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 A London-based junior designer with two years of experience and a BA (Hons) in Graphic and Digital 
Design from the University of Greenwich. 
 
Passionate about branding, typography, advertising, communication, 3D design, and everything in 
between. Also intrigued by design systems, their implementation in human-centered design, and their  
use in co-design methodologies.  
 
Professional experiences include collaborating with the University of Greenwich in partnership with Social 
Work England, Greenwich Students’ Union, and Design Dynamo; a student and alumni led enterprise,  
We Design For The Community programme; an initiative supported by the Mayor of London. Additionally, 
my undergraduate final project has been recognised and featured on the Romanian Design Week website.



Blox

The conceptual foundation of Blox lies in its unique approach to incorporating typography into a tactile 
gaming experience. Blox transforms abstract typographic principles into concrete, interactive challenges 
by utilising geometric shapes. Players manipulate these shapes to create patterns, and explore the 
relationships between different forms while gaining a deeper understanding of typographic design. 
 
A key source of inspiration for Blox is Johanna Drucker’s work, “Graphesis: The Visual Form of Knowledge 
Production.” Drucker argues that all visual language systems can be reduced to basic geometric forms—
circles, triangles, squares, and arches. This perspective informed the development of Blox, guiding me to 
distil complex typographic concepts into simple, manipulable shapes. 
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Blox

Research
Laszlo Moholy-Nagy’s “Vision in Motion” has greatly inspired my project, providing profound insights into 
the human creative spirit. It reinforces the belief that everyone possesses a natural inclination towards 
creativity and imagination. This universal truth has been ingrained in human DNA, enabling us to receive 
sensory experiences, think critically, and express ourselves.I believe creativity itself is a language that 
allows us to express ourselves as effectively as written or spoken words.

It is important to understand the commonalities of this language, transcending cultural backgrounds.
Johanna Drucker’s “Graphesis: The Visual Form of Knowledge Production” explains that visual knowledge 
is codified when graphic forms, such as triangles, squares, circles, and arcs, are described in drawings and 
texts. Visual systems are not just tools for designers; they are inherent in our human nature, helping us make 
sense of the world. 

Drawing inspiration from artists like Wassily Kandinsky, who created visual systems to convey emotions 
through colours and shapes, I explored the potential of design systems and symbolism in my project. 
Incorporating the concept of play, I researched similar projects that served as valuable sources to ground 
my own exploration of creating a visual language that effectively communicates and evokes emotions.

"Everyone is an artist. The potential for 
creativity resides within each of us, waiting 
to be discovered."
– László Moholy-Nagy



By analysing and deconstructing letters, I discovered abstract shapes with distinct features reminiscent of 
the original letters. These shapes became the foundation for a game I created. I arranged selected letters 
from the alphabet (a, b, e, g, k, n, p, r, s, and x) in a 6x6 grid, utilising the Neue Haas Grotesk Bold font to 
enhance their aesthetic appeal.

Through this process, I identified unique aspects and characteristics of these letters, which served as the 
basis for developing a systematic approach. This system can be utilised in various ways, such as designing 
new fonts or creating different shapes that actively engage and stimulate creativity. The exploration of 
these letter forms and their subsequent transformation into abstract shapes opened up possibilities for 
novel design expressions. 
 
This endeavour aimed to inspire and encourage innovative thinking, ultimately fostering creativity through 
the playful interaction with the established shapes system.











Blox – TCM Baton

Typography
The creation of TCM Baton is deeply rooted in the inspiration I drew from Blox, a unique visual system 
renowned for its distinct and striking aesthetic. Blox’s design principles provided a foundation upon which I 
developed TCM Baton, infusing the typeface with a sense of structured yet dynamic visual appeal. 
 
TCM Baton is not just a typeface; it is my experimental journey into the world of typography. Designed to 
embody the essence of Blox, TCM Baton defies conventional typographic norms. It is a condensed display 
typeface, characterised by its unique look and feel. 
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Crime and punishment

Editorial Design

The typographic treatment of this version of Dostoevsky’s Crime and Punishment reflects Heidegger’s 
existential philosophy. By analysing the varying positioning of the characters in the text, the project 
suggests that the layout symbolises different modes of existence (Dasein) and the characters’ relationship 
to the world. 
 
