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Prof. Dr. Muhammad Ali (S|, TI) holds a PhD in Biological Sciences
from the University of Wales, UK, and completed his Post Doctorate
from the University of Missouri, USA. He has over 37 years of teaching,
research, and administrative experience. Presently, he is serving as
the Vice Chancellor of the University of the Punjab since September
23, 2024. Previously, he served as Vice Chancellor of Bahauddin
Zakariya University (BZU) Multan, Quaid-e-Azam University (QAU),
Government College University (GCU) Faisalabad, University of
Jhang, Ghazi University DG Khan, and Government College University
(Gcu), Lahore.

During his academic career, he served at BZU in various key
positions, including Registrar, Resident Officer, Director ORIC,
Chairman Transport Committee, Chairman Sports, Director
Biotechnology, and Chairman Research and Planning Group. In
recognition of his teaching and research excellence, he was
awarded the Best University Teacher Award by the Higher Education
Commission of Pakistan in 2002, 2005, and 2011. He has supervised
more than 100 M.Phil and 40 PhD students.

Prof. Dr. Muhammad Ali is also the author of two international books
and has presented research papers at numerous national and
international conferences. He has published 235 research papers in
well-reputed national and international journals with a cumulative
impact factor of 470. He was conferred the Tamgha-e-Imtiaz by the
President of Pakistan on Independence Day 2015 and the
Sitara-e-Imtiaz in 2022 for his outstanding contributions to the higher
education sector. He has successfully completed 30 research
projects funded by national and international agencies. He is a
Fellow of the Pakistan Academy of Sciences since 2020 and has
served on boards, syndicates, and selection committees of more
than 70 universities and institutions across Pakistan.
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Dr. Mahboob Hussain is a distinguished academician, historian, and
educationist serving as Professor of History and Dean of the Faculty of
Arts and Humanities at the University of the Punjab, Pakistan. With
extensive experience in higher education, academic administration, and
historical research, he has made significant contributions to the
promotion of humanities and social sciences in Pakistan. His academic
profile is also featured on the official university website, reflecting his
scholarly and administrative achievements.

As a historian, Dr. Mahboob Hussain specializes in South Asian history,
cultural heritage, and socio-political developments in the region. He has
actively participated in academic conferences, seminars, workshops,
and research activities at both national and international levels. His
scholarly interests include historical research, cultural studies, interfaith
harmony, and the role of education in societal development.

In his capacity as Dean of the Faculty of Arts and Humanities, Dr.
Mahboob Hussain has played an instrumental role in curriculum
development, faculty coordination, academic planning, and quality
enhancement initiatives. He is widely respected for his visionary
leadership, collaborative approach, and commitment to academic
excellence. Under his guidance, the faculty has continued to strengthen
research culture and interdisciplinary learning opportunities for students
and scholars.

Dr. Mahboob Hussain is also known for encouraging young researchers
and promoting critical thinking among students. His dedication to
teaching, mentorship, and institutional development has earned him
recognition among colleagues and students alike. Through his
academic and administrative services, he continues to contribute to the
advancement of higher education and historical scholarship in Pakistan.
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Prof. Dr. Samina Nasim (Gold Medalist) holds a PhD in Fine Arts
(2009) and has over 28 years of teaching, research, and
administrative experience. She is currently serving as Principal of the
College of Art & Design, University of the Punjab, a position she has
held since March 2024. Previously, she served as Chairperson of the
Department of Fine Arts at the same institution and held several
leadership positions at Lahore College for Women University,
including Director of the Institute of Design and Visual Arts and
Chairperson of the Interior Design and Textile Design Departments.

An accomplished artist and academic, Dr. Nasim received multiple
Young Artist Awards and Awards of Excellence from Alhamra Arts
Council and other renowned institutions. She secured first position in
both her BFA and MFA (Painting) from the University of the Punjab,
earning a Gold Medal and the Prime Minister Gold Medal in 1996. Her
expertise includes Art History, Islamic Art and Architecture, Pakistani
Heritage, and South Asian Art.

Dr. Nasim has earned national and international recognition,
including the International Award of Excellence from the Museum of
Hebei Normal University, China (2017). Her artworks are displayed in

permanent collections in China and Pakistan. She has held 12 solo
exhibitions and participated in over 100 group exhibitions.

A dedicated researcher, she has published 27 research papers in
HEC-recognized journals and supervised more than 65 M.Phil. and 7
PhD scholars. She has presented research at international
conferences across Saudi Arabiag, the United Kingdom, Turkey, the
United States, South Koreaq, Uzbekistan, and China. She is widely
recognized as an academician, art historian, researcher, and
practicing visual artist.

<* i Prof. Dr. Samina Nasim

_ Principal
College of Art and Design
University of the Punjab




Prof. Dr. Ahmad Bilal, Chairman of the Department of Graphic Design
and Founding Director of the Postgraduate Research Centre of Creative
Arts at the University of the Punjab, Lahore, is a UK-trained
academic-practitioner with over 30 years of experience. He earned his
PhD from School of Art and Design, Nottingham Trent University (2015).
Dr. Bilal's research-led practice explores the social shaping of
postcolonial media industries, capitalist dichotomies, and participatory
visual culture. He has pioneered sustainable production models
through zero-budget and crowdsourced films like Sohani Dharti and
Life in Quarantine, alongside extensive live theatre direction. Recently,
Dr. Bilal is working on a series of classic stories in Urdu. The first from
this series is Khali Jaib—which adapts classics by Nikolai Gogol and
Rajinder Singh Bedi. This model of filmmaking is an outcome of a major
HEC-funded NRPU project discovering A Sustainable Model for
Moviemaking in New Media Age and OTT Platforms, for which he serves
as Principal Investigator. As a leading scholar on regional moving
images, his recent publications include the paper Zindagi Tamasha to
Kamli: Squeezing Space of Emergent Cinema of Pakistan and the book
chapter The Rise and Fall of Lahore Cinema, complemented by major
international collaborations like his project with the British Council for
ICCAOI: 100 Years of Lahore Cinema.

Prof. Dr. Ahmad Bilal

Chairman,
Department of Graphic Design

PhD, School of Art and Design,
NTU, UK




Sarah Umer is an Associate Professor at the College of Art and Design,
University of the Punjab, Lahore, the oldest university in Pakistan. Before
joining the University of the Punjab, she taught at Lahore College for
Women University, the largest women’s university in Pakistan and among
the largest in South Asia. She earned her PhD in 2016 from Lahore College
for Women University, with a dissertation on the religious beliefs of the
Indus Valley people—a topic that had received limited scholarly attention.

Her research focuses on art, ancient civilizations, and religions, primarily
in the South Asian context. In early 2017, as a Charles Wallace Fellow at
SOAS, University of London, she expanded her doctoral research by
exploring religious linkages between the Indus Valley and Mesopotamia.
Since then, her area of inquiry has grown to encompass Mesopotamia
and the wider Arab world.

In 2024-2025, as a Fulbright Fellow at the Lakshmi Mittal and Family South
Asia Institute, Harvard University, she examined the influence of Harappan
religious inheritance not only on the early layers of Hinduism but also on
religious thought in the Greater Arab world, working from the hypothesis
that the Harappans may have been the parent stock of Mesopotamian
civilizations. She was also awarded the CAA-Getty International Program
Travel Grant in 2018 to attend the College Art Association’s annual
conference in Los Angeles, USA.

Alongside teaching at undergraduate and graduate levels, Umer
regularly organizes seminars and workshops in collaboration with
universities and museums at both national and international levels. In
2022, she initiated the “Eminent Artist Series” at the College of Art and
Design, and she is currently developing a digital database to document
and consolidate the artworks and contributions of Pakistani artists and
scholars—an ongoing effort to preserve and promote Pakistan’s artistic
heritage.
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| am a self-motivated and student-focused professional with 25 years
of experience in teaching, with an MPhil degree in Teaching English as a
Second Language (TESL). I have dedicated my career to teaching and
academic mentoring. Throughout my career, | have taught a wide
range of courses including literature, linguistics, copywriting, functional
English, communication skills, and research methodology with a
student-centered approach, catering to the ESP needs of the students
of the College of Art and Design. | have contributed to curriculum
development within my department. My research interests include
discourse analysis and ELT.

