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GRAPHIC DESIGN

The Graphic Design department of the  
Royal Academy of Art educates its students to 
become critical thinkers and versatile practi-
tioners, who develop outstanding concepts for 
visual communication. Its worldwide reputation 
is fueled by thorough high-level education,  
the investigative and conceptual approach in 
teaching, as well as the excellent quality in the 
field of typeface design and typography.  
Here, students are encouraged not only to find 
answers to the problems of tomorrow, but also 
to bridge the past with the future by appropriat-
ing skills which we call ‘craft 2.0’.

Students at our department learn to address 
the challenges posed by the rapidly evolving 
media landscape and the shifts in political pow-
er towards neo-liberalism. The ideal graduate 
is an investigative designer who is aware of 
current affairs, chooses his medium wisely, and 
is familiar with both traditional and new media. 
The current generation of graduates display 
their extraordinary conceptual and visual abili-
ties, extensive knowledge of the profession and 
the world, strong technological curiosity, and 
highly developed social engagement.

The Graphic Design department proudly 
presents its graduating students in ‘Cleansed, 
Peeled, Liberated’, a showcase of the extraor-
dinary turn in the discipline of graphic design, 
where links between theory and practice,  
entrepreneurship and ethics, technology and 
craft, multidisciplinarity and specialization 
become apparent, and the role of the contem-
porary designer is being redefined. 

Roosje Klap & Niels Schrader
Co-Heads of Department
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Nóra Békés
norabekes@gmail.com
www.norabekes.nl
Hungary

Internship:
Richard Niessen & Esther de Vries

Project 
The Unknown Planet
Which stories lay hidden in an 
archive? How to recall memories 
that you have never had? How to 
navigate through a stage-set which 
masks reality? The Unknown Planet 
is a metaphor for Hungary’s recent 
past, yet, it is a fictional space. 

Archival photographs from the ‘60s, 
‘70s and ‘80s are analysed and col-
laged together seamlessly to create 
a narrative labyrinth. A close-reading 
reveals the staged nature of the 
late socialist everyday life, and the 
recreations of iconic objects serve as 
props for this scene. You are invited 
to explore this excavation-site of 
collective memory, where methods 
of interpreting archivers and ways of 
curating the truth are examined.

Thesis 
Reclaiming Wanderlust
Medieval manuscripts were pro-
duced between the 5th and the 
15th centuries AD on diverse topics. 
Many of them attract attention 

because of their lavish illustrations, 
others draw the reader with subtle 
visual sophistication. Even though 
these documents testify for a high 
potential in communicating messag-
es, they are hardly ever discussed 
by contemporary graphic designers. 
What kind of visual strategies were 
used in Medieval manuscripts to 
communicate knowledge? What is 
the role of the specific elements in 
building narratives? How can histor-
ical research enrich contemporary 
graphic design practice? The thesis 
aims to answer these questions 
through a multi-layered visual and 
historical analysis of manuscripts.
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Paul Bille
paul_bille@me.com
www.paulbille.com
Germany

Internship:
Evan Roth

Project 
How Things Should Be
Sorry! I was late for work. The page 
didn’t load, so it took ages to find 
a proper route through the traffic. 
I must have forgotten all my things 
in the store. And then I got into this 
fight with another rider. I don’t really 
remember what happened.  

I think I fainted. Well, Whatever! I’m 
just gonna make the best out of it. 
Things can only get better from here 
anyway. I woke up at an undisclosed 
location. But I know where I forgot 
my belongings. I’m tired and I can’t 
go home. There are guests staying 
in my room tonight. Where is my 
phone? As I reach into my pocket, 
I find the key. But I don’t have a 
second pair. I guess I have to tell 
dispatch that there is an issue I have 
to fix before I can continue working. 
That’s the spirit!

Thesis 
I think we can do better than that
Growth is not only life itself – it is  
also a deeply embed process in 

(Western) society. The desire to 
constantly grow drives your daily life. 
On a cosmic level it is the never-end-
ing expansion of the universe. On 
an economical level it is the driving 
force of capitalism which produces 
a $600 wifi-connected-juice-press. 
And on a personal level it is the voice 
in the back of your head telling you 
that you had to buy it because that 
juice might be healthy for you. Time 
to look at growth from all angles. 
How does growth keep producing 
innovative juice presses, and can it 
still your thirst?
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Thijmen van  
Brunschot
mail@thijmenvanbrunschot.com
www.thijmenvanbrunschot.com
The Netherlands

Internship:
PublishingLab

Project 
Deconstructing Perspectives
Many forms of bias are found in 
cartography, ranging back to the 
Middle Ages. Cartographers and 
map makers consciously and uncon-
sciously alter and influence maps 
and their interpretation. Commu-
nist parties mapped out conflicts 

one-sided, royal families were 
glorified, subjective and suggestive 
symbols indicated military deploy-
ment, and Biblical information was 
cited to spread ideology and pass 
on history. This project is an attempt 
to disregard the cartographer’s 
influence by stimulating people to 
understand conflicts better and 
thereby formulate an authentic 
opinion. Layering subjective infor-
mation into the dynamic interface 
allows the spectator to explore the 
subjective statements and identify 
contradiction.

Thesis 
Vooringenomen Cartografie
Cartografen maken bewust en on-
bewust keuzes tijdens de productie 

van kaarten die de interpretatie van 
kaarten beïnvloeden. In dit onder-
zoek is gezocht naar antwoorden op 
de vragen: “Welke grafische keuzes 
maken cartografen (bewust of onbe-
wust)?”; “Wat voor nadelige effecten 
kunnen deze keuzes hebben?”  
en “Kunnen cartografen daar iets  
tegen doen?” 
Ik concludeer dat cartografen en 
kaartenmakers voor tal van keuzes 
staan die direct en indirect effect 
hebben op de interpretatie van 
kaarten en dat de interpretatie van 
kaarten eenvoudig te beïnvloeden 
is. Vervolgens geef ik handvatten 
die cartografen helpen de nadelige 
gevolgen tegen te gaan.
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Rudi van Delden
rudivandelden@gmail.com
www.rudivandelden.com
The Netherlands

Internship:
Studio Remco van Bladel

Project
Windows Without a View
If you could reclaim the missing third 
of your life, how would you spend it? 
Catch up on emails and work stuff? 
‘Windows Without a View’ explores 
the bedroom as the new office 
cubicle, a place where people inex-
haustibly complete HITs* as digital 
sweatshop workers or live stream 

their sleep, altogether restlessly 
delving into potential new revenues 
of sleep. The merciless work ethos 
of the virtual economy has brought 
about a 24/7 labour of self-manage-
ment making the disposition of every 
hour a matter of choice. ‘Windows 
Without a View’ fosters the com-
modification of time and obscures 
the distinctions between the virtual 
and the dreamed.  
* Human Intelligence Task, Amazon’s Mechanical Turk