Dostoevsky’s exploration of moral and existential dilemmas anticipates Heidegger’s later philosophical 
inquiries into authenticity and being. This project connects their ideas, proposing that the main character’s 
prominent placement on the page mirrors his direct confrontation with existence, aligning with Heidegger’s 
concepts of being-in-the-world. In the novel’s final chapter, a shift to a more traditional layout represents the 
main character’s journey toward self-discovery and reconciliation with his existence.





The book’s dimensions of 130mm x 250mm are deliberately chosen to reflect the main character’s 
perception of himself as exceptional and distinct from society. Just as Raskolnikov views himself as set 
apart due to his philosophical and moral struggles, the unconventional size of the book mirrors this sense 
of uniqueness. The taller, narrower format allows the book to stand out visually on a shelf, symbolising 
Raskolnikov’s heightened, yet isolated, confrontation with existence—a physical embodiment of his belief 
in being set apart from others.



The page margins are crafted to enhance the book’s distinctiveness. The narrow top and outside  
margins create a sleek, modern look, while the wider inside and bottom margins ensure the content feels 
spacious and considered. This design choice, like the book’s unconventional dimensions, reinforces the 
idea of standing out visually and conceptually. The layout not only draws attention but also gives a sense  
of balance, further highlighting the uniqueness of the text and its main character.



The omnipresent narrator is presented in a frontal position, symbolising a broad, 
objective view of the narrative. This reflects the narrator’s comprehensive awareness 
and control over the plot and characters. 
 

The main character, is asserting his presence in the world, standing out, or 
confronting existence more directly. This reflect the idea of Dasein as a being that 
is aware of and engaged with its own existence. 
 

Other characters, are seen from the perspective of the main character  
as being less “present” or less significant in the existential sense.  
They could be perceived as more embedded in the world, less distinct,  
or less self-aware. 

 
The scenic director role is represented by more indented text, 
offering detailed, intimate insights into the characters’ internal states 
and struggles, and guiding small actions within the narrative.











Moments we have left

Editorial Design

The Doomsday Clock is a powerful symbol of the threat of global catastrophe and the urgency of taking 
action to prevent it. This graphic design project aims to visually showcase the timeline of the clock, using 
bold typography, striking black and white images, and a striking orange colour palette. The use of orange 
highlights the urgency of the situation and the need for immediate action, while the black and white images 
emphasise the stark reality of the threat. The bold typography not only captures attention but also conveys 
the gravity of the situation, driving home the message that the clock is ticking and time is running out. This 
design project aims to raise awareness and drive action, through a compelling visual representation of the 
Doomsday Clock timeline.













Picky Biters

Branding
UI Design

Picky Biters is a weekly meal prep service that offers vegetarian and vegan options, prioritising locally 
sourced ingredients. The app doubles as a community recipe hub, enabling users to create delicious  
dishes at home. 
 
The brand incorporates friendly and fun illustrations that help create a connection among all picky food 
lovers, particularly targeting young adults and adults who are passionate about food and eating local. 
These playful visuals add a sense of enjoyment and approachability, encouraging users to engage with the 
community. Picky Biters fosters a vibrant environment where members can share their culinary creations, 
discover new and exciting recipes, and experiment with different flavours. By bringing together a diverse 
group of food enthusiasts, the brand aims to inspire creativity in the kitchen and build a supportive network 
for those passionate about plant-based eating.
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Why Choose Our App? We’ve got your 
back when it comes to delicious 
plant-powered meals. Our curated 
recipes, delivered straight to your inbox 
every week, take the guesswork out of 
cooking. No more staring at an empty 
fridge wondering what to make! Plus, 
our supportive community of foodies 
will inspire you to create wholesome 
dishes that align with your values. 

Ready to transform
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Kokett

Branding

“Kokett” is a unique and inviting restaurant designed to serve as a “third place” – a home away from home 
where people gather beyond their usual spaces of work and home. The name “Kokett,” derived from the 
word “coquette,” suggests a playful, flirtatious energy that entices guests to linger and connect with the 
space. This charm contrasts with the restaurant’s minimalism in its design, creating an engaging balance of 
warmth and industrial aesthetics.

The flirtation implied in the name “Kokett” parallels how the design interacts with guests: the space is 
stripped back and minimal, yet it subtly invites intimacy, conversation, and connection. Just as coquetry 
plays with attention and attraction, the design engages through its simplicity, offering guests a blank canvas 
where the focus shifts from the decor to the human interactions it facilitates.




















