
Maria Michael
MA Ceramics

My work explores the notion of change, 

repetition, movement and illusion, explored 

through geometric shapes and lines. Ideas 

have been realised through a range of materials 

including wood, plastic, ceramics and found 

objects, combined with spraying techniques. 

My intension has been to create 2D & 3D 

decorative wall panels that may embellish 

small and large spaces or cover entire walls.

In my country the tourist industry is a hugely 

important part of the economy and forms 

a large part of the architectural landscape,  

providing artists and designers with  numerous 

creative opportunities. My practice has led me 

towards developing work  appropriate for this 

particular environment – in particular, chic, 

contemporary hotels. M.C Esher, Vasarely, 

Bridget Riley are artists who have dealt with 

optical illusions. These artists have been 

extremely inspirational within my work.  

Sarah Anne Marsh
MA Children’s Book Illustration 

The aim of my study this year was to explore 

new and exciting ways to illustrate and 

narrate children’s picture books. At an early 

stage I decided that only animals would play 

the characters in my books. 

My love of decorative pattern meant that the 

scaled and detailed skin of reptiles such as 

crocodiles, lizards and newts fitted perfectly 

with my illustrative style. 

I wrote a simple yet humorous text to 

accompany detailed handmade illustrations. 

My final book provides the child reader with a 

positive outlook on being afraid of swimming.

Xiang Liu
MA Consumer Product Design

Digital products are now ubiquitous in our 

everyday lives and present themselves 

through entertainment, communication and 

productivity enhancing devices. Now in the 

early part of the 21st Century we are truly 

living in a digital world. The opportunities 

these digital products claim to provide us are 

apparently almost infinite. However, these 

exciting opportunities seem to be added to 

on an almost daily basis – providing faster 

processors, more memory and the division 

between discreet understandable products is 

now very blurred.

Do people really want products like this? My 

MA explores the user need and the utilization 

of technology to try to put the fun back into 

the digital experience.

Yang Yang
MA Consumer Product Design

Animal Family 

Domestic furniture tends to have a predefined 

purpose and its use and location in the home 

reflects this. Can I discover a language for 

furniture that is culturally universal and is able 

to be used how the owner wishes, rather than 

the designer intends?

Animal Family
They exist as furniture, but also as objects – the 

owners can create their own stories of usage 

and interaction and through this exploration 

find personal relevance to each animal in their 

home, through play and the invention of their 

own stories. 

I have considered 3 groups for this activity, 

adult, teenage and children and each group of 

animals reflects the desires and styles of these 

groups.

Hani Douaji
MA Graphic Design

Think how to Link

Portfolio: www.behance.net/hanidouaji

Inspiration can be found anywhere and 

everywhere, it is waiting for open minds to 

seek and explore. As a designer visiting the UK 

for the first time, I found myself in unfamiliar 

surroundings and a new visual environment. 

This different culture has inspired me to look at 

things in a new way, where I began to observe 

and experiment with random objects, shapes, 

colours and images.

I decided to take on a creative exercise 

in exploring the existing techniques that 

designers use to generate their ideas. This 

project explores the world around me by 

using various creative thinking techniques in 

order to make useful and useless connections 

between objects and images. 

Shri Ganesh Gupta
MA Graphic Design

Take a break!

Coffee culture has become a modern day 

phenomenon and this has lead to many 

more chalkboards appearing in our towns 

and cities. Chalk letterings on blackboard 

are an interesting contribution to visual 

language on the street and although they 

add a typographic personality to street art, 

most of them are a visual disaster. Potentially 

they could be a great contribution to street 

art in today’s coffee culture, so my practice 

explores the beauty of this technique.

I have chosen to present my study in a 

coffee table book, titled ‘Take a Break!’ It 

documents the coffee culture through street 

chalk typography and takes it a step further 

showing my own exploratory work and hand 

crafted letterforms.

This book is just a start in the hope of 

inspiring others to explore the beauty of 

hand rendered letters on blackboard. 

Muneera Hejres
MA Graphic Design

Reveil

In Arab countries, the women’s black veil is 

often associated with stereotyping women 

as obedient, meek and confined to domestic 

chores, raising the children and financially 

dependent on men.

However, the women of Bahrain are leading 

the way in terms of education and careers. 

This collection of traditional  black head 

scarves transform to reveal/reveil head 

gear from other professions, portraying 

unstereotypical images of women and 

highlighting their place in a modern society.