Thesis
The True Millennium Bug
The Millennium Bug; the first and 
last time I experienced collective 
fear and distrust of technology.  
The original Millennium Bug turned 
out to be a trivial bug causing small 

scale involuntary time travel, the 
true Millennium Bug turns out to 
be the endless pursuit of virtual 
happiness with efficiency, comfort 
and control as ruling sovereign 
goods. ‘The True Millennium Bug’ 
is a research on the exploitation of 
sleep, looking into current efforts to 
reclaim the missing third of our lives, 
and the corporate potential of this 
loophole in time.
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Niels van der Donk
nielsvddonk@gmail.com
http://nielsvanderdonk.nl
The Netherlands

Internship:
Lava

Project
The Shocking Truth
Thank you for tuning in to TST news.
The Shocking Truth is a literal fake 
news program, divided in 4 different 
media platforms. The first a state 
funded news program, second  
a spectacle news program, third a 
trendy Youtube channel focussing 
on youth culture and last a conspira-

cy, vlog based Youtube channel run 
by one individual. TST focusses on 
how much influence aesthetics and 
personality have on the credibility of 
news and the likely hood of a viewer 
to absorb the information. Although 
the concept of ‘fake news’ is widely 
known, fact checking still seems to 
struggle with the general public. We 
can not rely on a single news source 
anymore. The truth is out there.

Thesis
How To Sculpt A Crowd? Ctrl, Alt, 
Left, Right
How can the approach and tactics 
of mass political and internet culture 
movements be used to create new 
politically engaged graphic design 
principles? 

Looking at the outcome of Trump’s 
election, we can definitely see 
that memes and internet culture 
have had a high influence on the 
political views of entire nations. I 
believe that our current common 
identity is shaped by these memes. 
At school, graphic design students 
are being taught to apply certain 
communication principles to engage 
with a certain group of people, and 
communicate your specific political 
view towards them. We can now see 
that these principles don’t withstand 
against the easy, DIY style practice 
of propaganda and meme creation 
by Conservatives.
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Carmen Dusmet 
Carrasco
dusmetcarrasco@gmail.com
carmendusmet.com
Spain

Internship:
Metahaven and S†ëfan Schäfer

Project
Good News
High probability of unemployment, 
low and falling incomes and no 
insurance in case of no income 
when incapable of work, are some 
of the defining attributes to 90% of 
self-employed visual artists in the 

Netherlands. Designers perceive 
funding plans as a promised land to 
potentially overcome precarity. But 
what is a designer confronted with 
when presenting oneself to art poli-
cies? Applications present compet-
itive market systems and increased 
demand for usability. Good News 
investigates the semiotics of funding 
and questions how neoliberal art 
policies promote individuality, whilst 
controlling individual behaviour. 
Through various visual narratives, 
the film unpacks the normative 
professional attributes prescribed by 
the creative industries.

Thesis 
If It’s Not Alive, Then What Is It?
Design as a practice is changing. 
We are encountering design not 
only at a practical level, instead, we 
are starting to feel the autonomy of 
the discipline. There is an urge to 
discuss design’s life. The designer 
as a content-generator, the effects 
of this content and the fact that 
this content is alive when activated 
and understood by an audience is 
what gives design a soul. So, how 
exactly does something apparently 
inanimate—a concept—begin to be 
understood through the lens of life? 
The thesis explores the notion of au-
tonomy in design practices and how 
institutional factors influence it.
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Lukas Engelhardt
info@lukasengelhardt.net
lukasengelhardt.net
Germany

Internship:
Kévin Bray, Golgotha

Project
41 Shades of Blue
Graphic design is no longer sub-
jective. At least online, every small 
decision can be tested: Chose the 
blue or the red button to optimise 
your conversion rate. A/B testing, 
formerly a tool used by a handful of 
tech giants to sell more products, 
has now become a product in itself. 

With the help of a number of plat-
forms you also can make your design 
decisions based on metrics—and you 
don’t even have to understand how 
it works!
41 Shades of Blue is a mostly-true 
documentary that explores the 
origins, the implications and the 
future of this new, evidence driven 
design practice. Between the 
Uncanny Silicon Valley and the 
Black Rock Desert of the Real it digs 
through layers of branding and looks 
at a world in which data has made 
design obsolete.

Thesis
PS: Magic 001
Despite it’s ambiguity, colloquially 
magic is everywhere. And it’s un-

graspable, not just as a term. Stage 
magic for example relies completely 
on the deception of the audience. 
Magic is something that cannot 
be explained—because one cannot 
(lack of understanding) or it cannot 
(inexplicability) be explained. Magic 
just works. In that way, it’s similar 
to technology or the economy—the 
things we believe in today, instead 
of magic. 
Like these things, magic has been 
communicated through media 
throughout the ages. In these cases 
magic and design coincide; the de-
signer and the magician could even 
be the same person. I’m wondering: 
what is the role of the designer in a 
world full of magic and can he use 
magic to create his own world?
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André Evers
a.g.p.evers@hotmail.com
www.dreasevers.nl
The Netherlands

Project
Trans generational consequences 
of war
The papers are full of articles re-
porting traumatic events, war news 
in particular. There is however very 
little attention in the media on the 
consequences of war. Effects that 
are not limited to the victims who 
experienced these wars themselves.
Every year, Dutch soldiers return 
from peace missions abroad that 
have been in war situations. In 
addition, traumatised refugees 
arrive in The Netherlands. Refugees 
that have been forced to flee their 

country as a result of war. In both 
cases we speak of first generation 
victims of war.
The Netherlands also has a large 
group of second, third and fourth 
generation victims of war.  
Descendants of victims of World 
War II. Scientists and experts found 
out that the effects of war have a 
trans generational character. Two, 
three and four generations of family 
members experience influences by 
nature or nurture that determine 
their daily wellbeing. It is becoming 
increasingly clear that epigenetics 
plays a major role in this.

