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"An idea is just a tiny spark, brimming 

with enthusiasm yet lacking form.

My role is to ignite that spark, shaping 

it into a resonant and memorable 

experience, even if it's a fleeting 

moment in a temporary endeavor".
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With a PGDip in Museum and Heritage Exhibition Design from 
the University of Salford, Manchester, UK, this portfolio 
showcases over 25 years of experience in multidisciplinary 
environments. The career spans various graphic and three-
dimensional projects across Portugal, Brazil, the UK, and Dubai.

His expertise includes graphic design, illustration, furniture design, 
visual identity, interior design, exhibition design, event design, 3D 
modeling, and art direction. His portfolio features static and 
itinerant space designs and events that are accessible, relevant, 
and memorable, integrating intellectual, emotional, and sensory 
interactions guided by interpretation principles.

He champions the potential of museums and heritage sites to 
captivate audiences through storytelling, technological innovation, 
and interpretive design. This storytelling approach is also crucial 
for retail spaces, events, and hospitality spaces, enhancing their 
ability to engage and resonate with audiences. His UK journey 
allowed collaborations with renowned professionals and studies of 
leading public attractions like URBIS, EUREKA, Manchester Art 
Gallery, Imperial War Museum North, MOSI, and JORVIC.

Significant projects include the Wimbledon Lawn Tennis Museum’s 
“Science in Tennis” projection and audiovisual content for the 
BIOSCOPE Theme Park in Alsace, France. In 2008, he collaborated 
on Barclays Bank’s Middle East headquarters with Rareform Dubai.

Freeman Tilden, a pioneer in modern interpretation, described it 
as: “An educational endeavor that goes beyond mere information 
dissemination, striving to unveil meanings and relationships using 
authentic objects, firsthand experiences, and illustrative 
communication mediums.” This remains a precise description of 
the interpreter’s role: “The art of guiding people to explore and 
appreciate our world.”
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This portfolio serves as a comprehensive

compilation of work, offering a glimpse

into extensive involvement and leadership

roles spanning the last 20 to 25 years.

The projects showcased here cover a broad

spectrum of design and applied arts,

including brand design, graphic design,

commercial and hospitality interior design,

illustration, storyboards for audiovisual

programs, corporate exhibition design,

cultural exhibitions, and events.

[index]

Specialized in Exhibition Design for Museums and Heritage at the 
University of Salford, Manchester, UK,

Licínio Anjos boasts over 25 years of experience working in 
multidisciplinary environments. His career has spanned various 
graphic and three-dimensional projects across national and 
international settings, including Brazil, the UK, and Dubai. His 
expertise encompasses graphic design, illustration, furniture 
design, corporate and institutional visual identity, commercial 
and institutional interior design, exhibition design, event 
design, three-dimensional modeling, and art direction for 
diverse teams

Staying attuned to the dynamic tourism and culture sectors, he 
champions the potential of museums and heritage sites in 
captivating audiences through storytelling, technological 
innovation, and "interpretive" design.

His academic and professional journey in the UK afforded him 
opportunities to collaborate with renowned professionals and 
study leading public attractions in exhibition design, including 
URBIS, EUREKA, MANCHESTER ART GALLERY, IMPERIAL WAR 
MUSEUM NORTH, MOSI (Museum of Science & Industry), and 
JORVIC (Viking Center in York).

He has also contributed to significant projects like the 
WIMBLEDON LAWN TENNIS MUSEUM's "Science in Tennis" 200-
degree panoramic projection and audiovisual content for the 
BIOSCOPE Theme Park in Alsace, France, which opened in late 
May 2006.

In 2008, while working with RAREFORM DUBAI, he collaborated 
on the completion of BARCLAYS BANK's Middle East 
headquarters alongside Director of Interior Design, Guy Willis.

With a PGDip in Museum and Heritage Exhibition Design from 
the University of Salford, Manchester, UK, Licínio Anjos brings 
over 25 years of experience in multidisciplinary environments. 
His career has spanned various graphic and three-dimensional 
projects across national and international settings, including 
Brazil, the UK, and Dubai.