To effectively teach communication skills to Graphic Design and
Painting students, | design schemes of work, lesson plans, assessment
plans, learning materials, and other related activities to increase the
effectiveness of learning. | have extensive experience and aptitude in
delivering service and commitment to student success at the University
of the Punjab as an Assistant Professor.

Being an active member of SPELT, | remain in touch with global
developments in English Language Teaching methodologies. | earned
the International Long-Term Fellowship Award in 2011 from the Higher
Education Commission of Pakistan.

Sobia Fahim

Assistant Professor
Department of Graphic Design



Dr. Syed Farjood Ailya Rizvi is an Assistant Professor of Graphic Design
at the University of the Punjab, Lahore. He specializes in visual
communication, design research, and the integration of traditional and
contemporary design practices. His teaching and academic work
emphasize critical thinking, cultural awareness, and innovative
approaches to design education. Dr. Rizvi has contributed to curriculum
development and supervised research in areas such as branding,
typography, and visual culture. His scholarly interests include Pakistani
art and design heritage, sustainable practices, and evolving digital
design methodologies. He is committed to nurturing creative inquiry
and academic excellence among emerging designers.

Dr. Syed Farjood Ailya Rizvi

Assistant Professor
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Dr. Humera Omer, a practicing graphic designer with a Ph.D. in Art &
Design, M.Phil in Studio Practice, and MFA Gold Medalist, she worked for
the English newspaper Daily Times for 11 years with expertise in
copywriting. Her research examines semiotics, visual culture, and
heritage crafts of Punjab, with doctoral work on Pakistan’s postage
stamp designs and teaching experience of 18 plus years at
Department of Graphic Design, College of Art & Design, University of
the Punjab, Lahore.

Dr. Humera Omer Farooq

Assistant Professor
Department of Graphic Design




Mamoona Rahim is serving as an Assistant Professor in Graphic Design
with nineteen years of teaching experience at the Department of
Graphic Design, College of Art & Design, University of the Punjab.
Holding an MFA degree with Gold Medal and currently pursuing Ph.D in
History of Art, she is specialized in teaching Computer Graphics for print
media, Graphic Design, Advertising, Typography, lllustration, Marketing
and Ul and UX Design. Her academic credentials are complemented by
professional achievements as she designed several publications and
event’s branding for PUCAD. Additionally, she also designed several
national advertising campaigns for national and multi-national brands.
Regional design practices are a key area of research interest for her.

Mamoona Rahim

Assistant Professor
Department of Graphic Design




Dr. Syeda Arooj Zehra Rizvi is a teacher in the Department of Graphic
Design at the University College of Art and Design, University of the
Punjab, Lahore. She holds a PhD from the Faculty of Arts and Social
Sciences at Universiti Malaya. Her academic work centers on visual
communication, conceptual metaphor theory, multimodal discourse
analysis, and the semiotic dimensions of communication design, with
expertise in Pakistani visual culture and design pedagogy. Dr. Rizvi has
published research on health and crisis communication, visual
diplomacy, metaphoric gestures, and the role of communication
design in shaping public narratives. She is committed to advancing
design education and critical inquiry among her students, encouraging
them to explore the intersection of visual communication, cultural
identity and social responsibility in their creative practice. She has
supervised 23 candidates in this thesis show in areas of Ul design,
game design, animation, illustration, book design and publication, and
advertising design.

To the graduating class of 2026, it has been an honor to witness your
creative journeys and guide your exploration of design as a meaningful
practice. As you step forward into your professional lives, may you
continue to create work that speaks authentically to your commmunities
and contributes thoughtfully to the visual landscape of our time. | wish
you success in all your creative endeavors.

Dr. Syeda Arooj Zehra Rizvi

Lecturer
Department of Graphic Design



Muhammad Ahsan Bilal is a PhD Scholar and Faculty member of
Department of Graphic Design, College of Art and Design, University of
the Punjab since 2012. He has an M. Phil degree in Art and Design.
Earlier, he did his MFA in Graphic Design, with University Gold Medal to
his credit, and BFA in Graphic Design from the College of Art and
Design, University of the Punjab, Lahore.

He has extensive professional experience working on a wide range of
design projects. Furthermore; Advertising and Publication Design, Web
and Interface Design, Ul UX and Game Design, Interactive and Digital
Mediaq, Print Media and Advance Computer Graphics are his forte where
he has carried out multiple projects. He has also many research
publications in his professional career.

! Mr. Muhammad Ahsan Bilal

Lecturer
Department of Graphic Design




| 02

STUDENTS
D




Ali Jabbar

Pause Before You Share: A Visual
Communication Campaign Against Fake News
in Pakistan” addresses the rapid spread of
misinformation on platforms like WhatsApp,
Facebook, X, and TikTok, where emotional
visuals bypass verification, inciting panic,
polarization, and violence—as seen in the 2017
Mashal Khan lynching, 2024 Swat mob killing,
and November 2024 PTI protests. Targeting
users aged 15-45, this thesis uses qualitative
research, case studies, and visual analysis to
promote a “pause, question, verify" mindset via
the slogan "Emotion spreads faster than truth.”
Key deliverables include striking posters with
distorted headlines and glitched imagery for
public awareness; a compelling short film
documentary highlighting real-world harms
and verification steps; and interviews featuring
iVerify Pakistan—a leading fact-identification
agency sponsoring the campaign—to lend
credibility and expert insights on combating
disinformation. This focused, multi-faceted
approach employs bold visual rhetoric across
print and digital media to interrupt impulsive
sharing, foster critical habits, and drive social
change in Pakistan's high-stakes

digital environment.



DAANA:
Reducing
food waste
with a 50%

sale
incentive on
surplus food
in a food
delivery app

This thesis project DAANA, is made to tackle the
massive problem of 36 million tons of food
wasted in Pakistan every year. While big charities
focus on donations, this project looks at the
15-17% of fresh food thrown away daily by local
cafes like Fasana and Kaffine. | designed a
mobile app that connects these bakeries directly
to customers, like students and office workers,
who want high-quality food at a 50% discount.
The project includes a full brand identity that
makes “leftover” food look premium and
appetizing instead of shameful. The app design
features a simple "Flash Sale” system where
cafes can quickly list their extra food before
closing, and users can find these deals in
real-time using a map. By using smart design
and easy-to-understand messages, DAANA turns
a huge national waste problem into a simple
way for businesses to save their profits and for
people to eat better for less money.



Sexual
Harassment
Awareness
Campaign

Amna Fayyaz

In many urban environments, sexual
harassment in public spaces has become a
normalised reality, leaving women to navigate a
landscape of fear, confusion, and hesitation. Her
Safety is a design-led intervention that moves
beyond passive awareness to provide a "Visual
Survival System”—a practical toolkit for
reclaiming autonomy in streets and public
transport.

The project addresses a critical gap in current
safety campaigns: the lack of actionable,
real-time guidance. By identifying everyday
harassment situations that are often ignored,
the campaign guides women through instant,
tactical steps to take when feeling threatened.
Central to this system is the integration of
safety tools, such as pepper sprays and alarms,
presented as essential everyday items rather
than symbols of fear.

The strategy is twofold. The primary focus is on
women aged 16—35—students, professionals,
and daily commuters who face these
challenges while navigating their daily lives.
Simultaneously, the secondary audience targets
the general public and young men to reshape
social perceptions and dismantle the culture of
victim-blaming. Through an integrated
approach involving packaging, social media,
and high-visibility billboards, Her Safety
transforms the public’s role from silent
bystanders to active supporters, ensuring that
safety is treated not as a privilege but as a
fundamental right.



Re-imaginin
g the
Curatorial
Lens: A
Strategic
Brand
Evolution
and
Integrated
Campaign
for the Silani
Art Gallery

Ansab Fiaz

This thesis investigates the critical intersection
of graphic design and cultural curation,
specifically addressing how a robust, cohesive
visual identity can catalyze public engagement
within the contemporary art market. The project
centers on the comprehensive re-branding and
promotional strategy for a premiere solo
exhibition at the Silani Art Gallery, serving as a
live case study for institutional growth through
professional communication design.