Thesis
Trauma, Design, Art:  
the possibilities
In this world, it is not uncommon for 
people to get traumatised. What are 
the possibilities a designer has with 

regard to traumas and their conse-
quences? The visual arts, applied 
art and trauma are the three notions 
that are at the core of my research, 
and that touch upon major topical 
issues as super diversity, slavery, 
colonialism, death, incest, war, ter-
ror, migration, sexuality, genocide, 
and religion. Through research, 
engagement, reflection and quality, 
a designer – in a dialogue with his 
or her environment – may transcend 
mere form. Form is only a medium to 
achieve higher objectives that are 
sometimes hard to quantify but that 
are extremely important for our vul-
nerable – occasionally traumatized 
– society to properly function.
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Elizaveta Glukhova
gluhova.liza@gmail.com
http://lizaland.nl/
Russia

Internship:
WOAU Rotterdam

Project
Observatorium
Our bodies constantly produce data 
that can be measured, recorded, 
and analysed. On the surface, data 
seems like a magical box that makes 
decisions for you, but what can we 
truly learn about ourselves from it? 
‘Observatorium’ stages the expe-
rience of collecting data, whereby 

the visitor is asked to participate 
in order to be let in. This ‘payment’ 
grants access to the gathered 
data, the visual abstraction of 
which is prioritized over informative 
value. The visitor is confronted with 
numbers without units or reference 
marks; they are not judgmental, 
evaluative, or enumerative and in 
this sense they are pure. At the same 
time, this data doesn’t produce any 
knowledge, and only by applying cat-
egories or asking questions can one 
make sense of it.

Thesis
Inenarrable scenario
Throughout the history people had a 
desire to predict the future. It seems 
that if we foresee the upcoming 

before it arrives, we can determine 
our present and therefore the future. 
Such attempts have even been 
reasonably accurate on occasion, 
but in general the technology 
still seems unreliable and rather 
confusing. Then how can we narrate 
our personal and collective future 
under the conditions of uncertainty 
and anxiety? The thesis defines the 
‘future’ and investigates how we 
experience the present. It considers 
several possible future scenarios 
from the perspective of science, 
mass culture and art. These three 
disciplines help to create a broad 
overview of prophecies and identify 
the binding mechanisms between 
the future and the present.
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Amaya Hagelaar
amayahagelaar@hotmail.com
www.amayahagelaar.com
The Netherlands

Internship:
artless inc. (Tokyo)

Project
I still doubt about the title
Ever experienced sweat breaking 
out when you had to make a choice? 
When decisions were tough, you’d 
rather turn around or let the decision 
depend on someone else?
In that case, you might have suffered 
from decidophobia. The fear of mak-
ing decisions. Some people just have 
slight signs of anxiety, while other’s 
life are influenced immensely. 
Every day we are confronted with 

dilemmas and our choices are 
influenced by society. Even ordering 
in a restaurant can become stressful. 
So imagine choosing a study, decide 
what job to take or whether to marry 
or not.
However, it’s no shame to be indeci-
sive. Not knowing what road to take 
is all part of finding our way through 
life. Like how I was trying to make 
the right decisions to get where I 
am now.
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Michiel Heemskerk
michielleihcim@live.nl
michielheemskerk.com
The Netherlands

Internship:
VOGUE NL

Project
The Family Pack
Welcome to our house.
A house where rules are broken, 
reconstructed and wiped off like 
smudged mascara.

The Family Pack is a home tour 
guiding you through several 
interpretations of family and their 
comfort-zones. The perfect, nuclear 
family is spread throughout culture 
in many ways. How do we digest this 
idea of family? This guided tour is 
guaranteed to give you a fresh, raw 
or new perspective.  
Take a tour and binge eat a beefy, 
lasagna bolognese XXL, look for 
hardcore, masculine daddies and 
cleanse your skin with funky, pow-
dery, wet baby wipes. Don’t you love 
the smell of it?

Thesis
Le Jardin D’Amour
The image of an ideal relationship is 
everywhere around us. The portrayal 
of the perfect romance in popular 
culture is mostly heteronormative.  
It is the ideal that a lot of people 
seem to aspire to. Le Jardin D’Amour 
looks into the elements that are 
used to construct this portrayal of 
an ideal relationship that implies an 
eternal state of bliss.
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Daniel Hernández 
Chacón
dhdzch@gmail.com
www.danielh.info
Mexico

Internship:
Knoth & Renner

Project
Artificial Swarm Intelligence
Recent advances in the field of 
artificial intelligence have opened 
the door to many unforeseen possi-
bilities. One of these is the ability to 
combine knowledge and data from 
vast amounts of people into a single 

combined intelligence. Artificial 
Swarm Intelligence is an installation 
focused on content from reddit.com. 
Several chatbots were trained with 
data from certain subreddits, such 
as r/christianity, r/feminism, r/history, 
etc. This allows the visitors of the 
exhibition to talk to these websites 
as single intelligent entities. The 
bots become a representation of 
their respective website as a whole, 
and result in a new way of compiling 
and accessing information.

Thesis
Please be patient, I’m still learning
It is still very unclear what artificial 
intelligence will be able to achieve 
in a creative field like graphic design. 

This is due to the fact that it is very 
difficult to emulate human creativity 
through code. This thesis aims to 
envision how graphic design can be 
generated through machine learn-
ing, and specifically through which 
methods this might be achieved. 
By experimenting with several 
models like deep neural networks, 
generative adversarial networks and 
genetic algorithms, the capabilities 
and limitations of these technologies 
are examined in detail. A deeper 
understanding of the potential of 
machine learning could point out 
how we could adapt to the major 
changes that are likely to occur to 
the discipline of graphic design in 
the near future.
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John Wei Liang Hoek
hell0@madebyjohnnie.com
www.madebyjohnnie.com
The Netherlands

Internship:
De Kijm & Zonen

Project
Airphone
With new technology, comes new 
behaviour. We live in an era that 

is constantly in contact with each 
other, all made possible by the 
smartphone. The device that is 
here interrupts all kinds of social 
interaction and leads to loneliness, 
FOMO, apathy, phubbing or even a 
digital burn out. Instead of physically 
connecting as in face to face con-
versation, we prefer to turn to our 
smartphone in social situations.  
This new form of behaviour that 
gives in to the attention demanding 
device, creates a fragmented, half 
focused and overstimulated life.  

I aim to reverse this form of behav-
iour. Playing a physical game is the 
solution to experience real connec-
tion without the disturbance of the 
smartphone. Lets play in order to 
reclaim social interaction.