Daniel Guy Rostron Fairweather
MA Games Design

Augmented Reality is a platform relatively unknown to gaming. My 

aim through my Masters was to change that. To come up with a game 

that not only uses the existing technology, but one that can grow with 

it and actively push the boundaries of it.  The game is based on cards 

and is primarily played through a device that supports Augmented 

Reality apps; i.e. smartphones and tablets, but is also designed to be 

accessible to people who maybe cannot afford such items. There is 

also another element to the gameplay in the form of online gaming 

through a computer; creating the opportunity to experience the same 

game in different ways.

The project has taught me the importance of the various roles in the 

game design industry. I have worked as a World Designer, System 

Designer, Content Designer, Game Writer, Level Designer and User 

Interface Designer. Each of these roles brings with it a different 

challenge while at the same time working as a whole to see the entire 

process begin and develop.

I have thoroughly enjoyed the project and have created a game that 

I believe to be unique in execution and - more excitingly - original to 

this new platform.

James Henry Burton
MA Games Design

Ether One

My journey through the MA has allowed me to 

develop my skills as a technical artist and my 

knowledge in fields of VFX, cinematic scenes 

and workflow optimisation.

Focusing on creating artwork and workflows

that are efficient in a production environment

has allowed me and the rest of the team at 

White Paper Games to develop our debut title 

“Ether One”.

“Work smarter, not harder” is a philosophy that 

is distilled into all of my work, this has led us to 

create a game that is independent in nature 

and spirit, but has the ambitions of a “AAA” 

production. 

My work in these fields has only just begun, 

and I look forward to further exploring and 

expanding upon the things I’ve learned during 

my MA and the development of Ether One.

James Cave
MA Games Design

Digital Fire Work

jcavefineart@gmail.com
Blog: www.jimmysartcave.blogspot.co.uk

The focus of my MA Games Design course is the incorporation 

of digital methods of creating artwork into my fine art practice of 

burning images onto wood. Using photography, burn drawing, photo 

manipulation, found imagery and other media allows me to transfer 

my fine art skills into a digital design process. The research method 

of using literature and games to inform my practice allows me to 

focus my creativity and to develop my ideas within a specific area 

of research. The concept for my final project Grand Theft Inferno 

arises from combining research on the first part of Dante Alighieri’s 

14th century poem The Divine Comedy, entitled Dante’s Inferno, with 

the world of gangsters, inspired by the game franchise Grand Theft 

Auto: creating a vision of Hell on Earth where the gangsters embody 

demons. The work I now produce as a concept artist holds less of 

the necessity to send a message and communicate with the viewer 

than was the case in my previous fine art works: it is predominantly 

a visual concept for use in game development or the graphic novel 

genre. However, it is still work fuelled by research, knowledge and 

understanding in order to portray elements from historical literature 

through my own interpretation and practice; thus translating those 

elements into an aesthetic visual form. I look forward to working with 

professionals and potential clients in my future career as an artist, 

developing my practice further in the Games or Comic Book industry.

Yujie Duan
MA Animation

The Red Button

A man wakes up in a room and is surrounded 

by weapons. He panics and runs towards the 

door but it is locked. He notices a red button 

to the left of the door and he  goes to press 

it. What could possibly happen if he does?

Should he or shouldn’t he?  

Alice Fulton & Chen Zhao
MA Interior Design

Lunar Pod

Alice Fulton and Chen Zhao have been 

working collaboratively through the latter 

stages of their Masters study with Lunar to 

design a new caravan that would be attractive 

to a younger age demographic. Lunar is a 

commercial company based near Preston 

that design and manufacture luxurious 

lightweight caravans for the UK market. 

Whilst designing a new concept for a more 

youthful market the team had to keep in 

mind key factors such as the size, weight 

and cost of the caravan. In response a brief 

was developed to create a product that had 

personality, presented a fresh contemporary 

use of materials and surface treatments and 

was affordable at a cost lower than £7000. 

The Lunar Pod is so light it can be towed 

by the smallest of cars and its compact 

size makes it even more appealing to those 

starting out in leisure camping activities.

Chen Zhao, Jiaojiao Wu, Yuan Xue 
MA Interior Design

The Mari-tech Park

The Preston Bus Station has always provided 

a significant landmark in the city since it was 

completed in 1969 and it remains one of the 

most significant Brutalist concrete buildings 

in the UK. 

