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 Starting this project, I felt a personal obligation 
to create something new and unique, that had not 
been seen in the world before, something that could 
only come from me.  To get that unique perspective, I 
wanted to create a story about a young woman, 
around my age, from my generation and of similar 
culture.  That lead me to combine the story of Alice in 
Wonderland with the setting of Las Vegas.  The story 
is tried and true, has a relatable female character, 
and is coded with commentary on contemporary 
society.  Modern day Las Vegas, is a fresh twist on the 

story, a fantastical play-land for the young and 
restless, perfect for Alice to lose her self in.  

 In this book, I have created the visual 
development art work for a feature film telling this 
story.  It starts off in real-life Las Vegas and transports 
the audience to Las Vegas on steroids, where 
fantastical creatures and worlds lurk around every 
corner.  Designing this world proved to be both 
incredibly fun and challenging.

Chasing the 
       White Rabbit

 In terms of style, tone and genre, I wanted this 
film to be unlike anything else.  Visually, I liken it to 
Tim Burton’s unique combination of animation and 
live action in his version of Alice in Wonderland 
(2010).  In terms of tone, I drew a lot of inspiration 
from the movie Sin City (2005), which takes the 
medium of film and douses it heavily with comic book 
influences.  

 The genre was hard to pin down.  Alice in  
Wonderland could be considered a fantasy tale, but 
the story I was telling was not your tradition fantasy.  
This story was a modern fantasy, or more 
appropriately, a pop culture fantasy.  Overall, I like 
describe this project as if Walt Disney had produced a 
rated-R movie, written by Frank Miller, directed by 
Tim Burton, and starring Miley Cyrus.  

 Creating something this unique, often left little 

to guide me in terms of art and design reference.  
This was the most challenging thing for me.  
Categorically, are were not a lot of movies that are 
similar to mine, therefore, I could not turn to other 
artists to see how they had tackled these subjects.  I 
often I just went in guns blazing, not know what the 
end result would look like.  Sometimes I fell short of 
my initial vision, but I at least got something I could 
build off of.  

 The upside is that I now have created something 
that  is totally unique and stands out.  I can look at 
this book and be proud that it does not fit in.  
Creating this project has taught me so much, not only 
about visual development, but also about myself.  I 
hope it will influence others as much as it has 
influenced me and we will see more projects like this 
in the future.  

Finding my inspiration, discovering my story
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-The Cheshire Cat

“We’re All 
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Mad Here.”



-Alice

 Alice, a down-on-her-luck stripper with a heart of gold, sees an unexpected 
guest in her club who leads her to a magical world called The Wonderland Casino.  
There, she meets a host of eclectic characters who convince her to help them 
take down the town’s notorious crime boss, the Queen of Hearts.

“curiouser and curiouser...”
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 Our story begins at The Bunny Club, a seedy strip club located just off the 
Las Vegas Strip.  Alice is working there as a dancer and although she puts on a 
good show, she leaves the stage with only a few bucks and nickel from the cheap 
patrons.  Bored and depressed, Alice goes to the penthouse of a nearby hotel to 
buy drugs from her dealer.  Without enough cash, Alice tries to bargain with him, 
but is interrupted before the deal is done.  Forced to leave empty handed, Alice 
returns to The Bunny Club to drink alone.  Her wallowing is interrupted when she 
spots a strange, bunny-eared creature sitting in a booth across the bar.  Somewhat 
still in disbelief, she follows him through the strangely thickening crowd of 
patrons.  Just when she is about to reach him, she comes to a clearing in the 
crowd where she finds a bizarre old slot machine that she has never seen before.  
Curious, Alice pulls out the nickel from before and puts it in the machine.  As the 
reels roll, they begin land consecutively on the phrase “WON-DER-LA-ND”.  As the 
last reel dings into place and the klaxons start flashing, Alice's eyes roll back into 
her head and the next thing she knows she is standing in the middle of a brightly 
lit, fantastical casino.  

Alice at The Bunny club 
Story Summary, Part 1.

