


– research on New Media Art and Design
as a tool of change 

– the newest IT technology for Artists
and Designers

– creative practice at the international,
real, and virtual environment 



– lectures & meetings with professionals

– laboratories 

– international workshops

– advisory meetings with mentors on research,
engineering and art





MA thesis mentored by teams of: 
theoretical Research, 
IT component, 
Art & Design execution 
experts





– Media Theory: how media affects society and people, how they work;

– Philosophy of technology: history and nature of technological changes, 

critical approach to technology; 

– Film history and analysis: especially American cinema;

– New Media Art: artistic responses to new media technologies like AI art, 

Bio-art, Internet art, interactive narratives;

– UX Research: qualitative and quantitive methods;

– Museums: visitors, exhibitions, curating, interactive.



– contemporary Anglo-American analytic Philosophy (Philosophy of Mind and 

Perception / Philosophy of Information and Artificial Intelligence) and Cognitive 

Neuroscience. Contemporary analytical Aesthetics and Philosophy of Art. 

– philosophical coaching and critical thinking. Philosophical theories and ideas as 

a practical tool for solving (and avoiding) many life’s problems. 

– Japanese visual pop-culture: comic books (manga), animated movies (anime). 

It’s history, important creators, major works, aesthetics. Reception of manga and 

anime aesthetics outside of Japan. Influence of contemporary kawaii aesthetics on 

groups (fan subcultures) as well as individuals (artists) outside of Japan.



– Critical media theory/Art and media research methodologies 

Contemporary media might be defined as the seamless digital 

integration of text, graphics, animation, audio, still images and 

motion video in a way that provides individual users with high levels 

of control and interaction.  Areas of the research cover: – MR, VR, AR 

design strategies, – power relations within the media field, – media 

concerning social structure, – media ethics, – social media and their 

messages. Proposed research methodologies cover a vast area, from 

semiology through visual culture studies and post-colonial theory, to 

mobility studies and queer theory.



– Japanese art/design/animation East Asia, including Japan, is 

one of the most dynamically developing regions in the world. 

Areas of research cover: Japanese art (historical and 

contemporary), performing arts, new media, design, manga, 

animation, and film in relation to social issues, culture and 

aesthetics.

– Design anthropology Design anthropology is a form of 

applied anthropology that uses ethnographic methods to 

develop new products, services, practices, and forms of 

sociality. Its future-making design orientation might help MA 

candidates to create sustainable and socially tested projects.

– New media dramaturgy/Performing arts Projects focused 

on exploring the relationship between the human body, 

media and technology using the research paradigm of 

performance studies. Particular interest is located in exploring 

the potential of new media in theatre.



– applied game studies 

with interdisciplinary approaches including psychology, history, sociology, 

philosophy. 

– game design

the craft of understanding and using multiple design elements for the creation of 

a cohesive and player centred gameplay experience (or the subversion of it). 

Game Design is about creating logic and cohesive systems of play that aim at 

distinct and predefined player experiences. 

A classical diploma in Game Design would aim at adapting a genre piece. A 

diploma in Game Design is of interest for students who would like to work in the 

video games industry. 

– Game-Based Learning 

Game-Based Learning entails the study of learning experiences that are 

constructed as games A diploma in game based learning is of interest for 

students interested in e-learning, instructional design and education.



– film and animation: meaning, theory and history: 

How different elements of film or animation (such as editing, 

mise-en-scene, music and sound, lighting, camera movements and angles as well as 

ideology, dialogues and plotline) make up the meaning of a film/animation?

– new audio-visual aesthetics and its consumption: 

What are the ways in which the ever changing aesthetics 

of music videos, book and film trailers, teasers, and promotional 

videos challenge and reshape the "traditional" audio-visual language of cinema, 

animation and TV? 

– language and text in screen arts: To what extent kinetic typography, motion 

graphics, subtitles and intertitles and their use in screen arts – from genre cinema 

and music videos to documentary films and animation – compete with "moving 

images"? 

– practice-based research methodology(-ies) and academic writing: What does 

it mean to conduct research?



– Practice based research in the field of new media art and cultural theory. 