The core of this research addresses the “identity
gap” often found in regional galleries—where
the quality of the art surpasses the quality of its
visual representation. By analyzing existing
perception and market positioning, | have
developed a modular design system that
balances minimalist modernism with the
atmospheric demands of a high-profile solo
show. The scope of the work encompasses a
revitalized typographic hierarchy, a high-impact
multi-channel advertising campaign, and
experiential environmental graphics designed to
bridge the tactile gallery space with a
sophisticated digital presence.

Theoretically grounded in design semiotics, this
work argues that the "visual wrapper” of an
exhibition is not merely a promotional tool, but a
critical facilitator of the dialogue between the
artist and the public. Attendees will observe a
holistic execution of the design process—from
strategic conceptualization to final
production—demonstrating how a disciplined
brand strategy can elevate a local gallery into a
premier destination for cultural discourse. This
thesis offers a scalable blueprint for how visual
communication can preserve and project the
voice of the arts in an increasingly saturated
media landscape.



Areeba Rizwan

This thesis project focuses on a social advocacy
campaign aimed at highlighting and
addressing the issue of child labor within
domestic settings in Pakistan. While child labor
in industries is often discussed, the plight of
young children working as "househelp’
frequently remains hidden behind closed doors.
This campaign seeks to give a voice to these
children, shedding light on the loss of their
childhood, education, and basic rights.

By utilizing a "human-made” aesthetic and
drawing on traditional visual elements, the
campaign aims to create a deep emotional
connection with the viewer. The goal is to
challenge the societal normalization of hiring
minors for domestic chores and to spark a
conversation about domestic protection and
social responsibility. Through compelling visuals
and poignant messaging, the project serves as
a call to action for a more compassionate and
just domestic environment.



Baba: An
Animated
Short Film
Depicting the
Final Year of

Muhammad
Ali Jinnah

Asra Irshad

This thesis explores the life, leadership, and
sacrifices of Muhammad Ali Jinnah by focusing
on the final year of his life (1947—1948¥, a period
marked by intense political responsibility and
severe personal iliness. Despite suffering from
tuberculosis and rapidly declining health, Jinnah
remained devoted to building and stabilizing
the newly formed nation of Pakistan.

The project addresses a critical gap in historical
awareness among teenagers, who often
perceive Jinnah as a distant, textbook figure
rather than a human leader who endured
immense hardship for his people. Through a 3-5
minute animated short film titled “Babag,” this
thesis uses emotional and character-driven
storytelling to present a more intimate portrayal
of his struggles, values, and unwavering sense
of duty.

By framing history through the perspective of a
child and his grandfather, the film bridges
generational understanding and transforms
historical facts into a meaningful, relatable
experience. The project aims to educate and
inspire young audiences by emphasizing
themes of sacrifice, integrity, and national
identity, ultimately fostering a deeper
appreciation of Pakistan'’s history and the
enduring legacy of its founder.



ZARGAR:
Reviving the
Regal
Legacy of
Punjabi Tilla
through
Contempo-
rary Brand
Identity

Basit Ali

Punjab’s Tilla Zari is an ancient embroidery
tradition using gold and silver metallic threads
to decorate leather sandals, historically
patronized by Mughal courts and Punjabi
nobility as symbols of status and regional
identity. Today, the craft survives in a small
cluster of Pothwar Region workshops, run by
second- and third-generation artisans who
inherited the skill but lack market infrastructure
to sustain it.

The rise of fast fashion and e-commerce has
shifted consumer expectations around product
aesthetics, packaging, and storytelling. Yet Tilla

Zari footwear is sold from unmarked roadside

stalls with no branding or narrative, making it
invisible to consumers who might most value it.

At its core, this is a design communication
problem. The craft lacks a visual language for

modern audiences. ZARGAR is conceived as a

brand identity system bridging heritage and
market, connecting artisans to urban boutiques,
fashion weeks, and digital storefronts.



Visualizing
Scent: A
Campaign
Design for
Scents &
Stories
Poetic

Range

Bazla Arif

This thesis focuses on designing a visual
campaign for the existing fragrance brand
Scents N Stories and its Poetic Range. For this
project, three perfumes from the Poetic Range
have been selected to create a campaign that
strengthens their emotional and visual appeal.
Since perfumes are not only about fragrance
but also about mood, memory, personality, and
feeling, the campaign aims to translate each
scent into a clear visual experience.

The project will include campaign posters,
social media posts, photography, and gift
packaging design. Each perfume will be treated
as a separate emotional identity, using color
psychology, symbolism, styling, and storytelling
to communicate its unique mood. The purpose
is to make the Poetic Range more engaging,
memorable, and visually attractive for the
target audience. Through this campaign, the
selected perfumes will be presented not just as
products, but as poetic experiences that
connect with the audience emotionally and
visually.



Bushra Masood

TFamily pressure is a significant factor that
influences students’ mental health and
academic performance. In many societies,
especially within collectivist cultures, students
are often expected to meet high expectations
set by their families regarding academic
success and career choices. While guidance
and support from parents can be beneficial,
excessive pressure can lead to negative
consequences such as stress, anxiety, low
self-esteem, and decreased academic
performance.

This thesis aims to explore the impact of family
pressure on students and how it affects their
emotional well-being and educational
outcomes. It highlights the difference between
healthy motivation and harmful pressure,
emphasizing how unrealistic expectations can
create psychological burdens for students. The
study also focuses on identifying common
sources of pressure, including comparison with
peers, forced career paths, and constant
academic expectations.

Additionally, this research incorporates a visual
communication campaign to raise awareness
about this issue. Through posters, social media
content, and design elements, the project seeks
to deliver a strong message that encourages
understanding, support, and open
communication between parents and students.
The ultimate goal is to promote a healthier
environment where students can grow with
confidence, balance, and self-belief.



A Tribute To
Black Forest
Craftmen

Daud Zahid

This thesis is about showing the real people
behind Black Forest jewelry brand. Right now,
the brand mainly focuses on the final product,
but the craftsmen and their stories are not
properly shown. | want to change that by
highlighting their skills, hard work, and personal
journeys.

In this project, | am creating a CSR-driven
advertising campaign that brings these
craftsmen into focus. | am using a teaser film
and a documentary-style DVC to share their
real stories, along with campaign posters to
support the message. My approach is simple
and emotional, so the audience can connect
with the artisans on a deeper level.

The main idea of my thesis is to shift attention
from just the product to the people behind it. |
want people to understand the effort, time, and
passion that goes into each handmade piece,
and to truly value craftsmanship.



Designhing
Awareness
Against
Mobile
Phone Use
While,
Driving:

A Traffic
Safety
Campaign

Eman Ishfaq

This thesis presents a driving safety awareness
campaign focused on reducing mobile phone
usage while driving, including activities such as
scrolling, texting, and calling. With the
increasing dependency on smartphones,
distracted driving has become a major cause of
road accidents, particularly among urban
drivers. This project aims to design a series of
visually impactful print media materials,
including posters, billboards, and ambient
advertisements, in collaboration with City Traffic
Police Lahore. The campaign uses strong visual
metaphors, minimal vector illustrations, and
consistent messaging to highlight the dangers
of divided attention on the road. Additionally,
the inclusion of legal penalties reinforces the
seriousness of the issue and aligns the
campaign with real-world traffic regulations. By
combining emotional appeal with authoritative
communication, the project seeks to influence
driver behavior, promote road safety, and
encourage individuals to prioritize attention over
digital distractions while driving.



Looted:
A Strategic
Board Game

o Esha shafi ch

My thesis project is a board game designed to
create an engaging and interactive experience
through thoughtful visual design and simple
gameplay mechanics. The concept focuses on
accessibility, making it easy for anyone to
understand and play while still maintaining a
strong aesthetic identity. The game combines
illustration, color, and spatial design to guide
the player naturally, reducing the need for
complex instructions.

A key part of the project is the integration of
visual storytelling into the gameplay. Each
element—cards, tokens, and the board—has
been designed to feel cohesive and meaningful
rather than decorative. Special attention has
been given to layout, negative space, and
clarity to ensure the design remains visually
appealing without overwhelming the player.
The goal of this thesis is not just to create a
game, but to explore how design can enhance
user experience and communication. It reflects
a balance between creativity and functionality,
resulting in a product that is both aesthetically
strong and enjoyable to play.