Licínio’s expertise encompasses a wide range of design disciplines, 
including graphic design, illustration, furniture design, corporate 
and institutional visual identity, commercial and institutional 
interior design, exhibition design, event design, three-dimensional 
modeling, and art direction for diverse teams.

His portfolio includes static and itinerant space designs and events 
that communicate effectively, staying accessible, relevant, and 
memorable. His approach integrates intellectual, emotional, and 
sensory interactions, guided by the principles of interpretation, 
which sets him apart in his field.

Staying attuned to the dynamic tourism and culture sectors, Licínio 
champions the potential of museums and heritage sites to 
captivate audiences through storytelling, technological innovation, 
and interpretive design principles. His academic and professional 
journey in the UK afforded him opportunities to collaborate with 
renowned professionals and study leading public attractions in 
exhibition design, including URBIS, EUREKA, Manchester Art 
Gallery, Imperial War Museum North, MOSI (Museum of Science & 
Industry), and JORVIC (Viking Center in York).

Licínio has also contributed to significant projects such as the 
Wimbledon Lawn Tennis Museum’s “Science in Tennis” 200-degree 
panoramic projection and audiovisual content for the BIOSCOPE 
Theme Park in Alsace, France. In 2008, while working with 
Rareform Dubai, he collaborated on the completion of Barclays 
Bank’s Middle East headquarters alongside Director of Interior 
Design, Guy Willis.

Freeman Tilden, a pioneer in modern interpretation, described it 
as: “An educational endeavor that goes beyond mere information 
dissemination, striving to unveil meanings and relationships using 
authentic objects, firsthand experiences, and illustrative 
communication mediums.” This definition still stands as one of the 
most precise descriptions of the interpreter’s role: “The art of 
guiding people to explore and appreciate our world.”
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With a PGDip in Museum and Heritage Exhibition Design from 
the University of Salford, Manchester, UK, this portfolio 
showcases over 25 years of experience in multidisciplinary 
environments. The career spans various graphic and three-
dimensional projects across Portugal, Brazil, the UK, and Dubai.

His expertise includes graphic design, illustration, furniture design, 
visual identity, interior design, exhibition design, event design, 3D 
modeling, and art direction. His portfolio features static and 
itinerant space designs and events that are accessible, relevant, 
and memorable, integrating intellectual, emotional, and sensory 
interactions guided by interpretation principles.

He champions the potential of museums and heritage sites to 
captivate audiences through storytelling, technological innovation, 
and interpretive design. This storytelling approach is also crucial 
for retail spaces, events, and hospitality spaces, enhancing their 
ability to engage and resonate with audiences. His UK journey 
allowed collaborations with renowned professionals and studies of 
leading public attractions like URBIS, EUREKA, Manchester Art 
Gallery, Imperial War Museum North, MOSI, and JORVIC.

Significant projects include the Wimbledon Lawn Tennis Museum’s 
“Science in Tennis” projection and audiovisual content for the 
BIOSCOPE Theme Park in Alsace, France. In 2008, he collaborated 
on Barclays Bank’s Middle East headquarters with Rareform Dubai.

Freeman Tilden, a pioneer in modern interpretation, described it 
as: “An educational endeavor that goes beyond mere information 
dissemination, striving to unveil meanings and relationships using 
authentic objects, firsthand experiences, and illustrative 
communication mediums.” This remains a precise description of 
the interpreter’s role: “The art of guiding people to explore and 
appreciate our world.”
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JORVIC (Viking Center in York).
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WIMBLEDON LAWN TENNIS MUSEUM's "Science in Tennis" 200-
degree panoramic projection and audiovisual content for the 
BIOSCOPE Theme Park in Alsace, France, which opened in late 
May 2006.

In 2008, while working with RAREFORM DUBAI, he collaborated 
on the completion of BARCLAYS BANK's Middle East 
headquarters alongside Director of Interior Design, Guy Willis.