Alice is bored, lonely and broke.  When she sees a strange creature at The Bunny Club she 
follows it and discovers a mysterious slot machine which she decides to give a whirl.
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 Before she has time to react, she finds herself getting barked at by a scrappy, 
floating chihuahua who wants to use the machine after her.  Alice notices she has 
won a special token from The Rabbit Hole Slot Machine and shows it to the chihua-
hua, who introduces himself as Taco and tells her to follow him.  As the two mean-
der through the maze of bizarre spectacles, Taco explains that they are at The 
Wonderland Casino and the coin she won is an invitation to The Queen of Heart’s 
Party in the Penthouse.  When they reach The Wonderland’s Theater, Taco takes her 
to the hottest show in town, starring his friend, Chip, an eccentric male dancer who 
mesmerizes audiences with his swinging hips and lasso tricks.  Afterwards, the three 
meet up backstage where Chip is celebrating another lucrative night.  As the trio 
passes around the champagne, Chip hatches a plan to rob The Queen at her Pent-
house Party that night.  He offers Alice half the money from the heist if she helps 
them pull it off.  Hypnotized by the shameless display of wealth she has witnessed, 
and tipsy from the never-ending champagne, Alice agrees.  The gang descends on 
the casino to double, then triple cash Chip made earlier that night.  Afterwards, 
they swing by the valet to pick up Chip’s car and hit the strip to score some new 
dreads.   Driving through the city, Alice marvels at the flagrant display of opulence 
and consumerism.  They pick out some clothes with a significant price tag and buy 
into the system themselves.  

The wonderland casino
Story Summary, Part 2.

Alice meets Taco, a talking Chihuahua, and Chip, The Mad Stripper.  They hatch a plan to 
crash The Queen of Heart’s Penthouse Party and rob her.
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The Penthouse Party
Story Summary, Part 3.

  When they return to The Wonderland, they are transformed by their new 
clothes and ready to immerse themselves in the elite crowd.  Flashing their invitation 
to the Queen’s Party, they board the VIP shuttle to the penthouse.  When they arrive, 
the  party is bumping and they team is ready to put their plan into action.  Chip takes 
on the Queen of Hearts at the poker table, using his slight of hand to deceitfully win 
game after game.  Meanwhile, Alice attempts to seduce the Queen’s henchmen, the 
Diamond and the Spade.  She distracts them while Taco tries to crack the code on the 
Queen’s safe.  Unfortunately, things quickly go awry.  At the poker table, Chip gets 
careless with his tricks, raising the suspicions of The Queen who exiles him from The 
Wonderland Casino.  Across the room, The Jacks slip snake venom into Alice’s drink 
when she is not looking.  Alice starts to feel woozy and, sensing something is wrong, 
heads to the shuttle to board a train going down.  The Queen demands that The Jacks 
follow Alice and her accomplices and bring them to justice.  

The team splits up to execute their separate parts of the plan.  The heist goes awry and 
Alice flees The Wonderland.
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the Back Alley
Story Summary, Part 4.

 After her speedy descent, Alice careens out of the entrance of the Wonderland 
and on to the busy streets.  She darts down a dark alley and soon finds herself alone, 
deep in the recesses of the slums behind The Wonderland.  She sees a strange cocoon 
which is opening up to reveal a moth-like creature.  In a dreamy voice, The Moth 
calls out to Alice and explains to her that it was trying to transform into a beautiful 
butterfly so that it could be invited to The Queen’s party.  The Moth warns Alice of 
the dark side of Wonderland, which causes Alice to regret some of the decisions she 
made that night and in her former life.  Her moment of peaceful contemplation is 
interrupted when Alice hears someone calling her name.  Alice slips into the darkness 
and hides in the rubbish as Chip and Taco pass her by.  They are soon followed by The 
Queen and The Jacks, who also seem not to notice her.  The Diamond, however, 
eventually sniffs her out and traps Alice in his constricting grip.  Alice blacks out and, 
through cloudy vision, experiences her last glimpses of the glowing Wonderland 
Casino exterior as she is carried out of the alley by The White Rabbit.  The next thing 
she knows she is groggily lifting her head from the sticky counter of The Bunny Club 
bar where just a few hours earlier, she had been drinking alone when a strange 
creature caught her eye from across the bar.  