Thesis
Ik nog wel zeggen wat ik wil zeggen
Satire in de vorm van spotprenten 
zijn een krachtig communicatie-
middel, maar er zijn grenzen aan 
deze vorm van de vrijheid van 
meningsuiting.
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Saber Javanmard 
saver.javanmard1985@gmail.com 
Iran

Internship:
Studio Dumbar / 2016

Project
It will be a hard day for disbelievers 
When I was twenty years old, I 
burned the Quran in front of my 
mother’s eyes. I was extremely 
angry, but not particularly at the 
Quran. My problem was the con-
tradictory face of religion. On one 
hand, the Quran as an important and 
poetic document that could help us 
to be better people. On the other 
hand, the religious authorities who 

are exploiting their power for their 
own sake.
My mother, she cried and prayed 
desperately for her young son.  
My project shows two different ap-
proaches to share my ambivalence. 
While one medium (painting) shows 
the aesthetic and poetic side of 
Quran, the other medium (perfor-
mance) shows my self-punishment 
by reciting Quran and writing and 
erasing those verses over and over,  
a desperate effort for repentance.  
My graduation is an attempt to make 
it up to my mother, even if it’s just a 
little, and also to the Quran.

Thesis
Gain can be loss, loss can be gain  
My thesis researches the relation-
ship between text and typography. 

Text is usually seen as just an ingre-
dient that the designer needs to 
deal with in a visual way. But what 
if the starting point is the meaning 
of text? Does it change the way a 
designer works? 
How do text and typography in 
design interact and how can they 
direct and influence each other?
My thesis reviews the works of two 
important text artists: Reza Abedini 
(from Iran) and David Carson (from 
U.S.A). Through their works I study 
the historical gains and losses of 
content and meaning within the 
technological achievements and 
eventually implement the outcomes 
of the research in a practical way 
(analogue and digital) in my own 
work.
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Yes Ditsen de Jong
iesditsen@live.nl
www.yesditsen.nl
The Netherlands

Project
The Perfect Struggle
How can struggle, pain and effort 
be glorified? In a society where tools 
and processes have been simplified 
in such a way that they can offer  
us instant gratification, we lack dis-
cipline and perseverance. We seek 
calculability, efficiency and profit 
and have a hard-wired desire for 
doing minimal effort with maximum 
results. However, it is precisely the 

struggle, time, and effort that helps 
us to reach fulfilment and happiness. 
Inspired by the Greek tragedy of 
Sisyphus, this project aims to trigger 
a switch between the results we  
desire, and the physical and emo-
tional suffering that leads us to our 
goals. ‘The Perfect Struggle’ is a 
video-installation that celebrates 
struggle in a world that only cele-
brates succes.

Thesis
Mijn Sisyfus Arbeid
Een fascinatie voor de doorsnee  
werkende mens, met huwelijk,  
modaal inkomen, hond en kinde-
ren. Het idee van een opgelegde 
levensweg voedt mijn angst voor 

de toekomst, maar is deze wel 
gegrond? Met de opkomst van zzp-
ers, flex-werkplekken, kantooryoga 
en werknemers met extreem hoge 
eisen, verandert de norm. Burn-
outs, de bedreiging van robots, en 
doorwerken tot je 70e zijn geen uit-
zonderlijkheden meer. Door middel 
van een dialoog, geïnspireerd op de 
klassieke Socratische dialoog, onder-
zoek ik de factoren die het werkveld 
veranderen, en ga in gesprek met 
mijn generatie over hun toekomst. 
Of mijn angst gegrond is blijft een 
mysterie, en ik zal me moeten troos-
ten met het besef dat niemand zal 
weten hoe het voor ons uitpakt.



GRAPHIC DESIGN

89

Daan Jesper Kars
info@daankars.com
www.daankars.com
The Netherlands

Internship:
ATTAK • Powergestaltung

Project
I Hereby Pledge My Allegiance
The 2017 election programs of the 
Dutch political parties contain 41 
statements which are in direct 
violation of constitutional articles. 

‘I Hereby Pledge My Allegiance’ is a 
dynamic installation which portrays 
the impact and consequences for 
Dutch citizens of politicians ignoring 
the constitution. Presented as a 
game the installation invites the 
visitors to act as politicians and 
experience how their choices can 
either weaken or strengthen the 
constitution.

Thesis
Anarchism, Agendas & Pin Buttons
Nowadays, with many political 
events that include injustice and fas-
cism happening all around the world, 

the numbers of movements are 
growing fast. Where are we standing 
as educated politically motivated 
designers in this matter, and how do 
we react on it? During my research 
about the punk-rock movement I 
noticed that a lot of techniques and 
tactics, that were used to distribute 
the anti-fascist ideologies, are being 
used in contemporary graphic de-
sign practices. Are those tactics and 
methods still relevant in contempo-
rary provocative and activist design 
projects?
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Dóra Kerekes
krks.dori@gmail.com
www.dorakerekes.info
Hungary

Internship:
Waag Society

Project
Growing Decay
Growing Decay is an installation that 
monitors and depicts the process 
of entropy, showing how the so-
called ‘once in a 10.000-year storm’ 
develops in the Netherlands. Based 
on the databases and prediction 
models of the The Royal Netherlands 

Meteorological Institute, the installa-
tion visualises the cycles of different 
climate variables. Upon coincidental 
combination, they can create a 
storm of 0.0001% probability, which 
could possibly cause flooding in the 
country. The process is a metaphor 
of how the state of things gets more 
disordered over time as entropy 
increases.

Thesis
The Divine, the Human, and the 
Law of Entropy
The myth of the flood is familiar to 
most literate Western people, and 
more. Coming from ancient Meso-
potamia, making its way from the 
Sumerians to the Babylonians then 

to the Canaanites and the Israelites, 
the tale of Noah and his ark has not 
only spanned generations, it has  
also spanned civilisations, with only 
a few changes before ending up  
in the Bible, which hugely impact-
ed the development of Western 
Culture. What is the modern cultural 
significance of such an ancient  
story? How does the story of Noah 
still affect us today? Why does the 
motif of the flood recur so often?  
My goal is to examine the evolution 
of the flood tale, to conclude how  
it was perceived over time, and how 
its meaning has changed depending 
on time and space.
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Rik Laging
lagingrik@live.nl
http://riklaging.nl/
The Netherlands

Internship:
Babak Radboy, New York

Project
AddOn.Quest_Helper
A series of first hand experiences 
that re-contextualizes/visits the 
stigma of video-games. This is done 
through the telling of three different 
yet equally relatable case studies 
that are home to the gaming culture 

of today. These stories are translat-
ed into video format diorama‚Äôs. 
Diorama‚Äôs that will showcase a 
symbiosis of worlds that for these 
individuals merges real life and their 
video-game artificial counterparts. 
The goal is to provide a relatable 
insight into a rather unfamiliar way 
of mental healing that contradicts 
the common understanding of vid-
eo-games solely beings a means for 
unprofound escapism.