N

Fatima Irfan

This thesis explores the issue of limited empathy
towards animals in Pakistan and addresses it
through the design of a disaster-based animal
rescue game within a local cultural context. In
Pakistan, animals are closely connected to
everyday life and livelihoods, especially as
livestock and working animails, yet they are
often neglected or overlooked, reflecting a gap
in awareness and empathetic behavior,
particularly among younger audiences.

This issue becomes more critical during natural
disasters such as floods and earthquakes,
where animals are highly vulnerable but receive
little attention compared to human rescue
efforts. Despite their importance, there is a lack
of structured systems to support and protect
animals during such crises.

The study identifies that existing games and
awareness methods are largely passive and fail
to promote empathy-driven engagement,
especially within a Pakistani context. In
response, this project proposes an interactive
rescue game that places users in the role of an
active rescuer. Through locating and saving
animals in crisis scenarios, and by incorporating
culturally relevant environments and
characters, the game encourages active
participation, fostering empathy, awareness,
and responsible behavior toward animails.



JUNCTION:

A Culture
Based Board
Game

Fizza Tariq

Pakistan is a nation of extraordinary cultural
depth with five distinct provinces, each carrying
its own language, architecture, cuisine, and
heritage. Yet for many young Pakistanis, this
richness remains unfamiliar, taught through
static textbooks rather than lived experience.
Junction is a printable culture-based board
game that transforms this cultural learning into
an engaging strategic train journey across
Pakistan. Players travel from Karachi to
Islamabad, passing through Sindh, Punjab,
Khyber Pakhtunkhwa, Balochistan, and Gilgit
Baltistan collecting destination missions,
cultural cards, and transport tickets as they go.

Every city stop is anchored by its most iconic
landmark, every province distinguished by its
own colour identity and visual character.

The game system draws from the visual
language of vintage Pakistan Railways ticketing,
colonial era postage stamps, and traditional
Mughal illustration fused with the strategic
mechanics of contemporary tabletop games.
The result is a design object that is
simultaneously educational, nostalgic, and
exciting.

Junction argues that graphic design is not
merely decoration it is a vehicle for cultural
storytelling. By making Pakistan's provincial
identity playable, this thesis explores how
design can build belonging, curiosity, and
national pride in the next generation.
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The Silent
Violation:

A Graphic
Design
Campaign
Against the

Normalization

of False
Accusations

on Women

Hafiza Noor Fatima

False accusation against women is one of the
most widespread yet unacknowledged forms of
psychological violence in Pakistani society.
Unlike physical violence, it leaves no visible
mark, no bruise, no wound, no evidence and
precisely because of this invisibility, it has been
deeply normalized. Words like Jhooti,
Characterless, Play Girl, Manhus are thrown at
women casually, publicly, and without
consequence. Society does not recognize this
as harm. The accuser faces no accountability.
But the woman carries the damage
permanently. Her identity replaced, her sense of
self shattered from within, her life quietly but
irreversibly altered.

This thesis presents The Silent Violation, a
print-based graphic design awareness
campaign developed for the NGO Bedarri,
targeting the general public of Pakistan. The
campaign consists of four posters and
supporting handouts that visually communicate
the invisible, cumulative, and permanent
psychological damage of false accusation on
women. Each poster isolates a specific
dimension of this harm. The crushing weight of
labels, the hollowing of the self, the restriction of
freedom, and the invisible internal destruction
using a consistent visual language of
hand-drawn illustration, bilingual Urdu and
English typography, and a stark red and white
palette.

The campaign argues that false accusations
are not gossip. It is not an opinion. It is a
violation. The silence lives not in the accusation
but in the irreversible damage it leaves behind
unseen, unacknowledged, unnamed.



ZAMBIIL:
Handmade
from
Pakistan

Hafsa Amin

Zambiil is a final year BFA Graphic Design thesis
project that proposes and designs a dedicated
digital marketplace for Pakistanis handmade
art and craft, a platform built exclusively around
the needs of independent handmade artists
and serious art collectors across Pakistan, the
UAE, and South Asia.

The project emerged from a simple but
powerful observation: every existing digital
marketplace treats handmade art and craft as
just another product category. Etsy was built for
volume. Saatchi Art was built for Western
galleries. Daraz was built for mass retail. None of
them were built for the calligrapher in Lahore,
the textile artist in Karachi, or the craft maker in
any other city of Pakistan who spends weeks
creating something no machine could replicate.
Zambiil was designed to change that. Through
rigorous research, user-centred design
methodology, and a premium visual identity
system built around the Epilogue typeface and
a green color combination, this thesis produced
a complete, high-fidelity platform prototype
including an authenticity verification gate, a
Premium signature section, and a digital
Certificate of Authenticity arguing that
handmade art deserves not just a better listing,
but a better platform entirely.



Hiba Asim

This thesis explores the concept of generational
trauma and the shifting of emotional baggage
from parents to children, and its long-term
impact on children’s mental health. It examines
how unresolved emotional experiences, learned
behaviors, and psychological wounds are
unconsciously transferred across generations,
shaping a child’'s emotional and mental
well-being.

The project is developed as an awareness
campaign that targets parents, aiming to
highlight the often overlooked existence of
generational trauma in everyday family life. It
encourages parents to recognize how their own
unprocessed emotions and past experiences
can influence their children, and motivates
them to take conscious steps toward change.
The visual direction of the campaign follows an
indirect approach, where metaphorical and
symbolic imagery is used to represent the
depth and complexity of trauma. In contrast, the
copy remains direct and clear, ensuring that the
message is easily understood and impactful.
This combination creates a strong emotional
resonance while maintaining clarity in
communication.

Through this approach, the campaign seeks not
only to raise awareness but also to inspire
reflection and action—encouraging parents to
break the cycle through self-awareness,
healing, and support such as therapy.



Chingari:
Visual
Storytelling
as a Medium
to Expose
Violence
Against
Women
through
Everyday
Surfaces in

Pakistan

Hira Javed

This thesis explores how graphic design can act
as a tool for social awareness by addressing
violence against women in Pakistan, including
domestic abuse and honor-based violence
such as karo kari. These forms of violence often
remain hidden, normalized, or silenced within
society. “Chingari” seeks to break this silence by
transforming everyday and mobile surfaces into
carriers of powerful visual narratives.

The project uses matchboxes and truck backs
as its primary mediums. Matchboxes, being
low-cost and widely distributed across different
cities, allow messages to enter intimate
domestic spaces and reach a broad
socio-economic audience. In contrast, truck art
which is highly visible and constantly moving,
extends these narratives into public spaces,
amplifying their impact across regions.
Through illustration, Urdu typography, and
layered storytelling, the designs communicate
themes of violence, resistance, and recovery.

Additionally, a digital campaign targeting Gen
Z translates these visuals into shareable
content, ensuring relevance within
contemporary online spaces and expanding
audience engagement.

By bridging physical and digital platforms,
“Chingari” creates a multi-layered
communication system that sparks awareness
and dialogue. The project ultimately positions
design not just as a visual practice, but as a
catalyst for cultural reflection, visibility, and
social change



H This thesis explores the idea of reconnecting
Reqwq kenlng individuals with their creative side, which is
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repositioning it as something intuitive, casual,
and accessible in everyday life. To achieve this,
it proposes the introduction of an "Art Menu’®
within a café setting. Cafés already function as
social and working environments, making them
ideal spaces to integrate low-pressure creative
engagement.

The Art Menu offers curated activities such as
sketching, journaling, doodling, clay work,
colouring pages, and interactive elements like
games, cards, puzzles, bingo, and maze-based
page activities. These experiences are designed
to be approachable and engaging, allowing
individuals to participate without pressure.

A key feature is the transformation of everyday
objects, such as cups, into interactive creative
surfaces, encouraging personal expression in a
subtle and meaningful way. Additionally, the
concept of "Art Dates" promotes shared creative
experiences and community interaction.
Overall, the thesis aims to create moments of
pause, helping individuals reconnect with their
creativity and, in turn, with themselves.