Behind The Wonderland, Alice meets The Moth who changes Alice’s perspective on her actions.  
She is caught by the Queen’s henchmen and blacks out.  She wakes up back in The Bunny Club
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Part 1.  Part 1.  
Alice At The Bunny Club
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Alice
 Our heroine, Alice, is your typical 
stripper with heart of gold.  At 18, she left 
her parent’s trailer home, longing for the 
glamorous life of the tourists she saw lining 
the famous Las Vegas Strip.  Soon thereafter, 
she began dancing at the Bunny Club to 
make ends meet.  Her dreams quickly faded 
as she settled into a cycle of wrong choices 
and bad habits.  Throughout the story, Alice 
struggles with temptation, desire and staying 
true to herself in a dog eat dog world.  She 
ultimately must learn that the easiest choice 
is not always the best and the shiniest things 
are not always gold.
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Outside    
   The Bunny Club
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Taking A
   Smoke Break

 Outside the Bunny Club, Alice and her co-worker take a smoke break and complain about another slow 
night.  The Bunny Club is grimy, run down establishment.  Far removed from the glitz and glam of the Las Vegas 
Strip, The Bunny Club attracts a darker crowd.
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Alice Puts
  on a Show

 Alice hits the stage and puts on a thrilling 
show.  The cheap patrons, however, seem reluctant 
to shell out the cash.  One man even goes so low as 
to give her a nickel instead of the customary dollar 
bill.  She exits the stage while counting her meager 
earnings.  In the background, her fellow employees 
stoop to pick pocketing.  

The Bunny Club Employees
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Short On Cash
 Bored and depressed, Alice heads to the penthouse of a 
nearby hotel to meet her drug dealer and try to score.  When 
she comes up short on c-ash, she tries to bargain with sexual 
favors.  Before she can finish the deal, she is interrupted by 
two well dressed women who laugh at Alice.  Back at The 
Bunny Club Alice is drinking alone when she notices a strange 
figure across the bar.  She gets up to investigate.
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The 
  White Rabbit

 The White Rabbit is a mysterious creature who 
shows up in The Bunny Club and leads Alice to 
Wonderland.  Throughout the story, not much is 
known about him except that he is part of the Queen 
of Heart’s notorious crime gang, The Cards men.  
Whether his is ultimately good or evil is unclear but 
Alice is curious to find out more.  
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Down The 
    Rabbit Hole

The Rabbit Hole
Slot Machine

 Alice follows The White Rabbit through the mysteriously thickening crowd.  
Just when she thinks she is about to reach him, she comes upon a clearing, in 
the center of which is a bizarre vintage slot machine called The Rabbit Hole.  
Remembering she still has that nickel from before, Alice feels compelled to 
play.  As the reels roll, they begin land consecutively on the phrase 
“WON-DER-LA-ND”.  As the last reel dings into place and the klaxons start 
flashing, Alice’s eyes roll back Into her head and there is a gust of air.
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Part 2.  Part 2.  
The Wonderland 
Casino 
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Welcome To 
   The Wonderland
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The Wonderland 
  Casino Floor

 Alice is magically transported to the middle of the hustling and bustling Wonderland Casino Floor.  
She is surrounded by blinking and buzzing slot machines, crowded card tables, magnificent bars and 
shops, and a host of interesting characters.  The environment and characters for this scene evoke a 
mystical garden mixed with a pop culture menagerie.  

Wonderland Casino Background Characters
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Wonderland 
            Slot Machine
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“Taco”
   

Before Alice has time to react to her new environment, she is 
interrupted by a floating dog asking if he can use the slot machine after 

her.  Taco is his name and he is a scrappy, Latino chihuahua whose owner 
likes to dress him as a girl dog.  Taco has a bit of a gambling addiction 
and is very familiar with the ins and outs of The Wonderland Casino.

-The Cheshire 
        Chihuahua
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The Queen’s
    Invitation

 Alice wins a special token from The Rabbit Hole Slot machine.  When 
she shows it to Taco, he gets excited and explains that it is an exclusive 
invitation to The Queen of Heart’s annual party in the Penthouse of The 
Wonderland Casino.  Only the Queen’s gang, The Cardsmen, and VIP guests 
can come to the party.  



048047  /  The Wonderland Casino

 Taco tells Alice they must see his 
friend Chip to figure out what to do with 
the Queen’s Invitation.  The talking 
chihuahua leads Alice through the vast 
maze of The Wonderland Casino, 
explaining to her all the different parts 
and social circles.  They arrive at The 
Wonderland’s Theater, where Chip is 
starring in an All Male Review.  Inside, 
Alice watches as Chip swings his hips and 
his lasso, much to the crowd’s delight.  
Alice is amazed by the crowd’s intense 
appreciation and the endless amount of 
cash they throw at him.  