Thesis
4K Rituals & The Children of 
Heaven
Outgrown and evolved. Many 
young eyes have fixed their gaze 

on high definition digital screens, 
the more contemporary beacons of 
faith. Portals to the ‚Äòlikeness of 
anything that is in heaven above...
‚Äô, worlds beyond our own, not just 
to look at, but to immerse oneself in. 
Video games and their ‚Äòmagical 
claiming‚Äô power have created 
their own forms of contemporary re-
ligion accompanied with new rituals 
and sacred vows. This new idolatry 
worshiping by younger generations 
paves a path that helps guide the 
young and lost in their real, and of-
ten complex and chaotic existence.
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Iris Lam
irislam3@hotmail.com
The Netherlands

Internship:
Circus Engelbregt

Project
Behoeftebeheer
‘How to discover what your sexual 
needs are and how to talk about 
them with other people?’ 

Iris Lam asked this question to a very 
diverse group of people: three pros-
titutes, two asexual girls, students 
from the Minerva association, an 

eighty-six year old lady, a tantra- 
couple and she worked as a 
telephone prostitute for two days 
herself.
Lam recorded all these amazing 
stories and used the audio in her 
animations. 
The contrast between the audio  
of the serious interviews and the 
‘funny’ drawings is a bit alienating.  
It forces the viewer to think about 
the content in a different way, in a 
more light and humorous way.

Thesis
Bloemkolen en Gemene Buiken
In deze scriptie onderzoek ik de 
beelden en teksten die vroeger en 
nu gebruikt worden om kinderen 

over seks voor te lichten. Dit doe ik 
op chronologische volgorde. Hoe zie 
je de ontwikkelingen op seksueel 
gebied van 1890 tot 2017 terug in 
het beeldgebruik van seksueel voor-
lichtingsmateriaal.

Als er in de media aandacht wordt 
besteed aan een probleem rondom 
seksualiteit in de samenleving, ont-
staat er behoefte aan voorlichting 
over dat onderwerp. Ik denk dat  
de aandacht in de media rondom  
#Metoo behoefte creëert aan 
voorlichting over ‘het stellen en 
aanvoelen van grenzen’.
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Jungeun Lee
jungeunri@gmail.com
jungeunlee.net
South Korea

Internship:
Sandra Kassenaar

Project
Objects of Worship
How do we share the commonality 
through an object? ‘Objects of  
Worship’ is a collection of semi- 
ordinary artifacts that re-encounter 
between the boundary of familiar 
and unfamiliar culture or belief.  
Ranging from world’s largest religion 

‘Christianity’ to parody religion 
‘Flying Spaghetti Monster’, an object 
itself doesn’t function the way it  
was originally intended. By showing 
a different usage, it becomes not 
only representation of each belief or 
culture but it also shows the possi-
ble extension of an object that incar-
nates a specific system of belief. 
A step-by-step instruction allows  
the viewer to find a new relationship 
between object and culture and 
open the spare space for under-
standing other cultures.

Thesis
Is it Good for Nothing?
In this paper, numerous pieces of 
literature were used to explore 

the past, present, and future of 
the book, leading to a question 
of its value and emotion toward 
all human kind. Throughout the 
research, the book is treated as a 
human-like object. The book, which 
had a such an eventful life, has been 
killed or even massacred because 
of political reasons or obsession of 
individuals; sometimes the book 
spends its heyday and is loved by 
people. Moreover, the book even 
laughs at people who predicted its 
future a little earlier. In fact, it is still 
doubtful whether which one is going 
to be the final survivor from a duel 
to the death between a paper book 
and an e-book. In the strict sense of 
the word, is this a worthy fight?
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Zuzanna Loch
zuzannamarialoch@gmail.com
www.zuzannaloch.com
Poland

Internship:
SILO

Project
Being Consumed Is a Tricky  
Pleasure
Human is a commodity. One that  
at the end of the day everyone  
longs for. When all life needs are 
met by app-based systems like Uber, 
Foodora or Tinder, why don’t we 
have one that will cover all the func-
tions a human has to offer? From 

social interaction, sexual activity or 
intellectual support, ending with 
fertility and organ donation - a man 
can satisfy a whole range of needs. 
The video installation explores the 
wide areas of hyper objectification. 
In this sci-fi scenario a person is seen 
as a collection of assets and body 
parts, and their value is determined 
by functionality. In this parallel cul-
ture objectification is independent 
of gender. Hence, instead of being a 
tool of oppression it becomes an om-
nipresent way of human perception.

Thesis
A Particular Rush of Blood to  
The Brain
The work starts with the word sex 
in its title. The three letters provoke 

a rush of blood to the brain. From 
there on, at the table of the imagi-
nary readers we can observe a range 
of reactions - some positive, others 
annoyed, unfavourable. The audi-
ence allows itself to consider the 
author as a sexual being. It is fine. 
The author considers the audience 
as a group of sexual beings.
A similar phenomenon occurs 
when the three letter combination 
appears in a set, surrounded by 
other letters unintentionally (e.g. 
Middlesex, sextette etc.). For some 
reason sex has a larger responsive 
impact than other words that have 
also appeared in the foregoing text, 
like table, or blood. 
The intention of this thesis isn’t to 
say that it’s a bad thing.
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Andréas van der 
Mast 
andreasvdmast@gmail.com  
www.andreasvandermast.com
The Netherlands

Internship:
032c WORKSHOP BERLIN  

Project
0_0 
I am researching the ‘hype’ phenom-
enon and how this movement re-
flects nothing but an empty image. 
With a satirical tone I will discover 
how to be the next big thing. “My 

brand 0_0 is the going to take the 
world by storm - watch this space....” 
With endless amounts of promotion 
campaigns and tools to visualize the 
madness that comes with the ‘hype’. 
This will quickly show the formula of 
‘the hype’ and that the value around 
the product is nothing but bragga-
docio. With this formula you can also 
be the next hype! 

Thesis
Donatella Versace Is A Stage  
Designer 2018 
In mijn thesis omschrijf ik hoe sub-
culturen uit de jaren ’90 verdwijnen 
vanuit het straatbeeld, en er een 
nieuwe subcultuur ontstaat op het 

internet. Met name op Instagram. 
Ik praat over mode-codes die op-
gebouwd zijn binnen het systeem, 
totaal ineen zijn gestort vanwege 
de opkomst van de sociale media. 
Als gevolg van het internet, is er een 
groep ontstaan die leeft in een we-
reld van eindeloze streetwear drops 
en collars die de aandacht trekken. 
Dit is voornamelijk te danken aan de 
Supreme-kid die zich op het internet 
bevindt. Wat deze Supreme-kid ziet 
als nieuwe waarde, en hoe diverse 
grote modehuizen meedoen en zich 
ook gaan aansluiten bij deze street-
wear movement.  
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What is a voice interface?