We formed a team to develop creative  

ways to reuse the now almost completely 

redundant building and developed ideas that 

would work in the context of Preston as a 

city today. What you see here is a completely 

new parkland experience that celebrates life 

below the neighbouring sea’s surface and 

portrays the narrative of our stored marine 

resources in such a way that puts Preston on 

the tourist map.

Elizabeth Dunning
MA Surface Pattern & Textiles 

Hybridising Design 

Coming to surface pattern design from a 

background in illustration, one of my main 

goals has been to actively explore the transition 

from illustrator to textile designer. Hybridising 

Design is a concept of combining mixed 

elements to create something new, the fusion 

of media and materials. Exploring a range of 

materials and techniques and collaging with 

drawing, painting, printmaking, digital media 

and textiles. My professional portfolio aims 

to highlight the transition from illustrator to 

textiles designer, showcasing the hybridisation 

of illustration, fine art and textiles, heavily 

influenced by the Artist Textiles modern 

movement of 1940s/50s Britain.

Alexander Bellingham
MA Games Design

Zeitgeist

“Zeitgeist” is the identity of my MA. Meaning 

“Spirit of the Time”, the concept represents 

how we view the world around us and how 

this has changed through the passage of time. 

The concept doesn’t apply to any specific 

era and can be applied to any time or field 

demonstrating that what we’ve learnt from 

the past can be used in the future. Utilised my 

close relationship with Sony (SCEE) I created 

something unique to help shape a new area 

of the creative industry establishing an entity 

that can be taught at universities, colleges 

and to other designers.

The outcome was a collection of three books 

within the Zeitgeist vein and a new design 

discipline “Stereoscopic Design”.

Broady Blackwell
MA Games Design

Adræfan Eard Exiles Home

broadyblackwell@googlemail.com      Portfolio: artificer.cghub.com     Blog: broady-ma.blogspot.co.uk

Visual Development and World building  

My areas of focus have primarily been the 

discipline of visual development focusing 

within conceptual artworks. Understanding 

the differences between concept art and 

illustration and blending the best areas of 

an illustrative process to a conceptual art 

methodology - creating narrative in a painting 

to let the viewer see a whole story in a single 

image. 

My latest focus has been studying great 

concept artists and through practice and 

experimentation, being able to understand 

and replicate the techniques they have used 

to create their pieces of work. Developing 

my own style and technique to form a pool 

of knowledge in which draw upon and the 

understanding of narrative within concept 

art and how to paint certain areas in different 

ways to create a more immersive story.

Kathryn Jones
MA Surface Pattern & Textiles

I am a Surface Pattern Designer, illustrator 

and maker of all cute and pretty things for 

the home and everyday life. I like using my 

designs on products that are useful and 

decorative.

My designs are a mixture of characters, 

patterns and icons that are colourful and 

childishly fun. My aim is to create “happy” 

products.

Prishma Jaunkeepersad
MA Graphic Design

Stand up for Laughter 

Research into the effects of humour on 

people with late life depression and dementia 

has shown to have positive effects in the 

areas of memory, self esteem and sociability.

Although dementia is a challenge, quality 

of life can still be enjoyed through fun and 

laughter. So the objective of this study was 

to captivate the audience’s interest through 

jokes, enabling people with dementia to 

have some positive moments of laughter 

alongside their carers. This book and other 

items are pieces of visual communication 

that carers can use to generate humour in an 

attempt to uplift an individual’s mood when 

they feel sad or depressed.

Chittira Shivaji Panikkar
MA Graphic Design

Scarred for Life

Anti-fat attitudes and negative behaviour 

towards overweight people are widespread. 

This discrimination and prejudism often goes 

unnoticed and can scar an individual for life, 

negatively impacting on their psychological 

well-being, causing distress, social isolation 

and loneliness. 

This study aims at highlighting the abuse and 

derogatory behaviour overweight people are 

subjected to. There are laws against racism, 

sexism and homophobia, so why is it legal 

to use offensive names for an overweight 

person?

Danwei Yang
MA Graphic Design

In Season

“Happiness is a fundamental human need 
and an integral component of quality of life.
We have the ability to experience happiness 
either passively from events that occur in our 
environment or actively from our efforts to 
‘pursue’ it.” 

Schreiner, A, Yamamoto, E, & Shiotani, H 2005

My practice explores visual communication 

with the aim of generating positive moments 

for people with dementia to enjoy. ‘In Season’ 

portrays the visual beauty of flowers for 

individuals to interact with. This book aims 

to generate calming moments with happy 

memories through the senses of sight, touch 

and smell.
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