Particularly interested in the following areas: 

– scrutinization of human subjectivity within digital environments, 

such as the formation of self within new digital surveillance systems 

– assessing ideas presented by Byung-Chul Han, Zygmunt Bauman 

and Michael Foucault.

– Assessing and applying critical approaches in the field of: 

– post-colonial though, gender studies, and psychoanalysis. With an 

understanding how these shape our relationship to art and film. 

– assessing ideas presented by Judith Butler, Peggy Phelan, McKenzie Wark, 

David Buchbinder, Jacques Lacan, Sigmund Freud, Roland Barthes, 

Slavoj Zizek, et al.



Typografie / letterontwerp

Ann teaches graphic design, typography and type design 

at the PXL-MAD since 2006. Her research interests include 

the interrelations between image & word, typography, 

type design, legibility, reading, letter press, graphic 

design, book design, modular systems and much more. 

Ann set up a Research Institute called READSEARCH (PXL-

MAD). READSEARCH focuses on reading research. Type 

design and/or typography is looked at from a 

multidisciplinary and scientific perspective, but always 

with a practical attitude. 

Link: website Readsearch

http://readsearch.be/




– experimental photography, 

– sound editing, 

– speech synthesis systems, 

– voice quality, 

– visualisation of medical data

(for example: Alzheimer disease, genetic diseases), 

– classifiers of different data, 

– machine learning



– HCI,

– UX,

– Interaction Design,

– Interactive Storytelling,

– AR.

– VR.



– touch design,

– immersion,

– mapping,

– interaction design.



– Artificial Intelligence and Machine Learning

– How deep learning solutions might be used in artistic projects and 

multimedia applications.

- Generative Artificial Intelligence.

- Particularly interested in natural language processing and multimodal 

neural networks.



– sound editing, 

– speech synthesis systems, 

– voice quality, 

– internet publication design,

– coding for artists and designers.



– 3D modelling & texturing,

– 3D compositing,

– Virtual Reality & Augmented Reality,

– sound recording & editing,

– motion graphic & visual effect

– traditional & digital drawing & painting (watercolour) 

– UX/UI.



– interactive Installations, 

– TouchDesigner & Arduino, 

– projections, 

– LED installations

– 2D motion graphics

– AfterEffects.



– photography (digital and analogue), 

– experimental photography 

(for example: Polaroid manipulation, Solarfast prints)

– motion image AftrEffects





MA on Design:

– Visual Semiotics

– Visual Language

– Editorial Illustration

– Poster Design



MA on Design and Graphic Intervention

– DESIGN INTERVENTION

– feminism, 

– social design, 

– care, 

– social engaged movie, 

– long term process artistic or socio-artistic projects, 

– motherhood, 

– ecology, 

– uprecykling, coworking with communities.



MA on Design and Multimedia Art: 

– Multimedia in the visual arts

– Intermedia

– Mixed media

– Art

– Creation

– Creative Thinking

– Creativeness

– Creativity and Innovation

– Brainstorming

– Artistic and scientific research

– Emerging Technologies

– Interaction

– Visual Culture

– Arts and Humanities

– Art and Science

Based on New 

Technology: Touch 

Design, Immersive 

Environment, Multimedia 

Installations, Mapping



MA on Design and Multimedia Art: 

– Visual communication / publication

– typography

– Stage-setting 

– Interdisciplinary design interventions



MA on Design:

– visual communication,

– editorial design, 

– typography, 

– information design,

– cross-culture design, 

– social design, 

– UX



– New media dramaturgy

– Media + performing arts

– Animation and projection as staging tools in theatre

– Projects inspired by Japanese art, design and animation

– MR applications, performances and installations

– AR applications in urban landscape



MA on Art:

– analogue techniques: painting, drawing, 

– mural painting and mural design, 

– illustration, 

– art process and design process, 

– art intervention, 

– social design, 

– children book illustration, 

– COLOUR theory and practice 



MA on Graphic Design and Multimedia Art:

– Lettering & Typography

– Visual Literacy & Semiotics 

– Performative Arts & Interdisciplinary Projects

– VR Art

– Graphic Design



MA on motion and multimedia Art:

– animation

– character design for animation

– animated production stages

– storytelling

– motion image narration
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Maciej Jasicki

Research mentor – Ewa Drygalska

IT mentor – Mariusz Kleć

Art mentor – Tomasz Walenta



OCR scanning tool

Authors: Maciej Jasicki oraz Marcin Kobiela

In order to make the Take Care application functional, I have decided to provide it

with text reading technology - OCR (Optical character recognition). Thanks to a tool

for scanning the results, the application is able to create a database of digitized

paper results. This procedure serves for better archiving of the test results by the

patients and for the possibility of their later analysis (creating graphs).

For this purpose, together with Marcin Kobiel, who specializes in programming

applications and technological solutions, we decided to create a model of a sample

solution. The tool created by us gives the possibility to scan paper results and save

them in digitalized and redesigned form.

We currently have a model of a tool that scans and saves the results in a mobile

app. By having such a tool we are now able to save paper results in a digitized form.

In developing the tool, we need to separate the results of the coefficients. This can

be solved by using a model in which the tool recognizes the end of an index value by

recognizing the next Index name (end of row). Then we need to assign values by

which the tool recognizes the vertical value (index name, score, unit, norm). Having

such information, the application can transform the values into the redesigned results

template of the Take Care application. The application will turn the paper results into

a new form of report with a scale and graphical markings. The deadline for

developing the technology is the end of Q4.





My website: http://nprzybysz.pl/

http://nprzybysz.pl/














The analysis of the symbols of the 2016–2021 women's strike 

and black protest in light of feminist ideas 

Women strike protests in Poland 2016–2021 a tribute

The aim of my diploma thesis is to analyse the symbols of the 2016–2021 Women's Strike 

and Black Protest in light of feminist ideas. This work outlines the political background 

and also reveals the history of Polish feminism and its new wave. Based on my own activist 

experiences, interviews with graphic designers, and data analysis, I describe the huge role of 

the major signs and visual identification of the protests over a period of five years. My 

considerations are based primarily on the analysis of information available on the Internet, 

especially the web pages of organizations and groups founded on Facebook by female 

activists and on my own experiences resulting from involvement in the implementation of 

the described events. Additionally, in the theoretical part of my thesis I included two 

interviews that were very crucial for me. One with the pioneer of the young generation of the 

graphic designers Ola Jasionowska – the creator of the visual identity of the Women's Strike, 

and the other with Jarek Kubicki, whose posters took the Internet by storm and stirred up the 

most controversy because his work was inspired by the Solidarity posters featuring Gary 

Cooper in the frame from the movie "High Noon" and he modernized them to support the 

ongoing protests against the Constitutional Court's ruling on abortion.

Maja Biskupska

Research mentor – Jakub Karpoluk

IT mentor – Marcin Wichrowski

Art mentor – Jan Kubasiewicz



Scripting for InDesign Publication Creation Using Programming Tools

Vertical typography is widely omitted and disregarded as an 

important part of type design. However, it is used widely and should 

not be treated this way. This paper brings up topics vital for the 

analysis of this subject. Firstly, the topic of the convention of 

letterforms and direction in type design to better understand how 

the current state of typography influences possible changes in the 

vertical typesetting. Secondly, the analysis of research on reading 

vertical texts and designs focusing on this subject. Finally, everything 

is summarised while theorising on possible paths, that design could 

follow with future vertical type developments. This thesis aims to 

bring up vertical typesetting to a bigger audience and encourage 

thinking more about this issue while designing, 

experimenting and researching similar areas of study through 

highlighting vertical typography’s existing issues and find possible 

paths and solutions for future designs

Wojciech Płudowski

Research mentor – Jakub Karpoluk /

supporter – Ann Bessemans /

IT mentor – Mariusz Kleć

Art mentor – Ewa Satalecka

















This thesis is my attempt to create an assessment of current masculinity and males 

in Western society. This work aims to be a map for those who want to start a 

conversation about masculinity by gathering information on historical and 

contemporary sex and gender theories, representation in pop culture and art, 

power structures, masculinity crisis, the duality of man in a form of modern and 

traditional masculinity, and men’s issues. This research serves as the foundation 

for an attempt to remark on restricting notions of conventional masculinity 

through an interactive exhibition consisting of eight interactive systems and an 

audio-video installation. My portfolio can be found here: www.wysz.bar

and my instagram page is where I try to keep my audience up to date 

: @cardinal.mov”

