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Sin Eater

When Anica approached me for Sin
Eater, they wanted a book made to
look like a medieval manuscript taken
through the wringer. A manual to
the medieval art of... sin-eating, we
wanted it to look as though it had
been passed down from eater-to-
eater, each one adding a bit of thel
own personality to it. What started as
a simple 40-page staplebound zine
ended up as a bespoke piece where

each spread was unique.

Deliverables

- Typography and Layout

- Graphic Design

- Art Direction from Johan Nohr,
award-winning designer of
MORK BORG, amongst others.
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Flip each coin twice.
Note the karmony of the results.

BALANCED HUMOURS
D 0O 3B

WRITE. The four seasons of the soul, in perfect harmony. What recipe did
you choose that represented each in such measured ways
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DISCORDANT-HUMOURS
WRITE. How did this go so wrong 2 Is this a time-ronvred recipe that your

muscle memory failed you in preparing & Are you trying somathing new with
disastrous consequences ©

5

.

How much ownership will you take? Does the way you write about this
catastrophe change based on whether yousre writing this for yourself or for
fubure sin eaters to vead ?
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TRANS-
GRESSIONS

Bul what of your own undeniably extant transgressions ?
ould ¢ pure soul choose to become the wreiched
sumpter of the sins ?

xd6 on ns page lo begin anew, Perhap 1 ¢ serving of forgiveness. And no one
or pull from the story of @ previous session.

bub you will k ds salvation or damnation.

WRITE The answers lo these questions, and other

unsavory details of your darkened heart.

Are you more likely lo forgive or condemn
a sin that aligns with your own past ?

ROLL

condemn or absoloe the sin(s) of the dead.

7
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Flip each coin twice.
Note the harmony of the results.

BALANCED - HUMOURS
% G 6 33

WRITE. The four seasons of the soul , in perfect harmony. What recipe did
you choose that represented each in such measured ways ?

IMBALANCED- HUMOURS

WRITE. of how things go wrong per the attributes of the repeated humour.

© © Undercooked , bland. Things
left unspoken never stay buried.

% 2 Burnt, heavy.
A secret sadness that overwhelms you.

353 33 Querpowering , decadent.
A kindness at their core that they

kept hidden.

® ® Acidic, bitter. A thirst for

inﬂuence thatyou cannot slake.

= b
Rplipd (k -1 W L/ J.’L)
DISCORDANT H URS
WRITE. How did this go so wrong ? Is this a time-honored recipe that your
' muscle memory failed you in preparing ? Are you trying something new with

‘\\ , disastrous consequences ?










TRANS-
GRESSTONS

But what of your own undeniably extant transgressions ?
After all , why would a pure soul choose to become the wretched
sumpter of the sins ?

ROIL T xd6 on the Sins page to begin anew,

or pull from the story of a previous session.

The answers to these questions, and other
W RIETE 1

unsavory details of your darkened heart.

Y Are you more likely to forgive or condemn
a sin that aligns with your own past ?

2 Are you revisiting a past story,
or starting anew ?
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Filmmakers
Vithout
Cameras

Filmmakers Without Cameras: The
Trilogy was the biggest project I've
undertaken to date: a 180-page
omnibus of the three issues of FWC
made so far, re-designed to be a
singular and high-quality piece of
work. Offset printed, hardbound,

Deliverables

Project Management
Typography and Layout
Graphic Design

Art Direction

Offset pre-press

featuring Pantone endpapers, and
with a soft-touch laminated cover,
it was the highest quality work I've
produced so far.

Each article featured in The Trilogy
was a project in itself: | wanted each
article’s design to be a response and
a meditation on the media featured
within.

Cover art and lettering by
Evangeline Gallagher

E[LMMAKERS
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UNPACKING
Videogame

£15.,49

|

how much joy gaming brings, I've mc
driver, asking questions like ‘why is h
over there? to my long-suffering par
like a spectator sport. A lot of things
- from feeling like I'd missed the natt
gaming at some self-imposed age-ar
alienated by the cis-het-normative ar
imagined so many games were built
that the latter point may have more
listening to teenage boys sharing stc
they were living out in GTA, rather th
the games landscape.