A voice-user interface (VUI) makes 
human interaction with computers 
possible through a voice/speech 
platform in order to initiate an 
automated service or process. 
A VUI is the interface to any speech 
application. Controlling a machine by 
simply talking to it was science fiction 
only a short time ago.

Carlijn Moerenhout
carlijn.moerenhout@gmail.com
www.carlijnmoerenhout.nl
The Netherlands

Internship:
Mainstudio

Project
Elderly Primigravida
Statistics show that elderly primi-
gravidae are increasing fast. Due 
to fertility treatments it is possible 
to pause or reset the biological 
clock. It seems like the increasing 
numbers are the beginning of a new 
standard. But despite growth in 
amount, they face resistance from 

society. Is this resistance justified? 
Elderly primigravidae raise ethical 
questions regarding social pressure, 
age limits and artificial reproduction. 
The project introduces different 
elderly primigravidae as a reflection 
on the developments and questions. 
Throughout the documentary the 
statistics become tangible. By 
including factual research, differ-
ent aspects are highlighted from 
the debate surrounding artificial 
reproduction and the rise of elderly 
primigravida.

Thesis
Hoe word ik een Grafische  
Superheld?
Wat wil je worden als je groot 
bent? Een vraag die vaak gesteld 

wordt aan een kind. Elk kind wil op 
een moment in zijn/haar kindertijd 
een superheld worden. Terwijl ik 
ouder- en wijzer- werd is die droom 
vervaagd en werden levensechte 
beroepen steeds aantrekkelijker. 
Op dit moment ben ik hard aan het 
studeren om grafisch ontwerper te 
worden. Een breed vak met vele mo-
gelijkheden en, langzamerhand, kom 
ik erachter dat mijn kinderwens om 
superheld te worden gelijktijdig aan 
het uitkomen is. Een goede grafisch 
ontwerper kan een Grafische super-
held worden. Een flinke uitspraak 
die niet iedereen direct snapt. En 
als ik je vertel dat grafisch ontwer-
pers kunnen tijdreizen zul je dit niet 
begrijpen of, nog waarschijnlijker,  
zul je mij uitlachen.
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What is a voice interface?

A voice-user interface (VUI) makes 
human interaction with computers 
possible through a voice/speech 
platform in order to initiate an 
automated service or process. 
A VUI is the interface to any speech 
application. Controlling a machine by 
simply talking to it was science fiction 
only a short time ago.

Kay Pisarowitz
kay.pisarowitz@gmail.com
www.kay.pisarowitz.com
The Netherlands

Internship:
75B Rotterdam

Project
George.io
The coming years promise the  
advent of the voice interface era.
This technology is being implement-
ed everywhere such as our cars, 
fridges and the things we wear. 
This causes high user-expectations. 
Every voice assistant comes with 
misunderstandings since they are 

still unable to fully understand our 
evident invention called language. 
Especially with spoken language. 
Introducing: George.io. A voice 
assistant that helps you with very 
basic design tasks. In this particular 
model, you can design your own 
business card, a very basic design 
entity that might become obsolete 
in a few years. George.io empha-
sizes the flaws in natural language 
understanding between human 
and machine and covers issues like 
privacy and surveillance that come 
along with that.

Thesis
Cross Modal Design
We live in a visually oriented culture. 
Especially for the people who pursue 

the job of a designer. For those 
whose practice consists of almost 
only visual purposes, it is crucial we 
question the importance of that 
particular sense organ we use the 
most. Are our eyes a necessity or just 
an advantage? Can I still be a design-
er when I become blind? Graphic 
design is usually described as visual 
communication. However we use 
vision in combination with hearing in 
order to interact with one another. 
Seeing is part of a collective uncon-
sciousness we all share. The eye is 
at the top of our sensory hierarchy. 
In this text I will explore different 
techniques and tools to circumvent 
the way we use our senses. Can 
limiting our focus on vision make us 
see better?
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Taisiia Reshetnik
taisiia.reshetnik@gmail.com
taya-reshetnik.nl
Russia

Internship:
Kummer&Herrman

Project
The Undesirables
Privatisation and securitisation 
of public spaces change their 
political meaning and turn them into 
‘non-places’, where the entrance is 
not by right, but by permission.  

On one hand current solution–super-
vision and enforcement– is aiming to 
make the urban environment safe, 
but on the other, it’s turning it into a 
space of increasing discrimination, 
where every individual is treated as  
a potential criminal. 
Based on the research of one 
particular non-place, this project 
tells a story of constant resistance 
between ‘The Station’ and ‘The 
Undesirables’, which starts in 19th 
century and continues till this day, 
when new security measures like 
wi-fi trackers, security cameras and 
turnstiles are being used to find the 
Undesirables among us.

Thesis
Cathedral of A New Era
Societies have always been shaped 
more by the nature of the media 
by which men communicate rather 
then by the content of the commu-
nication. Electronic media has a 
direct physical impact on the way 
our brain functions. Thus the way 
we think and perceive information is 
being changed. I want to point out 
that the influence of graphic design 
goes out of the 2D canvas and has 
a substantial, tangible effect on the 
architecture of public spaces.
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Laura de Rijk
lauraderijk@hotmail.com
www.lauraderijk.nl
The Netherlands

Internship:
Studio Vrijdag

Project
Naturalization
Laura de Rijk wants to raise 
questions around the normality of 
exoticism in the Dutch society. This 
project started from Laura’s fasci-
nation for the beauty, the unknown 
and the richness of form, color and 

mechanical properties of exotic 
plants. With this project she wants 
to invite the visitor to look at exotics 
in a new way. The complexities of 
human migration will be visualised 
through a plant-story video installa-
tion. The topics include established 
exotics and naturalisation.