Hooria




THIKANA:
Addressing
Homeless-
ness in
Lahore
Caused by
Gentrifica-
tion through
Donation-
Driven
Support in
Collabora-

tion with
Alkhidmat
Foundation

Imama Nazir

Thikana is a project aimed at bringing
meaningful change to the lives of individuals
who have lost their homes. Homelessness in
Pakistan is a complex issue driven by multiple
factors, including poverty, rising rental prices,
low-income employment, and gentrification,
particularly in cases where the government fails
to provide adequate relocation or compensation
to affected communities. There are numerous
instances in which even state-led development
projects have failed to offer long-term and
sustainable solutions to this problem. As a result,
many vulnerable individuals are left without
shelter, security, or access to basic necessities.

This project seeks to contribute to social welfare
efforts by collaborating with non-governmental
organizations and encouraging public donations.
Building on the spirit of philanthropy, the aim of
this project is to mobilize public donations
through NGOs to support individuals who have
been displaced and rendered homeless and
build a shelter colony for them and provide a
permanent solution to this problem.
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Irtaza Ahmed

This thesis explores the transformation of
traditional Peshawari truck ar t into a refined,
contemporary design language applied to
everyday lifestyle objects, particularly
decorative plates. The project focuses on
preserving cultural identity while adapting it to
modern aesthetics that appeal to a premium
audience. By studying traditional motifs, color
palettes, and hand painted detailing, the thesis
reinterprets these elements into minimail,
balanced, and sophisticated compositions.

A key objective of the work is to bridge the gap
between heritage and modern design
sensibilities. Instead of replicating truck art in its
original, highly vibrant and dense form, the
thesis simplifies and curates’ visual elements to
create a sense of luxury and exclusivity. This
approach allows the designs to function not
only as decorative pieces but also as
meaningful, personalized products that carry
cultural narratives.

The process involves research, sketching, digital
refinement, and application across plate

sur faces, ensuring harmony between form,
spacing, and visual hierarchy. Special attention
is given to typography, symmetry, and negative
space to elevate the overall presentation. The
outcome demonstrates how traditional art can
be repositioned within a modern design market
without losing its authenticity.

Ultimately, the thesis highlights the potential of
cultural art forms to evolve and remain relevant
in contemporary contexts. It presents a design
solution that is both visually compelling and
emotionally resonant, offering users a product
that goes beyond decoration and becomes a
representation of identity, memory,

and craftsmanship.



Zine Culture
and Visual
Storytelling:
An
Independent
Publishing
Project

This project is being undertaken to explore zine
culture as a platform for independent
publishing and creative collaboration, under
design studio: “studio curve” . It aims to
demonstrate how emerging artists and writers
can use zines to experiment with storytelling
and share their work outside traditional
publishing systems. By creating illustrated
poetry zines, the project highlights the potential
of zines as an accessible medium for artistic
expression and as a way for young illustrators
and writers to build visibility and establish

their creative voice within the contemporary art
and design community.

The project is a collaboration between a poet
and illustrator, main deliverables include 3
illustrated poetry zine of one poem each with
illustrated visuals.



Al Awareness
Campaign

) il

Khadija Saeed

Artificial Intelligence is rapidly transforming the
world around us. From education and
healthcare to design, business, and
communication, Al has become an essential
part of modern life. Despite its growing
influence, many people still lack awareness
about how Al works and how it can impact their
future.

This thesis focuses on creating an awareness
campaign that simplifies the concept of Al and
presents it in a visually engaging and
accessible way. The campaign aims to
encourage curiosity, learning, and conversation
around Artificial Intelligence through graphic
design, social media, and visual storytelling.

The purpose of this project is not only to inform
people about Al but also to create a modern
visual movement that makes technology feel
approachable, creative, and relevant to
everyday life.The campaign presents Al as a
tool for creativity, learning, and future growth
rather than something intimidating or distant.
Through visual commmunication, the project
highlights the importance of awareness and
adaptation in a rapidly changing digital world.
The concept emphasises that understanding Al
is becoming an important part of modern
culture and future opportunities.Conclusion
Artificial Intelligence is shaping the future of
communication, creativity, and innovation.
Through this awareness campaign, the project
aims to bridge the gap between technology
and public understanding using the power of
graphic design.

This thesis demonstrates how visual storytelling
and design can be used to simplify complex
ideas and inspire people to become more
aware of emerging technologies and their
impact on society.



Designing
the
Transition to
Rest

A Sensory
Ritual
System for
Calming the
Mind and
Guiding
Sleep

In contemporary lifestyles, the transition from
wakefulness to rest has become increasingly
difficult due to constant digital stimulation and
prolonged mental engagement. Many
individuals experience difficulty falling asleep,
not because of physical fatigue, but due to an
inability to disengage from ongoing thoughts
and environmental distractions. This growing
issue has led to a reliance on artificial sleep
aids, highlighting the need for more natural and
non-invasive alternatives.

Research indicates that sensory inputs,
particularly scent, can influence emotional
states and support relaxation. Certain essential
oils, such as lavender, chamomile, and jasmine,
have shown potential in improving sleep quality
and reducing restlessness, making them
effective tools in shaping calming environments.
Additionally, scent can act as a behavioral cue,
helping the brain associate specific
environments or routines with rest.

This project explores the design of a
sensory-driven room and linen mist system that
supports the transition into sleep through a
structured nightly ritual. The system consists of
two complementary products: one designed to
ease mental activity and the other to support
physical relaxation. By combining scent,
environment, and routine, the project aims to
reposition fragrance from a passive product
into an active behavioral tool.

Ultimately, the goal is to create a subtle,
accessible solution that enhances the sleep
environment while encouraging a more natural
and mindful transition into rest.



Momna Fatima

Helping everyone use their smartphones on
their own without needing to ask for help.

In a rapidly digitizing world, the elderly and
those with limited literacy are often
marginalized by complex, English-centric
interfaces. My thesis project, Asaani Se,
addresses this “invisible wall” by redesigning the
mobile experience for users who

struggle with conventional tech layouts. For
many in our community, navigating a
smartphone feels like decoding a foreign
language; Asaani Se aims to transform this
anxiety into autonomy.

The project centers on a tiered interface
strategy, offering "Simple‘and "Helper"

modes to meet users at their specific comfort
levels. Recognizing that English

dominance is a significant barrier to entry, the
application prioritizes Urdu-first

navigation and familiar cultural signifiers. By
utilizing native script, high-contrast

"action cards,’and simplified iconography, the
design bypasses the need for high

technical literacy. To further reduce cognitive
load, the interface avoids complex
animations in favor of static, high-clarity visual
cues and integrated voice-based

navigation.

Asaani Se is more than a design exercise; it is
necessity for social inclusion. By

replacing abstract menus with localized
metaphors and mother-tongue commands,
the project restores dignity to a generation
often forced to rely on others for basic

digital tasks. Ultimately, this work challenges the
"one-size-fits-all" approach of modern UI/UX,
advocating for a future where technology

is a bridge rather than a barrier, ensuring that
the benefits of the digital age are accessible to
everyone, regardless of their

language or education.
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Rebranding
4 Thrives:
Developing
a Scalable

Esports
Identity
System for
Global
Positioning

Muhammad Abdul Marij

This thesis focuses on the rebranding of 4
Thrives as a comprehensive esports brand
system aimed at achieving global relevance.

The project responds to the growing esports
industry in Pakistan, where many teams lack
structured branding, consistency, and
long-term identity development.

The objective is to transform 4 Thrives from a
basic team presence into a cohesive and
professional brand that can function effectively
across digital and physical platforms. The
project explores how visual systems,
communication strategies, and design
consistency contribute to stronger recognition,
audience engagement, and competitive
positioning.

The rebranding process involves developing a
unified design language that can be applied
across multiple touchpoints such as social
media, tournament promotions, merchandise,
and team representation. By focusing on
scalability and clarity, the project ensures that
the brand remains adaptable while maintaining
a strong and recognizable presence.