Occasionally though, something has
play it myself. The first time I really fe
of Us II. I'm sure I could offer all sort:
explanations of its appeal, but for me
draw was an opportunity to play alor
cast. I loved Ellie and Lev, but my big
excited by Dina. Ultimately though, T
is a story of hardship, and burying yc
in this form ultimately replicates wid:
placing queer characters in extremel
putting the precarity and danger of ¢
albeit in highly dramatized situations
place for these stories, but bury-your
due to the sheer relentlessness of ha

in history where many of us need no
can be cruel.







“If the point of life was simply to enjoy
the moment that you’re in, we’d all be
playing video games constantly,” writes
Spencer Kornhaber in The Adlantic.

Originally in Issue 3

At the height of lockdown — from
what I can remember, time was fluid
then — it seemed everyone had a new
hobby.

Sourdoughs were proved, yoga
positions perfected, and even I, a card-
carrying misanthrope, had joined 2
book club AND a writer’s group.

With the world and our social
interactions largely mediated through
screens, it’s unsurprising that 62%
of UK adults passed the time playing

video games. I was one of them.

As one of those annoying kids who grew
up without a games console at home,
which meant I played obsessively
whenever invited to a friend’s, I’ve

never been an aficionado. I’m picky.

Fortnite is a no-go: it’s too much,

too fast, and why are you dancing on
my corpse? Meanwhile, T know it’s
sacrilegious to say, but Minecraft’s
Lego-blocky visuals just don’t do it

for me. And it soon becomes clear that
roughly all Among Us players are,
at best, twelve year old boys secking
irrational chaos — and boobs.

Then, as spring 2021 elapsed, I found
myself meandering from tank battles
to point-and-click murder mysteries to
catapulting sheep like a lost parishioner
locking for a church. Every game
held the promise of escape from the
real world’s eerily empty streets, its
constant ambulance sirens, its palpable
tension. Playing games wasn’t about
enjoying the moment so much as trying
to disappear into it.

ENTER THE OREGON TRAIL

More wizened brains than mine will
remember the original 1971 MECC
release in all its minicomputer glory;

61







Sidekick

Videogames industry mental
health charity Safe In Our World
approached us with an idea for

a project: a journal which would
guide and teach the reader about
dealing with their mental health.
They wanted a design which was
welcoming, cosy, and immediately
recognisable to a gamer audience.

Deliverables

Typography and Layout
Graphic Design
Offset pre-press

| decided to add the pattern to each
page to create a well-defined, cosy
space for the reader to write their
thoughts into.

Interspersed were pages
featuring inspirational quotes from
videogames, with a design reflecting

the game the quote came from.

Cover art and lettering by
Megan Dobbyn

made for
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SIDEK/CK &

the video games mental health journal

in aid of
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i no, It /TI appcn CG’% gd/ﬁ.

Oh no, it bappcned @zzz'/z
Oh no, it bappcncd agaIn.

Oh no, it ﬁappcned agaIy.

K cep on trying,
dontlet it get to you,

——Gcmhg Over It

with Bennerr Foddy
Bennett Foddy (207 7}






° ° Transmission For Them, chiefly Combining archival footage from
Tra nsm|SS|0n inspired by the song Transmission
For Them

For Jehn which in itself was chiefly

fiction. Printing pages upon pages of
NASA, highly-stylised artwork from rich black was a true trial by fire.
Charlie Freer, and a rich, black and

inspired and set to Erik Satie’s white colour palette was my way of

Gnossienne No.7, is a fairytale about

leaning into a fairtyle vision of science
chasing a long-lost lover across space

Deliverables

Typography and Layout
Art Direction

Graphic Design
Writing
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‘Z:t A skull and crossbones blinked on yoLP screen as a rusted starship -
Jevelled beside your own. “Prepare to be boarded” spoke the wiry,
half-hearted voice of the old captain at the helm of the ‘Juliet’s
‘Revenge.‘ Beneath a tricorn hat too big for his shrunken head, his
tiver—spotted face stared at you through the cockpit window. The
warped metal of its gun barrels spoke of old age and overuse. He
:called himself a ‘space pirate,’ but he was alone, and what kind of

"“captain has no crew? How did you handle this attempted robbery? A
“persistent, rival, or an unlikely friend?