The Hottest 
    Show In Town
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Chip, The 
    Mad Stripper

 The Mad Stripper is a Chippendales-type male dancer who 
stars in his very own show at The Wonderland.  He is flamboyant, 
charming, over the top, and always on an unidentified mix of 
uppers and downers.  Alice is envious of his super stardom and 
ability to get whatever he wants wherever he goes.  
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 After the show, Taco and Alice 
head backstage to meet Chip in his 
dressing room where he is celebrating 
another lucrative night.  Alice is 
startled when Chip steps out of his 
tanning bed in the buff to greet her.

Alice Meets 
    Chip



 Chip’s dressing room is filled with liquor, 
drugs, leather, whips, cowboy hats and plenty of 
quirky knick knacks to distract Alice as he rapidly 
interrogates her.

054053  /  The Wonderland Casino

 Chip’s Dressing 
       Room

Reverse View
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 Alice shows Chip the Queen’s invitation and explains how she followed 
The White Rabbit to Wonderland.  Passing around champagne, Chip tells Alice 
that all the high society people will be at The Queen’s party, including The 
White Rabbit.  He also knows that there will be lots of money to be won at the 
poker table and even more money locked in The Queen’s safe.  Chip tells Alice 
if she will help them steal the money, he will cut her in for half the loot.  
Tipsy from the never ending supply of champagne and hypnotized by Chip’s 
excessive display of wealth, Alice agrees.

 Hatching  a Plan

 Dressing Room Props
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Let The 
   Games Begin 

 The team hits the casino to drum up some starter cash to put 
their plan into action.  Miraculously, Alice wins every game she plays 
and soon they are rolling in dough, ready to spend more.  



 After swinging by the valet, Alice, Chip and Taco hit the 
strip to pick up some new clothes for The Queen of Heart’s 
party.  Alice is in awe of the fantastical spectacles that line 
the city streets and the blantant display of conusmerism and 
oppulance.  They find some extravagant formal wear that will 
allow them to blend in with the crowd at the Queen’s 
Penthouse and blow all their recently obtained money.  
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Driving Through 
       The City 

Wonderland City Vehicles
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Part 3.  Part 3.  
The Penthouse 
Party
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Arriving at the 
  Wonderland
 When Alice returns to The Wonderland, she is ready to attend 
The Queen’s party and immerse herself in the strange, new world of 
The Wonderland high rollers. 
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The Mad 
       Mobile

 Dressed in their fancy clothes and pulling up in 
a fancy car, Alice and Chip turn heads when they 
return to the Wonderland.  Chip’s car, the Mad 
Mobile, is designed to match his edgy and rugged, 
cowboy aesthetic.



068067  /  The Penthouse Party

The Queen’s 
  Carriage

 The Queen’s carriage pulls up behind Alice and the 
gang outside The Wonderland.  Everybody turns to watch 
The Queen make an entrance in her flamboyant and 
grandiose coach.   
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The Queen 
   of Hearts

 The Queen of Hearts is the head of the town’s most 
notorious crime gang, The Cardsmen.  She is a high 
maintenance, egotistical drag queen with a short temper 
and a reputation for executing dramatic and cruel 
punishments on her enemies.  
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 The gang uses their special invitation to take the 
VIP shuttle up to The Queen’s penthouse.  When they 
arrive, the party is bumping and Alice, Taco and Chip are 
ready to put their plan into action.  They key is to avoid 
standing out amongst the dangerous Cardsmen who are 
lurking around every corner in the penthouse.

PARTY IN The 
    PENT HOUSE
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The Wonderland Elite

The Cardsmen

The Jacks

 While enacting their plan, Alice, Chip and Taco have to take extreme care not to raise the 
suspicions of any members of The Queen’s notorious gang, The Cardsmen.  They trio has donned 
their formal wear to better fit in, but they made a mistake in wearing head to toe white amongst 
a whole sea of people wearing red and black. 

In particular, Alice must watch 
out for The Jacks, the Queen’s 
top henchmen.