This thesis highlights the importance of design
in shaping esports identities and demonstrates
how a well-defined brand system can elevate a
team'’s perception, credibility, and connection
with its audience in a global context.
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OxyGro:
Refining
Urban
Agriculture

Muhammad Abdullah

OxyGro is an advanced aeroponic farming
system designed to overcome the crisis of soill
contamination and wastewater irrigation in
urban cities like Lahore. It uses a precise nutrient
mist by eliminating traditional soil to cultivate
100% safe and organic at home.

This project comprises system design and an
attractive advertising campaign which contrast
the reality of traditional farming with the
advanced purity of aeroponics, positioning
OxyGro as an essential modern appliance.
OxyGro ensures a sustainable and high
standard nutrition for urban cities.



I Off-road motorsports such as buggy racing,
Deflnlng the crosskart, and ATV exist in Pakistan but operate
e o without structure, visibility, or a unified identity.
Undeflned- Rally racing has recognition. These
disciplines do not.
A Brand :

This project addresses that gap through design.
SYStem for The objective is to create a complete brand

H system for a platform that organizes, defines,
Emerg I ng and grows emerging off-road motorsports as
Off_ R d a legitimate, recognizable category.

oda The outcome is GOAPEX, a championship
platform brand, not a team or product. It
MOtors po rts establishes the visual and communication
H language for a sport that exists but has never
In Pakistan e '°

been properly named.

Deliverables include a full identity system: logo,
typography, color system, event collateral,
championship materials, and brand guidelines.
Every design decision is built around clarity,
credibility, and real-world application.

The core design argument: a sport becomes
real when it looks real. This project makes it
look real.

41 Muhammad Ahmad Zaki




~
—

Muhammad Anas Asraf

The purpose of this thesis is to create a digital
platform for street photography in Pakistan
where photographers can gain recognition,

build their identity, and connect with a wider
creative community. Street photography is an
important medium that captures everyday life,
culture, cities, and real human moments.
However, in Pakistan there is no dedicated and
organized platform that focuses specifically on
promoting this genre.

Street Collective is being developed to fulfill this
need. On this platform, photographers will
participate in photography competitions held
after every one or two months based on
different themes. Through these competitions,
photographers will have the opportunity to
showcase their talent and receive appreciation
for their work. Winning photographs will be
featured on the website, social mediq,
magazines, and photo books, helping
photographers gain visibility and recognition.

In addition, the platform will include an archival
gallery where selected street photographs from
different cities and regions of Pakistan will be
collected over time. This archive will allow
photographers, students, and general
audiences to explore Pakistan’s visual culture
and everyday life through photography.

Street Collective aims to build a strong creative
community, highlight emerging talent, and
provide a meaningful platform that supports
and preserves street photography in Pakistan.
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OUTPLAY:

A multiplayer
strategy
board game

Muhammad Noor Ghias

Outplay is a multiplayer strategy game with the
idea of combining the gameplay features of
strategy board games and cultural familiarity of
Pakistan. The main objective of this study is to
reduce additional cognitive load without
making a game less engaging and
complicated. The analysis focuses on the way
culturally oriented mechanics affect cognition
and help in the development of strategy and
thinking skills.

Outplay incorporates familiar characters based
on modern day Pakistan society. They represent
well known archetypes that reflect social
aspects and are easily comprehended by
players due to their relatability and ability to
trigger certain emotions.

Gameplay and mechanics were designed in
such a way that players are motivated to think
about the strategies to win. The simplicity of this
game implies the elimination of excessive
elements that make many other strategy board
games complex and sometimes
incomprehensible.

Cultural humor, satire, and local references help
immerse players more in the game, making it
even more appealing to the target audience.
Overall, Outplay proves that strategy games
can be intellectually intriguing and yet
understandable at the same time.



Phenti:
Exploring
Wwomen
Exclusion in
Fighting
Games
within
Pakistan

Zulqgaif Khan

This project analysed internalised misogyny in
Pakistani society through the lens of
intersectionality (which states that women are
impacted differently based on their identities)
and reclamation (the phenomenon of an
oppressed group reclaiming stereotypes to find
empowerment within an oppressive society). It
presented a factual argument that “women
fighting” is a misogynistic stereotype that
ignores the systemic issues of patriarchy and
capitalism, which pit women against each other
on the basis of class, colour, age, identity, etc.

The project addressed this issue through a
fighting game featuring an all-female cast
based on stereotypes of Pakistani women,
empowering them by reclaiming common
clichés rather than discriminating against them.
Pakistan is one of the largest markets for
fighting games (expected to reach 51 million
players by the end of 2026), yet it lacks an
indigenous game. Players rely on international
titles like Tekken, Mortal Kombat, and King of
Fighters, often localising characters and their
dialogue into their own language. This signifies
the need for a game like Phenti. The
female-to-male character ratio in most
pre-existing fighting games is approximately
30:70, even though female characters are
reportedly played more frequently. Phenti aims
to address these issues in a satirical way, rather
than overwhelming the audience with an
awareness campdadign disguised as a game.



Visual
Resurrection:
Modernizing
Punjabi
Literature

through
Contempo-
rary
lllustration of
My Original
Ghazals

Murtaza

The primary objective of this research is to
carve a uniqgue and modern path for my mother
tongue, Punjabi, liberating it from conventional
stereotypes and breathing new visual life into it.
My aim is to demonstrate that our language is
not only literarily rich but can also be presented
visually at the highest international standards.

According to survey findings, 61.1% of people
perceive Punjabi speakers as ‘less educated,” a
direct consequence of the lack of modernization
in the language’s visual presentation. To
dismantle this inferiority complex, | have chosen
a distinctive contemporary design approach. By
utilizing "Strict Minimalism" and modern
illustrations, | have provided Punjabi Ghazals
and Boliyan with a sophisticated and global
identity.

The survey further validates that 88.9% of the
youth are ready to reconnect with literature in
their mother tongue when presented through a
modern visual lens. This project is more than
just a book; it is a conscious endeavor to restore
the lost dignity of my mother tongur a mission
validated by the professional interest shown by
Sanjh Publications.
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PUZZLE
GAME THA
EDUCATES
TRAFFIC
FLOW
AWARENESS
IN PAKISTAN

Musfirah Nadeem

In Pakistan, early education focuses on the
memorization of traffic rules without considering
the underlying nature of the problem of traffic
congestion. This study will seek to fill this
important knowledge void among children
aged between 6 and 10 years old by analyzing
how cognitive development through practical
experience can enable individuals who are
merely passengers in traffic joms to become
problem-solvers. Using a mixed-methods
approach, our survey revealed significant
deficiencies: 45%of children fail to notice traffic
interactions, and 40% cannot conceptualize
methods to alleviate congestion. In our analysis,
we compared different awareness campaigns
currently implemented in Pakistan and
identified the problems with the conventional
teaching approach. The result is a new
educational tool, the game called Traffic Ustad,
which enables players to understand
complicated traffic management ideas through
fun yet challenging puzzles with cultural value.
Through our project, we will prove that through
education, children can develop their reasoning
ability and problem-solving skills.



ARTIUM:
Digital
Galleries

ARTIUM is a unified digital platform designed to
connect art galleries, artists, and collectors
within a single, structured ecosystem. The
project addresses the fragmentation of the
traditional art market, where galleries primarily
operate through physical spaces with limited
digital reach, making art discovery and
purchase difficult for a wider audience. ARTIUM
transforms these isolated gallery environments
into accessible digital exhibition spaces,
allowing curated galleries to showcase and sell
their artworks online.

The platform enables users to explore diverse
collections, view detailed artwork information,
and purchase pieces seamlessly, all within a
centralized interface. By focusing on gallery-led
curation, ARTIUM maintains authenticity and
quality while simplifying the buying experience
for art enthusiasts. For galleries, it offers
increased visibility, broader audience access,
and a direct digital sales channel without
requiring independent infrastructure.

Beyond functionality, ARTIUM aims to contribute
to the digital evolution of the art industry in
Pakistan by making art more discoverable and
commercially viable. It bridges the gap between
traditional gallery practices and contemporary
user behavior, positioning itself as a scalable
solution that supports artists, empowers
galleries, and enhances cultural accessibility
through technology.