5 s







.-
seas”

.
Lo
atal.
= 4% eus o ..-—-"‘
s -~
* eescatteesTea B

-
g an .

-
S5 iy

.o
.
cne® =
LT T RTT ISR L S

asssece®

s vee o

* eee ®ss s

*en g P -
e se . - . ev .
seves o -
-

cames®
ssssassescc e ” s
an ® "
ee®®

®* eve-
* 2s s .o"
e oo 8 o
»* o g 00 @ -

I




Jumpgate
Games

Jess Levine approached me to
design a logomark for her new
imprint: Jumpgate Games. We
wanted the logomark to appeal to
old-school sci-fi design sensibilities,
with bold lettering and a modular

design which would allow Jess

JUMPGATE
O©O» GAMES %
' %

Logo Design






Milk Bar

Milk Bar is my statement piece: a
reflection of my own background as
a "1.5G immigrant”. Milk Bar’s design
is both a nod towards Polish-Soviet
typography and the government-
subsidised restaurants (known as
Milk Bars), and the iconic design of
British wartime chocolate rations.

This is a work-in-progress.




the tallest cooling towers and the deepest g, B
mining pits in eastern europe

BGLGHATOW

everything you need to play




Hard Light
Dynamics

The most intense commission |'ve
ever worked on—this psychedelic
module for CY BORG is information-
dense, grid-free, and a total
smorgasbord of influences.

Deliverables

- Typography and Layout
- Art Direction
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YOUR LIFE
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2-9 LOCKED DOOR

A massive, reinforved security door lies at the opposite

end of the chamber ~ the keypad pulses “LOCK
winbow LEDS

i front of « large spotlight. aimed at an

od in dim green light

intricate pattern on the ceiling
strips.

A metal crate sits on the floor next to the spotlight, filled
with sheets of semi-wapsparent color gels. You can find
almast any color within.
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Demesne of
Conflagration

A tri-fold pamphlet made over the
course of a weekend for a MORK

BORG game jam.

Deliverables

- Typography and Layout
- Art Direction
- Graphic Design

1:5
[]

Look to the West.
Forth comes fire,

and a horde,
and the Kingdoms burn.

%5

The Endless Sea burns.

Within it, a flaming fortress of stench and grotesque
hordes. Venture within before all blackens and burns.
Free the Lich Queen Aoiva fiom unrepentant misery.

What You Know,\1)

1. The Lich Queen doesn’t take kindly to
visitors. (true)

2-4. The flame doesn’t burn. Sometimes it
heals, too. (partly true)

5. The castle purges. Every hour the
castle is cleansed with flame, killing
everything inside. (false)

6. The Lich Queen can be doused with
water. (absurdly false)

{6
The Flame KIII]WS..\.

1. There is no way in. Fire blocks your
path and deals déé damage.

2-4. The way in only leaves you with 1st-
degree burns.

5. Two mephits spring forth.

HP 3, Morale -, Claws d4

6. The flesh burns and is remade. Recover
déé HP.

HP 45, Morale 12, Accursed Royal Gown -d6,
Knighting Sword 2dé
Special. summon followers;
every 3 rounds summons 1d2
seth goblins

flaming sword;

can ignite her sword to cause
severe burns on next 3 attacks
(agility tests -2 for a day)

THE DEMESNE OF CONFLAGRATION is an independent production
by Roll With It Ltd. and is not affiliated with Ockult Ortmistare Games or
Stockholin Kartell. It is published under the MORK BORG Third Party
License.

MORK BORG is copyright Ockult Ortmistare Games and Stockholm
Kartell

ROLL WITH IT

muel T, McNall

Ti0









EVIRANGE

The heat here is unbearable. Flames adorn every wall,
dealing 1466 damage if touched. Tou hear shredding.

