
which I am sure it does, then why
not in variable forms of the
creatures on this planet in hybrid
muta�ons. Insects and rep�les
are par�cularly good for 'aliens',
they just seem to work!
I thought the main theme of
humans visi�ng planets in outer
space, as a form of recrea�on or
entertainment was interes�ng,
rather than the usual science
fic�on narra�ve, which pitches
the human race against some
hos�le, alien force. In the

‘Spacetours 3000’ series, the
aliens seem quite benign, almost
domes�cated, emana�ng the
same dissa�sfac�on that animals
in a zoo possess. I may develop
the series further to include some
other elements and narra�ves,
and the next planet will be a
strange serpen�ne world.
Visually there are some key
elements that I like to use in the
composi�ons such as crystals,
skeletal anatomy and the human
tourists, which always wear their
jet pack suits, finished off with a
splash of humour.”

“THE ALIENS SEEM QUITE
BENIGN, EMANATING THE
SAME DISSATISFACTION
THATANIMALS IN A ZOO

POSSESS”



Holidays On Hypatia
“Our two human explorers jet pack around an
alien landscape populated by giant humanoid

lizards basking under agate crystals.
Hypatia is an exoplanet located in the

Draco constellation.”

In the year 3000 AD mankind started exploring
the galaxies surrounding the Milky Way.
What they found was quite a trip!

‘SPACETOURS 3000’ journeys into outer space,
meeting the strange inhabitants of a universe
teeming with life. Human tourists jet around,
observing the other lifeforms in a gigantic
intergalactic safari park…



A Brief Visit To Antlia
“This expedition turned out to be a bit tense, these ant headed
humanoid aliens move very quickly on their octopoids…
Antlia is a constellation in the southern celestial hemisphere.”

The Mysterious Mechanics of Musca
“Next on the tour is a visit to the constellation

of Musca to observe the mysterious flyzoids...
Musca (Latin for ‘the fly‘) is a small

constellation in the deep southern sky.”



@paulsquireart

The Royal Palace of Dorado
“Our intrepid explorers witness the royal rulers of Dorado,
floating on orbs of ectoplasm and sporting the crown jewels.
Dorado is a constellation in the southern sky.”

The Great Tower of Alpha Draconis
“The Great Tower of Alpha Draconis is legendary, and so are it’s fearsome guardians…

Alpha Draconis is a star (or star system) in the constellation of Draco.”





a l i t t l e b a c k g r o u n d . . .
“Umwelten uses transmedia storytelling to explore
possible future interactions of organic and
synthetic life. Across the mediums of
illustration, animation, and kinetic sculpture,
the project speculates a future where humans and
machines coexist in the wild.”



“Hello, we are Rebel Rewild! We are inspired by
the concept of umwelt - that all entities have a

unique subjective experience of living and
perceiving their worlds. We have used this

concept to design machines to rewild the city.”

“It's time to move away from anthropomorphism!
We aim to exceed the preconceived connection
between anthropomorphism and the notion of

life.

We will create machine animacy by embracing
kinematic restraints.

Our machines will mirror human gestures as a
form of perspective-taking. In the hope this
builds new interactions between humans and

machines.

We will use the concept of 'umwelt'
(self-centred world) to investigate

alternative perspectives, namely that of the
machine, and reveal the paradox of how humans
can go beyond their reality and design from a

non-human perspective.

Sustainability is at our core. All machines
are a modular kit of parts to be reused.”







“It all started in Hackney Wick,
2057. London's biodiversity loss
reached 75%, the city was full
of pollution and industrial
waste.

We formed Rebel Rewild and set
out to disrupt the destruction
of natural habitats.”

OUR FIRST REWILDING MACHINE JADA



“The first machine we created, called
Jada, adapted to spread seeds,
pollinate plants, create habitats and
provide food.

Jada feeds off sunlight,
self-organises and lives among social
groups.

Jada was released in Hackney Wick and
has been rewilding London ever since.”

“We believe in a future that moves away from
anthropocentrism (a human-centred worldview) to
biocentrism (the human as part of an ecosystem).

At Rebel Rewild, we see these rewilding machines
as part of our ecosystem. Technology does not have
to feel evil, it can be used to spark creative
practices for positive change.”

@sienna_1028
@yang.gao.art

@Ameliagoldiedesign
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