Nimra Yahya

Umang+ is an innovative mental wellness and
self-growth mobile application designed to help
young adults better understand, manage, and
improve their emotional well-being. This thesis
project focuses on creating a user-centered
digital platform that combines mental health
support with modern technology to provide a
smarter, more personalized experience. With the
help of Al-powered insights, Umang+ analyzes
user moods, habits, and emotional patterns to
offer tailored guidance, meaningful
recommendations, and supportive resources.

Key features include mood tracking, guided
journaling, emotional check-ins, self-care tools,
motivational support, and personalized wellness
suggestions. The app is designed with an
intuitive, visually engaging, and premium
interface that resonates with Gen Z and
promotes a safe, stigma-free approach to
mental health. By integrating Al with thoughtful
UI/UX design, branding, and strategic
communication, Umang+ aims to make
emotional wellness more accessible, proactive,
and empowering. This thesis explores how
technology, artificial intelligence, and creative
design can work together to create a
meaningful digital solution that encourages
mindfulness, emotional resilience, and personal
growth in everyday life.



Jhilmil
Studio

Noor Ul Ain

Jhil Mil is a sustainable décor brand specializing
in decorative concave and convex mirrors. The
brand combines modern aesthetics with
eco-friendly materials to create unique
statement pieces for interiors. Inspired by
conscious living, Jhil Mil promotes sustainability
through responsible design and craftsmanship.
Each mirror is designed to enhance spaces
while minimizing environmental impact. By
blending functionality, elegance, and
sustainability, the brand encourages consumers
to make mindful décor choices. Jhil Mil reflects
a commitment to innovation, beauty, and a
greener future
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Rahique Fatima

The core argument reveals that barriers stem
not from lack of ability but from social stigma,
family rejection, low literacy rates, institutional
discrimination, and fragmented support
systems that trap many in informal livelihoods
like begging, street vending, or ceremonial work
with monthly incomes often below PKR 10,000.
Participant data from organizations like
Fountain House and AkhuwatFoundation
highlights patterns of illiteracy, unemployment,
unstable family support, and disconnection
from structured opportunities, while literature
underscores multidimensional exclusion across
family, education, healthcare, and workplaces.
The topic identifies a critical communication
gap: existing NGOs (Akhuwat), skills programs
(Punjab Skills Development Fund), and
corporate diversity efforts (Unilever Pakistan)
operate in isolation without visible pathways
linking khwaja sara individuals to training and
jobs. Proposing a design-led solution, it
advocates a strategic visual campaign system
featuring awareness posters, social media
content, and TVC concepts to raise public
awareness, shift perceptions, connect
stakeholders, and create navigable
education-to-employment routes. Grounded in
Social Exclusion Theory and Access Theory, the
topic positions communication design as a
transformative tool for visibility, stakeholder
collaboration, and practical inclusion, turning
isolated efforts into structured access for dignity
and economic participation in Pakistan's khwaja
sara community.



Mission
Androon:
Reimagining
Pakistani
Urban
Heritage
through a
Gamified
Visual
Narrative

- Rimsha Asghar

Mission Androon is a narrative-driven puzzle
and exploration game that reimagines Pakistani
urban heritage through a gamified visual
narrative. Inspired by the historic environment of
Androon Lahore, the project explores how
cultural spaces can be transformed into
interactive and engaging experiences through
game design.The game follows three
characters, each with a distinct personality and
unique ability, who work together to uncover
hidden secrets within a traditional haveli and its
surrounding streets. The gameplay is built
around character-switching mechanics, where
players must use each character’s strengths to
solve environmental puzzles, interact with
objects, and progress through the space. This
approach encourages strategic thinking while
keeping the experience intuitive and
accessible.Visually, the project blends
character design with locally grounded
elements to create a distinct identity. The
environments draw from the architecture of
Androon Lahore, including narrow streets, old
buildings, and interior spaces, presented in a
stylized yet familiar manner.The purpose of this
project is to explore how game design can
reinterpret cultural heritage in a contemporary
format, making it more accessible, interactive,
and engaging for modern audiences while
maintaining clarity in gameplay

and visual storytelling.



THE SILENT
SPREAD:
AIDS

Rizwah Shahid

Silent Spread is an awareness campaign
focused on the hidden spread of HIV/AIDS in
Pakistan. The campaign highlights how HIV
continues to spread silently because of
misinformation, stigma, lack of education, and
unsafe medical practices. In Pakistan, many
people believe HIV spreads only through sexual
intercourse, while other major causes such as
reused syringes, unsafe blood transfusions,
unsterilized medical equipment, and shared
needles are often ignored. Due to this
misunderstanding, many infected individuals
avoid testing or treatment because they fear
social judgment.

The campaign aims to break this silence by
educating people about the real causes of HIV
and encouraging awareness instead of fear.
Through a series of emotional and visually
strong posters, the campaign presents the
reality of HIV in Pakistan while also addressing
the stigma faced by affected individuals. The
use of dark visuals, red symbolic elements, and
strong Urdu captions helps create an emotional
connection with the audience.

The target audience for this campaign is people
aged 18 and above, especially young adults,
university students, and social media users. This
age group is more likely to spread awareness
and influence society. “Silent Spread” is not only
about HIV awareness but also about fighting
ignorance, fear, and stigma



Tree
Nymphs: A
2D Narrative
Game
Exploring
Native Trees

and
Ecological
Balance

Ruba Javed

This thesis addresses the design of a
side-scrolling adventure game that explores the
ecological value of native tree species in Punjab
through interactive storytelling and
character-driven gameplay. The project's main
goal is to turn environmental knowledge into an
entertaining online experience. Tree species are
reinterpreted as nymph-like characters, each of
which represents unique ecological
characteristics like resilience, soil stabilization
and air purification. The conflict between native
species and invasive components forms the
basis of the game's plot along with eliminating
other sources causing imbalance in the climate.
The initiative seeks to increase awareness of
environmental degradation, biodiversity loss and
the significance of protecting native flora
through gaming mechanics, character powers
and visual design.

While secondary research offered ecological
data and game design precedent studies,
primary research which included surveys and
observational insights, informed users
preferences for narrative and visual involvement.
The result is a stylized but educational platform
that encourages users to develop an emotional
bond with environmental challenges by fusing
entertainment and education. This thesis shows
how interactive media can be a potent
instrument for fostering awareness and
education, especially among teens and young
adults, by fusing aspects of game design,
environmental science and cultural context.



Saleeha Siddique

English Tea House is a distinguished café brand
celebrated for its rich tea culture, refined
ambiance, and timeless dining experience. This
thesis explores the rebranding of the brand
through the creation of a sophisticated and
cohesive visual identity that preserves its
heritage while embracing contemporary
aesthetics. The project focuses on redesigning
the logo, typography, color palette, menu
design, social media identity, and
environmental visuals to establish a stronger
and more memorable brand presence. By
blending vintage elegance with modern design
language, the rebranding strengthens
emotional connection, enhances customer
experience, and positions the brand as a
timeless yet contemporary destination within
today’s evolving café culture.



quGq"ery Da'Gallery is a curated di.gital.plgtform . .

designed to connect Pakistani digital artists with
a wider audience by providing a dedicated
space to showcase and sell licensed artworks.
The project addresses a clear gap in Pakistan'’s
creative landscape, where talented digital
artists exist but lack a centralized platform for
visibility, recognition, and ethical monetization.
Currently, many people rely on generic or
Al-generated visuals for decoration, often
overlooking original local art.

This platform aims to shift that behavior by
promoting authentic, contemporary Pakistani
digital art as meaningful visual statements
rather than mere decorative elements. By
curating high-quality work and presenting it in
an accessible format, Da'Gallery encourages
audiences to engage with and support local
artists. The platform not only enables artists to
gain exposure and income but also fosters a
culture of appreciation for original digital
creativity.

Ultimately, the goal is to build a bridge between
artists and audiences, elevate Pakistan’s digital
art scene, and create an ecosystem where local
talent is recognized, valued, and sustainably
supported.

Saud Khan




Anti-
Perfectionism
Awareness
Campaign

Shaeera Ansari

The designer aims to explore how societal
criticism and verbal trauma drive Gen Z towards
cosmetic surgery. By Conatural Campaign, it
promotes natural realism and healing over
surgical procedures.