1. Three skeletons guard the entrance.
HP &, Morale -, Chain -d4, Halberd and
Scythe d6. Old and dry: DR1® to hit them.

2. An unlit sconce stands in the middle.
Lighting the sconce summons two Horde scum.
HP 3, Morale -, Flameblade dé

- -l 'Y 1] 1 '] 1 o4 . m a N

THE PLAMING HALLS

These halls are fetid and blackened and burnt. SHE
welcomes Tetsabu-Nech beaming with delight,
praising the fire which burns all.

8.

10.

11.

12.

13.

SHE demands sacrifice. An altar stands here.
The southern gate is white hot, and will
only open at the taste of blood or holy
water. Take d4 damage if cut.

A flaming Womb of Scum births three Horde
scum every three rounds until doused.

HP 3, Morale -, Flameblade dé

Swollen timbers in this room contract and
expand with every birth.

The Flaming Hall. The flames grow when you
pass.

A Depraved Throne Room. Lich Queen Aociva
sits here. Everything is blackened and
burnt. You are not the young she sent for
and you will die.

Her torrid riches. A table Lined with
stretched skin, on top of which is a jar of
Mother’s Flame. Pour it on a weapon for dé
extra fire damage with every hit.

Her Ladyship’s Fetid Chamber. If Aoiva is
slain, a clone wrapped in silken sheets
hoile on the bed here IE aet &cdsilTILD



Unexplained
Scotland

This was my first foray into traditional
typesetting. Inspired by traditional
canons of page construction, |

used wider margins for a more
comfortable reading experience.

| set the body text in FreightText Pro,
a historic serif, to ease eye strain and

because | adored its italics.

Deliverables

Typography and Layout
Art Direction
Graphic Design
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INTRODUCTION

COTLAND IS WEIRD.

Inside its small 30,000 square miles are contained
more paranormal encounters, legends, folklore and
tales of the unexplained than most countries several

times its size. You cannot enter a city, town or village without some
ancient legend or modern myth being told to you. Dark beasts stalk
the woods and mountains, ghosts haunt everywhere from farms to
theatres to subways, the lochs are riddled with monsters, witches and
warlocks cast curses and summon monstrous minions, occultists try
to conjure the devil himself, UFOs attack ordinary people in broad
daylight, and much, much more.

But why is this? Is it due to the age of the country? Scotland is so
ancient that it makes many larger countries like the United States
look like newborns by comparison. From Druids to Saxons, Scotland
has been occupied by a great number of peoples all bringing their
own beliefs, religions and superstitions to the country. Could this
mishmash of mysticism have stirred something up that has made
Scotland just a little bit more unusual than most other places in the
world?

Or could it be that Scotland has always been a strange place, even
before anyone set foot here? Throughout the world you find places
where high strangeness seems to be the norm. Places like Skinwalker
Ranch, The Bermuda Triangle, Point Pleasant, and Twin Peaks.
Places like these, writers such as John Keel, author of The Mothman
Prophecies, speculate are areas where the veil between this world and
some other, hidden, unknown world is thin. In these areas strange







| was approached by Lost in Cult for some editorial design Deliverables

Lock-on 005 for their award-winning Lock-on videogame journal. Sadly
they had changed design direction after submission sothese  «  Typography and layout

[unreleased GonceptS] layouts weren't published, but the quality of art | got to work

with was incredibly exciting nonetheless.

Art by
Words by

THE LEGEND OF ZELDA: OCARINA O
a game thatraised the bar far al

In1998,3Dgames werenotne!
and side-scrolling viewpoints
platformers. But nobody ha
with both strong camerac
especially not in a vast

no blueprint and desi;

that tried.

Ocarina of Time S
puzzle decisively.
the archetype fo;
3D action gameg

¥ _‘%‘hzmasterplem that people will still be talking
~ about ten years down the road.”
—GAMESPOT'S REVIEW OF OCARINA OF TIME, 1998




Let's work
together.

Need something designed? Get in
touch at eryk@hey.com and let’s
chat.