Thesis
1+1=3 , De hybride ontwerper
Ik beheers 2 disciplines die continu 
nauw verbonden zijn met elkaar: 
Fotografie & Grafisch Ontwerp. Deze 
Hybride Ontwerper is het startpunt 
van mijn scriptie. De hybride ont-
werper wil op de witte lijnen tussen 
twee vlakken staan. Ook moet deze 

ontwerper er vanaf durven te stap-
pen om deze tussenlijn constant te 
vervormen en de twee disciplines  
samen te laten voegen tot iets 
speels. Het kan een Ying-Yang 
scheiding zijn, een vertroebeling 
tussen de 2; een limitatie of een out-
of-the-box benadering. Door de twee 
polen bij elkaar te brengen geeft 
het je nieuwe inzichten. Hoe noem 
je iemand die meerdere disciplines 
beheerst? In welke stromingen 
werden zij op een krachtige manier 
samengebracht? Wie zijn de hybride 
ontwerpers van nu? En wat is de 
meerwaarde?
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Rebecca Rui
reru@tuta.io
rebeccarui.com
Denmark / Norway

Internship:
Slavs and Tatars

Project
Manufacturing Habits 
How we interact with technology is 
determined by its design. Consider 
the design of the smartphone. Its 
products and services come in form 
of applications. We interact with the 
device through predefined motions 
on its sleek delicious surface. These 
gestures are performed with ease, 

and the applications are easy on the 
mind to use. What is the intention 
that guides the design and dissem-
ination of the smartphone? The 
incentive is simple: tech companies 
profit off of users attention. The 
more time spent scrolling and tap-
ping the more ad revenue is accrued.
One robot creature, one touch-
screen device, and one interface, 
are used to reveal how manipulation 
works on the user through interface 
design, and to question dominant 
designs of technology.

Thesis
This is a Project, Not a Product
This text investigates the relation-
ship between humans and technol-
ogy in the process of the becoming 

of the individual. Consisting of three 
parts, wherein PART ONE outlines 
two theories: Gilbert Simondon’s 
concept of ‘individuation’ and 
Matthew Crawford’s argument on 
the necessary conditions for the 
becoming of the individual. PART 
TWO gives an analysis of dominant 
designs of technology, contending 
that it is applied through a consumer 
ethic, placing the designer/creator 
at one end, and the user/consumer 
at the other. PART THREE outlines 
designs of technology and method-
ologies which facilitate the process 
of the becoming of the individual, 
aiming at a deeper and more inte-
grated relationship between humans 
and technology.
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Josephine van 
Schendel
josephinevanschendel@gmail.com
www.josephinevanschendel.com
The Netherlands

Internship:
Anna Solal, Marseille

Project
Witches Brew
An investigation into one of the 
fuzziest magnetizing fringes of our 
society: witches. 
We live in a period of pop culture 
re-enchantment, revival of celestial 
journey seekers and a regained 
awareness of our spiritual essence. 

Through employing spiritual signs 
and characters to hyperbolic ends, 
WITCHES BREW is a first intro-
ductory dip into the witchy water. 
Inspired by five encounters with 
beautiful spirits who have given 
their concrete views upon contem-
porary witchcraft, five fictitious 
pets have sprung into life. A cyber 
coven gets brewed, and the taste is 
bitter-sweet.  
#BabaYagaBabyWitch #NeoZen 
#DigitalMystic #AvatarLab  
#UrbanHealing

Thesis
Gaia’s Triad
An allegory of the New Wild, Primal 
Being & Fleshy Hardware. Unrav-
eled as a mythological dialogue 

between three children of mother 
Gaia, different outlooks upon the 
relationship of humans with nature 
are proposed. The children - the Silk 
Gardener, the Pigmented Cavewom-
an and the Crystal Dusted Witch, all 
seek alternatives within the physical, 
the mental and the virtuel sphere: 
from introducing an unfamiliar urban 
laboratory green, to finding strength 
in mankind’s primal energy, to fore-
seeing the biologization of technolo-
gy to sidestep the toxic uncanniness 
of machinery’s glabrous appearance. 
Lastly, the relation of mankind with 
mother Gaia gets questioned by the 
Monstrous Mother herself: the big 
things always win.
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Joop Schroën
mail@joopschroen.nl 
www.joopschroen.nl
The Netherlands 

Internship:
RAAAF [Rietveld Architecture Art 
Affordances]

Project
Survivors of the Nostalgia Loop
The smell of burned flesh and  
melted plastic is penetrating your 

nose at the moment you wake up 
from what seemed to be a foolish 
nightmare. But the surroundings  
tell you something different.  
While exploring the area you  
encounter zombie-like creatures 
who are haunting the streets. 

Together with other survivors, you 
find yourself inside a 90’s apoca-
lypse world. Identical to your dream 
everything around you, including the 
zombies, shows a clear sign of 90’s 
appearance.

Did it really happen? Has the over-
consumption and recycling of 90’s 
pop culture led to a nostalgic feed-
back loop with fatal consequences?

It sounds like there is a sign of 
survivors. There are rumours about 
a shelter, that contains some crucial 
information.

Thesis
Lets Gaze, Let’s get lost in Space
 “…Millennials Don’t Exist”
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Marika Louise Seo
marika.l.seo@gmail.com
www.marikaseo.com
Japan

Internship:
Lesley Moore

Project
The Ghostwriting Collective
We write now more than ever. Text 
is a substantial part of constructing 
our persona and our relationship 
to the modern world. Yet writing 
is a mysterious craft — an alchemy 
of sensibility, emotions, memories 
casted into the form of letters — that 
often carries an effect beyond the 

writer’s imagination. The strive for 
control over the effect on a reader, 
or Unity of Effect as Edgar Allan Poe 
once called it, has been a lifelong 
devotion for many writers.
The Ghostwriting Collective, formed 
by infamous writers, is here to assist 
you in your everyday textual crea-
tions. As complex as writing often 
becomes, this tool’s functionality is 
neither replaceable nor reproducible 
with algorithms; it reflects, it com-
municates, it transcends.

Thesis
One day I will find the right words, 
and they will be simple
The purpose of this text is to inves-
tigate words — their capabilities, 
effects, limits — with an underlying 

plea for ambiguity in communica-
tion. To be the precise medium to 
communicate our abstract ideas 
seems to be a specific demand for 
words, which imagery or any other 
modes of expression seem to face 
less. Textual quarrels and nitpicking 
take place online as if we are in de-
nial of the void between sender and 
receiver. Can ambiguity and allowing 
space for interpretation possibly 
enhance communication? Looking 
into the mode of communication of 
Japanese copywriting, where com-
mercialism meets poetry, I attempt 
to call attention to what can happen 
when words are embraced as me-
diation, and allow the affect to hold 
equal importance to the intention.



GRAPHIC DESIGN

104

Asya Sukhorukova
asukhorukova@inbox.ru
asyasukhorukova.netlify.com
Russia

Internship:
PWR

Project
Engineers of the soul
On March 18th, 2018, Russian presi-
dential election took place. Vladimir 
Putin has become the president for 
the fourth time, breaking the pre-
vious record with 77% of the votes. 