Alice and Chip’s Formal Wear



The 
  Diamond

 The Diamond and The Spade, A.K.A. The Jacks, 
are The Queen’s meanest henchmen.  They are the in 
standing guard in front of The Queen’s safe and Alice’s 
job is to distract them while Taco breaks the lock.  She 
must be careful because they are known to be very 
sneaky often deadly.

The 
  Spade   

076075  /  The Penthouse Party
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Playing The
       Game 

 The team splits up to enact the separate parts of their plan.  
Chip takes on The Queen at the poker table, using his slight of 
hand to miraculously win game after game.  Meanwhile, Alice 
attempts to seduce The Jacks, who may be seducing her instead.  
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 While Chip distracts The Queen and Alice distracts the Jacks, Taco tries to 
crack The Queen’s safe.  Things go awry when Chip gets reckless and The Queen 
becomes suspicious of him cheating.  She erupts in rage and banishes him from 
The Wonderland.  Across the room, The Jacks slip some snake venom in Alice’s 
drink when she isn’t looking.  Before long she starts to feel woozy and 
concerned.  

the Cheat,
    The Seductress,
      and The lock Breaker

The Queen’s Poker Table



 Sensing something is wrong, Alice makes the 
decision to bail on her mission when The Jacks aren’t 
looking.  She stumbles to the shuttle and hastily boards a 
train headed to the ground floor.  The Queen orders the 
Jacks to follow Alice and her accomplices and bring 
them to justice.

Wonderland Shuttle, 
   Going Down
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The Wonderland
    Exterior

 The camera does a 
tracking shot following 

Alice’s shuttle as it zooms 
around the exterior of The 

Wonderland.  The shot 
begins with The Queen of 

Hearts and the Jacks, 
looking down from the 
penthouse balcony.  It 

follows the shuttle, 
zooming in on Alice.  Then, 

lastly, it lands on the 
entrance of The 

Wonderland Casino, where 
Alice runs out and straight 

into traffic.  

Alice Flees the Wonderland
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Into 
    The  Alley

 Alice sprints out of The Wonderland and into 
the street.  She turns down a dark alley and runs 
straight into the slums behind The Wonderland.  
As she goes deeper into the sums, it becomes 
dirtier and cloudier.  She pushes past the debris, 
filth and strange web that is growing thicker.  She 
comes across a mysterious cocoon and, after 
checking that she is not being followed, she slows 
down to check it out.



090

Alice Meets 
    The  Moth

 As Alice approaches, the cocoon cracks open and 
strange creature unfolds from inside.  It reaches out to 
Alice and calls to her in a dreamy voice.  At first, the 
creature is confused and asks Alice who she is, where they 
are and how they got there.  Slowly, The Moth begins to 
remember what happened to her.

089  /  The Back Alley
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Who 
    Are  You?
 The Moth explains to Alice that she was once a young 
caterpillar who dreamt of being invited to The Queen’s Party.  She 
built a cocoon to become a beautiful butterfly, in hopes that she 
would be accepted by the elite crowd.  However, she became a 
moth instead and got stuck in the filth and grime of the slums.  The 
Moth warns Alice about chasing superficial dreams and causes Alice 
to regret some of her choices that evening and in her prior life.

Young caterpillars

Butterfly Show Girls

Wing Studies

Emerging 

From Cocoon

Cocoon Design 

Studies 
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The Diamond 
    And Its Prey

 Alice hears Chip calling for her somewhere in the maze of alleyways.  
After reflecting on her evening, she is unsure if she wants to reunite with The 
Mad Stripper and Cheshire Chihuahua.  She hides amongst the trash in the 
alley and listens as Chip and Taco decide to blow the last of their cash at an 
underground poker room in the slums.  They abandon Alice without a second 
thought.  Then, she hears The Queen and The Spade come down the alley.  
She breathes a sigh of relief as they pass without noticing her.  The Diamond 
however, isn’t far behind and can smell Alice.  He discovers her and coils 
around her, constricting her body until she is gasping for air.  