With a PGDip in Museum and Heritage Exhibition Design from 
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His career has spanned various graphic and three-dimensional 
projects across national and international settings, including 
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including graphic design, illustration, furniture design, corporate 
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interior design, exhibition design, event design, three-dimensional 
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DESIGN OF STORYBOARDS
AUDIOVISUAL PROGRAMS,

CASE STUDY

Project Title:
[ "SCIENCE IN TENNIS" PANORAMIC PROJECTION 
AT WIMBLEDON TENNIS MUSEUM ]
Client: Wimbledon Tennis Museum

Project Description:
As a Production Designer at Graham English and Co. 
in Manchester, UK, I had the unique opportunity to 
contribute to the creation of a captivating audiovisual 
experience for the Wimbledon Tennis Museum. This 
prominent project, titled "Science in Tennis," involved 
the development of the graphic style and visual 
storytelling for a groundbreaking 200-degree 
panoramic projection.

Project Highlights: Immersive Exploration: The "Science in 
Tennis" projection is a 10-minute immersive journey into the 
technical and scientific aspects of tennis. It seamlessly 
combines real-life footage, computer-generated imagery, and 
motion graphics to provide visitors with a comprehensive 
understanding of the sport's intricacies.

Collaborative Creativity: My role required close 
collaboration with the museum's team and other creatives to 
ensure that the graphic style and narrative effectively 
conveyed the essence of tennis. This involved brainstorming, 
ideation, and continuous refinement to meet the client's 
vision.
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Project Title: 
[ "SLEEP AND DREAMS: AIR, WATER, AND LAND" 
INTERPRETIVE PROGRAMS ]
Client: Bioscope

Project Description:
While employed by the Audiovisual Production 
Company Graham English and Company in Salford, 
Greater Manchester, UK, I undertook an exciting 
project focused on the fascinating realm of sleep and 
dreams. Our goal was to develop a series of 
interpretive programs that would unravel the 
intricacies of the sleep and dreaming process.

Project Highlights: Multifaceted Interpretation: The project 
comprised three distinct audiovisual programs, each 
dedicated to exploring different facets of the sleep and 
dreaming cycle. These programs were designed to immerse 
visitors in an educational and surreal experience.

Immersive Installation: Each program offered an immersive 
installation, inviting visitors to recline on a bed while being 
enveloped by a mix of video and sound that vividly illustrated 
various phases of sleep. The themes of air, water, and earth 
were creatively incorporated to enhance the interpretive 
experience.

DESIGN OF STORYBOARDS
AND AUDIOVISUAL PROGRAMS,

CASE STUDY

©
 . 

L.
 R

o
b

al
o

 A
n

jo
s 

2
0

2
3

Project Title: 
[ "SLEEP AND DREAMS: AIR»
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Project Title: 
[ "SLEEP AND DREAMS: LAND»
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Project Title:
[ EDUCATIONAL INTERACTIVE CHARACTERS FOR 
PHYSICS AND MATHEMATICS PROGRAMS ]
Client: Bioscope

Project Description:
During my tenure at the Audiovisual Production 
Company Graham English and Company in Salford, 
Greater Manchester, UK, I was tasked with creating 
characters for interactive educational programs aimed 
at elucidating the fundamental principles of physics 
and mathematics that underpin everyday tasks.

Project Highlights: Character Creation: I contributed to the 
development of four unique characters—the squirrel, bee, 
worm, and frog. Each character embodied specific tasks 
related to their daily lives, serving as engaging guides for 
educational purposes.

Interactive Learning: These characters became interactive 
tools for children, allowing them to introduce values into 
equations that enabled the characters to perform various 
tasks. The development process involved collaboration with a 
diverse team of scientists, animators, programmers, and 
more.

Keyframe Design: My responsibilities included crafting the 
characters and designing keyframes for crucial moments 
within the programs, ensuring a seamless and engaging 
educational experience.

DESIGN OF STORYBOARDS
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Project Title:
[ EDUCATIONAL INTERACTIVE CHARACTERS FOR 
PHYSICS AND MATHEMATICS PROGRAMS ]
Client: Bioscope

Project Description:
During my tenure at the Audiovisual Production 
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Greater Manchester, UK, I was tasked with creating 
characters for interactive educational programs aimed 
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Interactive Learning: These characters became interactive 
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within the programs, ensuring a seamless and engaging 
educational experience.
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