The researcher examines how societal criticism
and verbal trauma drive Gen Z towards
cosmetic surgery. The criticism from “Desi
Aunties” and the overwhelming pressure of
social media drive young women towards
anxiety and depression. By analyzing the impact
of these traditional beauty standards, the
research develops a strategic campaign for
Conatural titled “OWN YOUR SCARS".

The campaign uses a clean and realistic design
to shift the focus from painful surgical
procedures to celebrating authentic and real
identity. The awareness campaign focuses on
the personal observation that many young
women, feeling trapped by fake beauty
standards, eventually turns to surgical
procedures as a final attempt to find
acceptance. Through high impact visuals and
storytelling, the campaign promotes
psychological healing and natural beauty over
artificial and painful surgical changes.



THE HALF
TRUTH:
Bridging the
Gap
Between
Perception
and Reality

57 Shahtaj khalid

This thesis examines how meaning is shaped,
altered and often misinterpreted when context
is removed or selectively presented. It focuses
on how people talk about the Aurat March in
today's public discussions, it highlights the gap
between the original intent of messages and
their widely circulated interpretations. Slogans
and visuals that emerge from specific social,
political and lived realities are frequently
isolated from their context resulting in
fragmented understandings. When only certain
elements of a message are made visible while
others are omitted, the resulting interpretation
can shift significantly. This selective visibility
plays a crucial role in shaping public opinion
where attention is often directed toward
isolated content rather than the broader and
actual conditions they represent. By analyzing
patterns of representation, response and
circulation it can be concluded that these
changes can make the message mean
something different from what it was originally
meant to. It emphasizes that omission,
fragmentation and emphasis are active forces
in communication, contributing to the
reinterpretation of messages. Ultimately, the
research underscores the importance of
engaging with information more critically,
recognizing that a message cannot be fully
understood without its context, that meaning is
shaped by how it's presented and how people
see it. In response to this, the thesis suggests a
design based approach that brings back the
context and shows how distortion happens.
Using a set of visual outputs it reconstructs
fragmented narratives, connects separate parts
to their bigger picture, and shows how meaning
is created. The goal is not to promote a specific
viewpoint but to encourage critical thinking,
prompting people to question, rethink, and pay
closer attention to the information

they come across.



Syed Abis Zaidi

JHOOM is a cinematic documentary that
explores the spiritual depth, cultural richness,
and timeless traditions of the Malang and
Qalandar mystical communities in Pakistan.
Rooted in devotion, rhythm, and transcendence,
this film captures a way of life that exists
beyond conventional structures—where faith is
expressed through movement, music, and
surrender.

In a rapidly modernizing society, these
communities are often misunderstood or
overlooked. JHOOM aims to preserve their
identity by documenting their rituals, daily lives,
and spiritual practices with authenticity and
visual sensitivity. Through immersive storytelling
and carefully crafted cinematography, the
documentary invites viewers into a world where
spirituality is not just believed, but lived.

This project stands as both an artistic and
cultural effort to archive a fading yet powerful
tradition. It highlights the resilience of
individuals who choose a path of detachment
from material norms, embracing instead a
connection with the divine. As a thesis work,
JHOOM challenges conventional documentary
styles in Pakistan, offering a rare, intimate
perspective on mysticism and human
devotion—captured through a lens that values
emotion, rhythm, and truth.



Women

Empower-
ment
Through
Financial
Support of
Akhuwat

Unaiza Khan

Women empowerment is essential for the
progress of any society. When women become
financially independent, they can support their
families, educate their children, and contribute
to the economy. However, many women face
problems such as lack of money, limited
opportunities, and difficulty getting loans due to
high interest rates and collateral demands.

The Akhuwat Foundation plays an important
role in empowering women by providing
interest-free loans and financial support. It
helps women start small businesses like
tailoring, baking, handicrafts, beauty salons, and
other home-based work. This allows them to
earn income and become self-reliant.
Akhuwat not only gives loans but also builds
confidence, dignity, and hope among women.
Many women who once depended on others
are now successful entrepreneurs because of
this support.

In conclusion, Akhuwat Foundation is creating
positive change by empowering women,
reducing poverty, strengthening families, and
promoting economic growth.



Game Verse

Uzvia Naeem

This thesis presents a concept for a digital
platform designed to connect game creators
through collaboration and network building. The
website enables users to create profiles,
showcase their skills, and form teams by easily
finding artists, developers, designers, and other
roles required in game production. It addresses
a common challenge in the game development
community—finding the right team—by
providing a structured environment for
collaboration and long-term creative
networking. Users can join or build teams,
expand their connections, and contribute to a
growing ecosystem that evolves through shared
projects and community-driven growth.

To demonstrate the concept, a short cinematic
film titled Shrines of the Sky accompanies the
platform. The film visually represents themes of
exploration, connection, and unity through a
journey across mystical floating shrines in the
sky. As characters travel and gather, they
ultimately form a collective, symbolizing the
essence of teamwork and collaboration. This
narrative metaphor reinforces the purpose of
the platform, illustrating how individuals come
together to create something meaningful.
Together, the website and film present a
cohesive vision of a collaborative future for
game creators.



Mood Box
Studio:
Advertise-
ment
Campaign

Wania Junaid

The Mood Box Studio Advertisement Campaign
focuses on rebuilding customer trust that has
been negatively affected due to the rise of
scam pages in the online gift market. Many
customers hesitate to purchase gifts online
because of fake sellers, poor quality products,
and unreliable services. This project aims to
restore confidence by presenting Mood Box
Studio as a trustworthy, professional, and
customer-focused brand.

The project develops a strong and consistent
visual identity system that reflects reliability,
authenticity, and premium quality. Through
professional branding and packaging design,
the campaign highlights transparency and
attention to detail, helping customers feel
secure while purchasing.

In addition, the project includes website design
and stall installation to create a trustworthy
presence across both digital and physical
platforms. A trust-based TVC (Television
Commercial) campaign is also designed to
emotionally connect with customers and clearly
communicate the brand’s honesty, quality
assurance, and dependable service.

Overall, this campaign aims to rebuild customer
confidence, differentiate Mood Box Studio from
scam pages, and establish the brand as a
reliable destination for meaningful and safe gift
purchases.



Zahra Noman

This thesis explores the integration of digital
marketing and online business strategies for
Gardenq, a plant nursery wholesale brand. As
consumer behavior shifts toward digital
platforms, wholesale plant businesses have the
opportunity to expand their reach through
online channels. The study focuses on how
Gardena can establish a strong digital presence
using social media marketing, search engine
optimization, and e-commerce platforms to
connect with retailers, landscapers, and bulk
buyers.

The research also examines the development of
an efficient online business model, including
website design, product catalog management,
and digital customer service. It addresses key
challenges such as building trust in an online
environment, accurately representing plant
quality, and managing logistics and delivery
systems.

By combining branding, content strategy, and
digital sales techniques, this thesis aims to
propose a comprehensive approach for
transforming Gardena into a scalable online
wholesale business. Ultimately, the project
highlights how digital marketing, when aligned
with a strong online business framework, can
increase visibility, improve customer
engagement, and drive long-term growth in the
plant nursery industry.



Branding of
Aftab
Experience
through
Visual
Identity and
Experience
Design

«s Mirza Afaq Ahmed

This thesis focuses on the branding and visual
identity development of a sound and lighting
business with over 35 years of experience in the
event management industry. Despite its strong
reputation and long-standing presence in the
local market, the business lacks a cohe- sive
brand identity that reflects its expertise and
professionalism. The project aims to trans- form
the company from a traditional service provider
into a recognizable and competitive brand.
Through strategic branding, logo design, visual
identity systems, and customer experi- ence
enhancement, the study seeks to create a
strong and memorable brand presence. The
proposed branding solution will communicate
the company's values, quality, and reliability to
its target audience. By establishing a consistent
visual language across all customer touch-
points, the business can strengthen customer
trust and loyalty. Ultimately, this thesis demon-
strates how effective branding can help a local
business expand its market presence, differ-
entiate itself from competitors, and deliver
exceptional event experiences while preserving
its 35-year legacy.
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