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Graphic Designer with three years of professional experience delivering brand, editorial
and campaign work across print and digital, with a strong focus on typography, systems thinking
and strategic visual communication.

Professional experience includes contributing to the creative team supporting Rothschild & Co
through Williams Lea, delivering high-precision financial communications within a fast-paced
corporate environment. This is complemented by complex document design work for the
University of Greenwich in partnership with Social Work England. I have also contributed
to the Mayor of London-supported We Design For The Community programme, with my
undergraduate final project recognised and featured by Romanian Design Week.



Design Philosophy

Design
Systems

More is
Less

Lead, 
don’t Follow

By using design systems, I can solve 
problems efficiently by ensuring 
consistency, scalability, and clear 
communication, allowing me to focus 
on user experience and streamline the 
design process.

When it comes to questions about the 
project, I believe that the more questions 
are asked, the fewer assumptions and 
biases are integrated into the project.

I believe that real change comes from 
progress and thorough research. As each 
situation is unique, one solution is almost 
never the answer to the same problem.



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.



Ideation

Problem Insight Solution
Urban professionals often crave spaces 
where they can disconnect from daily 
pressures, but most bars either feel 
too loud and chaotic or too sterile and 
impersonal, making it hard to relax and 
feel inspired.

People don’t just want a drink; they 
want a thoughtfully designed “third 
space” — a place that feels both refined 
and approachable, where minimalist 
aesthetics meet warmth and intimacy, 
allowing them to recharge and connect.

Kokett blends minimalist architecture 
with soft visual identity cues and 
curated details that invite curiosity and 
comfort. It becomes a playful yet elegant 
environment — a hidden urban retreat 
for meaningful conversations and quiet 
indulgence.





















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.



Ideation

Problem Insight Solution
Young adults who care about healthy, 
plant-based eating often struggle to find 
convenient meal solutions that are both 
exciting and community-driven. Meal 
prep services can feel impersonal, and 
recipe platforms often lack local focus 
and real interaction.

People want more than just recipes or 
pre-made meals — they crave a playful, 
supportive space where they can 
connect with like-minded food lovers, 
discover new flavours, and feel proud  
of their creations, all while staying true  
to local and sustainable values.

Picky Biters combines a vegetarian and 
vegan meal prep service with a vibrant 
community recipe hub. Through fun, 
friendly illustrations and an approachable 
design language, the brand invites users 
to cook, share, and explore, making  
plant-based eating feel joyful, social,  
and creative.



Picky 
Biters
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Picky 
Biters

Join us
today

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
your kitchen routine?

Apply
View all

Everything
fresh and local
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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.



Ideation

Problem Insight Solution
Classical literature, while timeless, can 
often feel distant and intimidating to 
modern readers. Dense philosophical 
layers and historical context make  
it challenging for contemporary 
audiences to fully engage and find 
personal meaning.

Readers are looking for ways to connect 
with complex works on a deeper level — 
through design that unpacks abstract 
ideas and invites reflection. By bridging 
philosophy and narrative visually, the 
story becomes not just a text, but an 
experience of thought.

This reimagined edition of Crime and 
Punishment introduces a design system 
that visually explores the dialogue 
between Dostoevsky’s narrative and 
Heidegger’s existential philosophy. 
Through considered typography, visual 
metaphors, and carefully structured 
layouts, the book becomes a space 
where the reader can engage with 
weighty ideas in an accessible and 
thought-provoking way.



Process

Empathyse
and Research

Test and
Prototype

Review
and Remake

Fyodor Dostoevsky is regarded as one 
of the greatest novelists of all time, so 
researching and empathising with his 
work was absolutely essential to the 
process of understanding it.

The second step was to create a strategy 
for approaching the project, followed by 
extensive testing with paper and layouts. 
This was a long process that took about 
two months.

This step worked hand in hand with the 
previous one, as it wasn’t enough to 
simply make many iterations; they also 
had to make sense and be rigorously 
checked by tutors and peers.



Research

Who? Why? When?
Raskolnikov, a conflicted young man who 
commits murder and wrestles with guilt, 
morality, and redemption.

Dostoevsky explores themes of 
existentialism, morality, and the human 
psyche, drawing on his personal 
experiences with suffering, faith, and  
his observations of 19th-century  
Russian society.

1866, during a period of rapid social, 
political, and economic change in Russia, 
reflecting the growing tension between 
traditional values and modern ideologies.



Dasein
According to Heidegger, a human individual should instead 
be conceived as Dasein, or “being there.” By using Dasein as 
a replacement for “consciousness” and “mind,” Heidegger 
intended to suggest that an individual is in the world in the  
mode of “uncovering” and is thus disclosing other entities as 
well as itself.

— Britannica





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.



Ideation

Problem Insight Solution
In today’s digital landscape, 
sensationalism and fear-based 
content drive clicks and engagement, 
leaving audiences overwhelmed and 
desensitized. Important messages 
are lost in noise, and users struggle 
to distinguish between meaningful 
information and empty alarmism.

People crave clarity and awareness 
in the chaos of digital overload. By 
exposing the mechanisms of clickbait 
and urgency culture, design can provoke 
critical reflection while offering a playful 
yet sharp commentary on media 
consumption habits.

Doomsday Click is a conceptual 
project that uses bold visual language, 
exaggerated headlines, and dynamic 
layouts to parody and critique clickbait 
culture. Through striking graphics and 
interactive elements, the project invites 
users to question what grabs their 
attention — and why — transforming 
digital anxiety into thoughtful awareness.













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. 

Exhibition Design
Product Design 
Design System
Typography 



Ideation

Problem Insight Solution
New designers often find the vast range 
of typography tools and the complexity 
of typographic principles overwhelming, 
which can hinder their confidence and 
creativity.

 By providing structured resources and 
hands-on experiences, new designers 
can gradually build their confidence 
and understanding of typography, 
transforming their initial fear into mastery 
and creativity.

The creation of physical pieces that 
enable new designers to interact and 
manipulate typography, allowing them 
to explore principles hands-on while 
boosting their creativity and confidence.



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.



















 TCM Baton

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. 

Design System
Typography 



Ideation

Problem Insight Solution
Many typographic systems aim for either 
rigid structure or expressive form, rarely 
balancing both. Designers often struggle 
to find typefaces that feel systematic 
yet playful — tools that can adapt to 
bold visual language without becoming 
chaotic or losing clarity.

A well-designed type system can 
become more than just functional; it can 
inspire creativity and push the boundaries 
of visual storytelling. By taking cues from 
modular, structured aesthetics like Blox, 
there is an opportunity to craft a typeface 
that challenges typographic conventions 
while remaining highly usable.

TCM Baton is an experimental 
condensed display typeface, built on the 
visual principles of Blox — structured, 
bold, and striking — but reinterpreted 
with dynamic energy and playful 
irregularity. It bridges the gap between 
order and experimentation, offering 
designers a tool that invites creativity  
and challenges expectations in 
contemporary typography.















Why me?

Problem 
Solver

Design is
my Passion

Communication 
Skills

As a problem solver, I analyse challenges 
critically, brainstorm creative solutions, 
and collaborate with others to implement 
effective strategies that address issues 
and drive positive outcomes.

I try to keep up with design trends and 
actively participate in a variety of design 
events as much as possible.

I strive to communicate ideas clearly 
and collaborate effectively with teams, 
ensuring that design concepts are 
understood and executed successfully.



Thank you!


