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Plusarkitekter, Denmark, Architectural Intern D12 E634

2024 June - 2024 September
2025 June - 2025 September

_| gained valuable experience in the following areas: regulatory compliance, BIM for
government gpprovg|, residential desrgn, service design, pubhc design and designrng fo meef
LCA |egg| requirements..

_| created p|ons for the followin projects (see porh[o|io for some exgmp|es): a |orge ﬂ'ord villa
(drgH>, a hotel renovation (bui\s, and a creche (in deve|oprnenr), large \uxury apartment
cornp|ex (in deve|opmenr), new services for a fgcrory (in deve|opmens.

_| eﬁecﬂve|y collaborated with various stakeholders such as clients, various engineers, architects
and government officials.

Freelancer Architect:

2026 - current
_Technical drawings and BCAR submisisons

TV 2 Kosmopol (Danish media company & TV station), Denmark

Design lead & Senior Motion Graphic Designer:
2016 January - 2021 September

_l developed the overall brand design that had nign approval ratings for the tv station and that
several other Danish tv stations offered to purcnose‘

_| created graphics program packages for tv shows in the Danish tv station TV 2 Lorry.

_| mgngged a team of peop|e starfing out on their design journey. | was responsrb|e for fraining
them, de egafing assignments and keeprng track of all progress across the projects.

_I made print desrgn e.qg. the annual report, postfers, pgrnpn|ers & event promo materials

_l learned to be gdgprgb|e and think on my feet, as requirements cngnged rgprd|y and the time
frame for each project varied widely.

_I was foundational to deve|oping our brand idenriry to fulfill new projects, such as new p|gn(orms
or functions.

_ deve\oped a can-do atftitude and fill a lot of different ro|es, such as art drrecror, motion
designer, manager, producer, grgpnics designer, UXx designer,

_l collaborated with others anougn managing a feam and workrng with other professiond\s and
3rd parties- all for the purpose or integrafing grdpnics to the TV software & brand.

Postyr — VFX and Motion designer Intern:
2015 September -2015 November

_I was the de-facto expert in Postyr at Cinema 4d for creating TV commercials, while
coHoborgring with the team.

_l \kegrned VEX (Visual effects). | set up and managed render farms. | also solved complex 3D
tasks.

_Postyr mgnogemen’r felt confident enougn in me that rne\/ asked me to work for another parfner
compgnﬁ Nordisk Film, where | learned the ropes of daily graphics work. Through this experience, |
learned how to work in different seffings with new cha enges

Freelancer Motion designer (part-time):
2012 - 2022

_| beggn free|gncing part-tfime as a Co||ege student and continued it for several years after.

_| took on projects that were rnirig”\/ cngHendging for me, as it was rnJ gog| fo upski”, and |
ecame an expert at every project that | undertook (e.g. Arnold, RedShift). anou%n this, |
learned how to deal with new Cng”enges, and how to appreciate and thrive in am iguity.

_| eHecTive|y manage my time and how to work with different clients and requirements.
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Education

[University] University College Dublin, BSc-MArch (Architecture):
2021 - 2026

_Deve|oped strong architectural design skills Through progressive studio projects from concept
to complex bui|o|ing design

_| learned various fopics mc\udmg architectural hisfory/ conservation and eco|ogy..

_Pitched complicated ideas Through various media in an understandable and compe”ing way.
_Solved prob|ems b\/ embrocing unconventional opprooches to find innovative solutions.
,Exp|ored architectural hisfory and ’rheory, deve|oping critical ’rhinking and cultural awareness.
_Worked with existing comp|ex structures, mokmg them accommodate new programs.

_Learned technical aspects about architecture such as survey drowings, materials, structural
princip\es, environmental design and getfing familiar with lrish bui|c|ing regu|ofion.

,S’rreng’rhened communication and collaboration skills Through team-based studio work and
inTerdisdphnOry projects.

_Created presenfation models at various scales

[University] EAL/UCL Multimedia Design Movie & animation:
2012 - 2015
_The base of the education was web development, including: HTML, PHP and CSS.

_| took a course on advanced creative workflows and firm management.

_The main focus was |eoming fo produce content. We created websites, live action movies and
2D animations both as exp|omers and music videos.

_One exomp|e project that | did was to produce an inferactive experience where | rojecfed
c|ofhing on a mannequin with separate grgphics for each item of c|ofhing so as fo Ee able to
chonge the outfit piece b\/ piece. | wanted to learn much more than the school had to offer so
in my spare time | read many books to he|p me improve, inc\udmg:

_Colour Design Workbook by Adams Morioka and Terry Stone,
_Onedotzero Motion Blur 2 by Shane RJ Walter,

_Design for Communication by Elizabeth Resnick

,Thinkmg with Type b\/ Ellen Lupton.

_Furthermore, at this time | had been working with 3D for a while and had the intention to get
better (as | continuously still aim for). So, for a year, | produced a GIF a day, which
accelerated my 3D skills immense|y,

[Secondary School] HTX in Communication & IT:
2009 - 2012

_l knew from an early age that | wanted to work in the design space, and | chose a secondary
school with a focus on

creative ’rhmking and prob\em so\vmg. In this school, we were enabled to create our own
produds like games, websites, programs, physico|s produc’rs or electronic gizmos.

_| learned technical subjeds like mathematics, physics, coding and electronics, as well as
mu\fip\e humanities subjects like Eng\ish, business and communications.




