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LIFE IN THE ABYSS
Exhibition Wall

A museum exhibition wall that explores 
the ecosystem and biology of deep-
sea life, this piece demonstrates the 
approach of building a linear narrative 
for an audience to explore in a physical 
space. The visual direction is designed 
to imitate the bioluminescent aspects of 
deep-sea creatures through the use of 
bright, vibrant colors overlaid on a dark 
background. This allows the colors to pop 
to the foreground and create a sense of 
illumination. The text arrangement allows 
readers to follow a metaphorical descent 
into the depths, learning about abyssal 
life and ecosystems as they are directed 
to the right. 

Dimensional



Poster

A poster designed to explore the histor-
ical significance of the typeface Futura 
and its creator Paul Renner. The layout 
of forms and colors is used to reference 
the styling of the Bauhaus movement, 
which was an influencing factor on 
Renner’s approach. The primary show-
case of the poster is to emphasize the 
evolution of the letterforms from their 
initial drafts to their finalized forms. 
This demonstrates the clean, geomet-
rical approach Renner took to develop-
ing the typeface, which was pivotal to 
its unique characteristics and purpose. 

Print

PAUL RENNER’S FUTURA



Identity, Collateral

An exhibition identity designed to frame 
the 36th Master Thesis Exhibition for 
the University of Houston School of 
Art. The contrast between the scholarly 
artist statements and the dynamically 
stylized work is captured in the visual 
approach of the exhibition’s collateral 
design. Layered composites of painterly 
and canvas surfaces are used to con-
vey the fluidity of artistic expression. 
To contrast this, the structured layout 
effectively represents the academic 
nature of the accompanying essays. 

Print

36TH MFA CATALOG



Annual Report

An exhibition identity designed to frame 
the 36th Master Thesis Exhibition for 
the University of Houston School of 
Art. The contrast between the scholarly 
artist statements and the dynamically 
stylized work is captured in the visual 
approach of the exhibition’s collateral 
design. Layered composites of painterly 
and canvas surfaces are used to con-
vey the fluidity of artistic expression. 
To contrast this, the structured layout 
effectively represents the academic 
nature of the accompanying essays. 

Print

FAIRVOTE 2014



Annual Report Website

FairVote is a non-profit organization that 
seeks voting reform in order to empower 
American citizens in the increasingly 
convoluted world of modern democracy. 
The web version of the FairVote Annual 
Report is designed to create a web pres-
ence that strongly correlates to the tone 
and visual style of the printed report. As 
the print version has a strong emphasis 
on horizontal structure and direction, 
the website utilizes an unconventional 
horizontal scrolling layout to communi-
cate the concept of moving forward. The 
content is revised to highlight the most 
important information, and to allow the 
web material to serve as a snapshot of 
the printed annual report.

Screen

FAIRVOTE 2014 WEBSITE



Identity, Branding

An identity collateral for the Hive Market 
convenience store, this branding system 
captures the spirit of a friendly and wel-
coming style. The logo mark is designed 
to reflect this with it’s rounded type 
forms in Hive that are grounded by the 
slab serif lettering in Market. A system 
of handmade patterns depicting floral 
forms with market product iconography 
is used to frame the store’s collateral.  

Print, Dimensional

HIVE MARKET



Learning Kit

The Post-Modern period of graphic 
design saw a heavy re-evaluation and 
deconstruction of visual, design, and 
typographic principles. This education-
al learning kit relishes in the history of 
Post-Modern pursuit of deconstructing 
rules through the use of grid breaking 
compositions and creating overwhelm-
ing typographic surfaces. The kit in-
cludes a series of educational cards 
with information on significant artists 
and terminology relating to the period, 
which are designed in the style of the 
centerpiece poster. 

Print

POST-MODERN KIT



Data Visualization, Poster

An exploration into data visualization, 
these posters seek to represent the 
generations of America in relation to 
demographic and political trends. The 
narrative focuses on the four recent 
generations in America, including 
the Silent Generation, Baby Boomers, 
Generation X, and the Millennials. A 
color-coded labeling system is utilized 
to create a cohesive sense of identifi-
cation across a variety of different data 
sets. The format seeks to explore and 
reveal correlations between the differ-
ent generation tendencies in social and 
political preferences that shaped the 
face of America. 