His campaign didn’t include much 
personal involvement or presence, – 
Russian media has been working on 
his popularity for years. 
‘Engineers of the Soul’ is an 
investigation into the news reports 
shown by 4 federal TV-channels 
within a week before the elections. 
By collecting and categorising this 
footage I am able to paint a picture 
of how state propaganda occurs on 
television, hiding behind supposedly 
objective narratives. Just like social 
realism painting in the USSR, it cre-
ates a scripted version of reality that 
works in the state’s best interests.

Thesis
Manipulative canvas
This thesis is about the social  
power of a two-dimensional canvas.
We live in the world, ruled by 
 images. A man-made image is a 
language, that emerges within a 
specific culture. It always follows  
a certain structure and intention, 
and lacks the possibility of being 
entirely objective or autonomous.  
A graphic image is the way we put 
the tangible world in order, as well 
as give a shape to abstract ideas.  
I believe, that this language can and 
should be studied, taught and used 
thoughtfully.
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Sean Warren Valies
valieswarren@gmail.com
www.seanvalies.nl
The Netherlands

Internship:
VBAT

Project
Augmented Colonization
As of the past few years Augmented 
Reality (AR) has been introduced 
and accepted in our society.
However, it’s not a part of our daily 
routine yet. When AR becomes  
a norm, corporations and gov-
ernments will be fighting for our 
attention in our own augmented 
space. This technology adds the 

possibility to show us more content, 
give us more
information and influence our choic-
es and behaviour everywhere we 
are and manipulate the consumers’ 
attention.
This speculative project takes form 
as an installation that demonstrates 
what a simple trip to the supermar-
ket could look like in a world filled 
with an augmented war for your 
attention.
Can our augmented space be colo-
nised by corporations and govern-
ments though the use of packaging?

Thesis
Handle with care! (The potential 
future of packaging)
As tea product being sold in a super-
market, the important function of 

the packaging is to attract consum-
ers’ attention and trigger their desire 
to buy the product. The exchange 
of information between tea and 
consumer also relies on this layer 
of information. We know that good 
packaging not only improve sales, 
but also enhances the brand image 
by a visual experience through de-
sign. Implementing a digital display 
enhances all these factors, will give 
packaging design almost unlimited 
possibilities and a whole new layer 
of meaning. But what would be the 
potential added value of an inter-
active digital display? And will this 
evolution even happen in packaging 
design?
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Lin Ven
linven93@gmail.com
www.linven.nl
The Netherlands

Internship:
Subbacultcha, We Are Public

Project
A Sequence of Actions Revealed
There are a lot of standard ways in 
which we approach systems, people, 
objects and situations. Repetitive 
routines make up a large part of our 
daily lives. If you think of how many 
hours you spend on routine activities 
you do absent-mindedly, why not 

spend time creating these routines 
to be more extraordinary experienc-
es? To break them, so you can start 
to create them. 
My project proposes to find poten-
tial in the ordinary and create space 
for the unexpected. To expand given 
frames and consciously create struc-
tures yourself. By looking at how you 
approach the basic routines, you can 
start extending this to other aspects 
in life and go about them more 
creatively.

Thesis
Great Concept... Now What?
Nowadays, graphic design education 
places great emphasis on conceptu-
al and theoretical aspects of design. 

However, this rarely results in a  
real design (strategy) positioned  
in our reality. 
I have the desire to implement my 
designs in the real world and see if 
my ideas actually work. Therefore,  
I researched the ways graphic  
design is applied in practice.  
How can design skills be used to 
generate a positive impact in the 
real world? To have an impact,  
designers should put their design 
ideas out there, in the real world, 
and see what happens.
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Natalia Vishnevskaia
echomaize@gmail.com
nataliavish.com
Russia

Internship:
W0W, Tokyo

Project
Thought Experiments
Yearning for escape from our 
imperfect human bodies, we called 
for Prometheus to bring us the 
divine fire. We are not supposed to 
be weak. Our current physical state 
is a system error. We will liberate 
ourselves as soon as we find the 
right tools. Since the first laboratory 

manipulations of human genes in the 
‘50s, the passion for escaping our 
limits has not ceased. It still can be 
seen in contemporary biotechnology 
and life extension projects. Paradox-
ically, transhumanistic anticipation 
of the future evokes similar kind of 
nostalgic feelings as the optimistic 
scenarios of earlier visionaries. In 
Thought Experiments, placed in the 
time right before the Singularity, you 
will be looking back at stories about 
a future that has never happened.

Thesis
Omega Point
This paper is a collection of stories 
in the form of a diary, written from 
the perspective of the Observer. His 
perception of time is not linear; he 

has always lived and forever will.  
He is one and he is everyone. His aim 
is to dive into humans’ experiences, 
feel as they feel, separate into frag-
ments, and come back together. The 
Observer longs to find a key to the 
human consciousness and discover 
the binding element between mind 
and body. Maneuvering between 
materialism and spirituality, he 
seeks to investigate how technology 
affects this complex harmony within 
each and every person.
Prepare to embark upon an explo-
ration of humanity, but be careful 
when you reach the last frontier—  
by reaching the end, you will close 
the circle.
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ANNA WRS_THG
nana.artgrafika@gmail.com
www.wrswstudio.nl
Poland

Internship:
Rytm.org

Project
Imagined Communities  
“Because homeland is one of the 
magical fantasy words like unicorn 
and soul and infinity that have now 
passed into the language.” in White 
Teeth by Zadie Smith
What means nationalism and what  
is the complex meaning behind it?

Intrigued by the recent changes in 
the connotation to the word migrant 
we may witness how it turned from 
positive and heroic into negative and 
threatening. 
Countries in which radical parties 
are gaining more power, are the 
countries that are sending the most 
of their own citizens abroad. US, UK, 
Germany.
The concept of a nation as an 
imagined phenomenon played a fun-
damental role. In my view national 
identity is never pure. I hope by this 
interaction people might get an 
overview on our mixed origins and 
variety which shapes our identity.
 

Thesis
Transcending Territories  
In past times, prior to television 
and internet, boundaries between 
countries were more solidly defined. 
This also applies to the boundaries 
of style, art and design, which less 
frequently crossed borders, making 
each country’s visual language more 
recognisable than this day. It was 
easier to identify and locate an art-
ist’s origin based on their work, than 
this day and age. Throughout time, 
progressive development of technol-
ogy altered the concrete nature of 
boundaries, erasing the solid idea of 
borders, which now have fused into 
a blurry shade of interconnectivity.