Bartosz Wyszyński

Research mentor – Jakub Karpoluk

IT mentor – Tomasz Miśkiewicz

Art mentor – Anna Klimczak







Self-Maintenance is an algorithm governed mini-circuit device that produces an 
infinite state of self realisation through checking its own components. The device is 
maintained in a continuous loop of self maintenance and rebooting. The work explores 
the idea of human traits replicated by machines, and through the device, human self 
assurance of continuous self realisation through maintaining a state of high 
performance is referenced. The mechanism itself has been stripped to bare essentials 
to maintain operation.
The Self-Maintenace project itself is a responses to the research and ideas on the 
formation of self in what I call the digital experience. Through the project, I wanted to 
underscore the ubiquitous nature of digital technologies in our lives and create an 
intervention questioning the presence of the digital on the current human 
condition. Here, in particular I am in dept to the work of Byung-Chul Han, and Michel 
Foucault seminal work on the care of self practices, that left a lasting impression on 
me and what i consider an important influence on the entire process. As such, I 
present the following work both as a supplement to the written research paper and 
hopefully both can be seen as complementary works.

SELF-MAINTENANCE slusarczyk@pjwstk.edu.pl | 
http://snmwps.pjwstk.edu.pl:1007/?page_id=89

Klaudiusz Ślusarczyk

Research mentor – Jakub Karpoluk
IT mentor – Marek Gnyś
Art mentor – Paweł Nowak

mailto:slusarczyk@pjwstk.edu.pl




Olga Kulish

Research mentor – Brody Neuenschwander

IT mentor – Mariusz Kleć

Art mentor – Jan Piechota

https://www.youtube.com/watch?v=t4agMVFtYIU

















Anıl Demir

2D, 3D, Technical and UI Artist / Game Designer

BA – Interior Architecture and Environmental Design, Bilkent University, 

Ankara, 2013

BA – New Media Art, Polish-Japanese Academy of Information Technology, 

Warsaw, 2016

MA – New Media Art, Polish-Japanese Academy of Information Technology, 

Warsaw, 2022

Technical Artist, Ahoy Games, 2015–2018

Course Instructor, Polish-Japanese Academy of Information Technology, 

2018-Present

Freelance Artist and Designer, Self-founded Firm, 2018 – Present 

Slipgate Ironworks, Technical Artist, 2020 – Present

Art mentors – Jan Piechota, Hilary Kenna

IT mentor – Marcin Wichrowski

Research  mentor – Ewa Drygalska

Social experiment: effects of abstraction on ambiguity, 
emotional impact, and clarity of communication in video games











•Choose a topic that you really like and a statement that you really 

believe in, don't choose it just to choose something. You will be 

working on it for 3 semesters, maybe even longer, it's better to set 

these in stone rather than putting your MA studies at risk. Changing 

your mind halfway can cause time loss and you might even consider 

quitting.

•After you set these in stone, defend them with your life Your 

promoters are to argue against your statement, in a way, attack it, on 

purpose, because they believe it can be stronger. Do not give in easily, 

see if you can strengthen your arguments instead of making dramatic 

decisions such as scrapping them.

•Freewrite first. Care for academic limitations later.



Program on Graphic Design & Multimedia Art in English only
Polish-Japanese Academy of Information Technology

Koszykowa 86 st.
02-008 Warsaw

Recruitment Office
tel: +48 22 58 44 590
rekrutacja@pja.edu.pl

PJAIT website: pja.edu.pl 
facebook: @polskojaponska 
instagram: @polskojaponska 
twitter: @polskojaponska 
vk: @polskojaponska 
youtube: @polskojaponska 
medium: crossing-domains

mailto:rekrutacja@pja.edu.pl
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