Print

DEFINED BY AN ERA



Tablet App

An educational tablet app that presents 
the history of ancient Rome in a visu-
alized map based format. The prima-
ry goal is to present information that 
is intuitively accessed and navigated 
through the use of touchscreen input. 
A map based navigation system is used 
to allow users to comprehensively see 
the visual layout of the Roman Empire 
and select key locations to learn more 
information. The map uses zooming 
hierarchy levels in order to view and 
access more detailed visualizations 
and information. A submenu timeline 
system is employed to allow the user to 
easily switch to different years of inter-
est, which allows the displayed maps to 
change in order to reflect the key events 
for that given year.  

Screen

ROMA



Branding, Logo

This rebranding of Cirro Energy presents 
a reimagined direction in order to give 
it a new unique visual identity. The new 
logo direction focuses on emphasizing 
structural stability with the word Energy 
displayed in a clean sans-serif foun-
dation, with Cirro rendered in a round 
friendly typeface to create a hierarchal 
contrast. Textured surfaces are used 
to reference the use of hand produced 
inking techniques. 

Print

CIRRO ENERGY



Statement Piece

A statement piece created to repre-
sent and explore the ideologies and 
principles of the Russian Avant-garde 
art movement. The piece is a metal-
lic container designed to reference 
industrial materials and serve as a 
format for the imagery and typogra-
phy. The designs and patterns are in-
fluenced by the movement’s concepts 
of Constructivism and Suprematism. 

Dimensional

RUSSIAN AVANT-GARDE



Identity, Website

This toy line of fictional modular crea-
tures is designed to provide children with 
a fun, interactive experience that allows 
for an outlet of critical thinking and 
building skills. The titular Biobuddies 
feature a series of different animal body 
parts that can be combined and rear-
ranged to create a variety of different 
whimsical creatures. The companion 
website encapsulates the spirit of the 
toy and invites the audience into the 
world of Biobuddies. Colorful, illustrative 
imagery is used to frame photographic 
representations of the toy to create an 
environment for the Biobuddies to live in. 

Screen

BIOBUDDIES



Exhibit Piece

This exhibit piece is a creative interpre-
tation of Robert Heinlein’s titular novel 
about space exploration. The multi-
part dimensional work was conceived 
and produced within collaboration 
between graphic design and creative 
writing students. The core narrative of 
Methuselah’s Children involves an ex-
tended journey across multiple worlds. 
To capture this theme, a fictional travel 
kit is used as the format to visually man-
ifest the story. The inclusion of travel 
brochures and artifacts suggests the 
aftermath of a long journey. The space 
behind the travel case depicts illustra-
tions of the three main planets, using 
scale hierarchy to emphasize their se-
quence visited in the story. 

Dimensional

METHUSELAH’S CHILDREN



Identity

An exhibition identity designed to frame 
a collaborative project between Graphic 
Design and Creative Writing students 
at the University of Houston. This ex-
hibition sought to create dimensional 
interpretations of various novels and 
stories through spatial, visual, and 
textual elements. In order to advocate 
this, a visual identity of a fictional world 
constructed from literary principles and 
elements is used to represent the core 
thematic purpose of the exhibition. A 
pallet of dark tones on light brown tex-
tured surfaces is utilized to represent 
the appearance of the pages in a book. 
The various words that build the fictional 
landscape demonstrate the many differ-
ent elements and tools that an author 
uses to bring their world to life. 

Print

WRITTEN WORLDS



Game Development

An early pixel sketch for a 2D game 
environment. Part of a larger work in 
progress, the setting depicted in this 
scene references a reto-futuristic style 
that combines anachronistic machinery 
with a 1930s inspired era.

Screen

PIXEL ENVIRONMENT



Game Development

This scene demonstrates a series of 
individual sprites designed to be layered 
and repeated seamlessly to create a 
larger 2D environment level. Multiple 
variations of each sprite object is used 
in order to reduce visual redundancy 
and obvious tiling patterns. 

Screen

MODULAR SPRITE ASSETS