094
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Leaving 
  Wonderland 
   

 Trapped in The Diamond’s grip, Alice passes out.  The last glimpses 
she has of The Wonderland are hazy flashes of the upside down sign in 
the distance as she is carried out of the alley by The White Rabbit.  The 
next thing she knows, she wakes up at the bar in The Bunny Club, where 
just  a few hours before she had been drinking alone when a strange 
creature caught her eye from across the bar.
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Academic and Extracurricular Activities

Education:

 
Stanford University - 2009-2013  

Degree: BFA Studio Art                

 
  

 Academy of Art University - 2013-2016  
Degree: MFA Visual Development for Games and Animation        

 
  

Work Experience:

ChangeLabs and ARPA-E (Stanford University; 2012-2013)
Company: Group of students and professors studying effective interfaces for behavioral change.  Funded by the United States D.O.E.
Position: Lead Interface Designer - Managed a team responsible for the UI design of 3 Facebook apps. 

G2S Creative Workshop (Beijing, China; Summer 2013)
Company: A commercial agency that produces websites, video, motion graphics and photography for clients such as BMW, 
HP, Mircrosoft, Samsung and Olay.
 Position: Intern - Responsible for graphic design and animation projects.

Red Nova Labs (Kansas City; Summer 2010, 2011)
Company: Web development and marketing agency
Position: Design Intern - Used Adobe Illustrator to create graphics and UI for 5+ websites. Worked with a team of market
 researchers, designers, and computer programmers to come up with effective web-based business and design strategies.  

Imbibe Productions (Palo Alto; Summer 2012)
Company: Documentary film company based in LA, shooting a film in Palo Alto
Position: Production Assistant - Shadowed documentarians.  Assisted with sound.  

 

 

Special Skills:

 Throughout my life I have studied and practiced art and storytelling in 
many different forms and in many different places. I grew up in Kansas, the 
heart of America.  In high school, I was very involved in theater, creating 
props and scenery, and also very involved in journalism, designing the 
yearbook.  After graduating, I moved out to the West Coast to study Studio 
Art at Stanford University.  I knew I wanted to continue studying art and 
creative mediums, I just wasn’t sure in what form.  The Studio Art program 
at Stanford was very broad, so I tried many different things including 
painting, drawing, film, graphic design, product design, web development, 
programing, photography, sculpture, performance art, creative writing and 
animation.  I traveled all over the world and even worked at an ad agency 
in Beijing and an art gallery in Florence. All of these different experiences 
influenced me and inspired me.  I built up a strong conceptual foundation 
and learned how to think critically about the art I was making in any 
situation.  However, felt a bit like a jack of all trades and I wanted to find 
something that could combine all my various passions.  I turned toward 
animation.  I was very interested in the future of animation and its 
influence on the world of art and entertainment.  With my ambitions 
cemented, I knew I would need to develop the technical skills to become a 
professional in the industry.  This is why I chose to pursue a Master’s Degree 
in Visual Development for Animation at The Academy of Art.  Coming into 
the program, I had very little practical experience but I worked very hard and 
used my problem solving skills and determination to bridge the gap between me 
and my more experienced classmates.  I have grown so much as an artist and 
am very proud of how much I have learned in the past few years.  I am still 
trying to figure out exactly where I fit in the industry but I’m excited to find the 
project and the team of people that fit me and my unique point of view.  
Regardless of where my path takes me, I know I will never stop learning and 
telling stories.

About The Artist Resume

aemany@gmail.com
www.annmanly.com 
Ann Manly

•  Environment and prop artist for Space Swept, a sci-fi adven-
ture VR game produced by Academy of Art School of Game 
Development (2016)

•  Academy of Art Spring Show - Visual Development Environment 
and Prop Art Honoree (2016)

•  Academy of Art Spring Show - Animation Background and 
Layout Design Honoree (2015)

•  Angel Grant from Stanford Undergraduate Research Association 
to illustrate/print a graphic novel (2011-2012)

•  Undergraduate Academic Research Grant from Stanford 
University to photograph street art in Sao Paulo, Brazil (2011)

Credits and Awards:
•  Women in Visual Development Club, Academy of Art 

University (2015-2016)
•  Stage and Prop Manager Thespian Troupe #88 

(2005-2009)
•  The Lair, Yearbook Design Editor (2005-2009)
•  Leland Stanford Junior University Marching Band 

(2010-2015)
•  Stanford Bing Overseas Program, Florence (2011-2012)

•  Story development, story boarding, character develop-
ment, environment and prop design

•  Advanced experience with Adobe Creative Suite 
(Photoshop, InDesign and Illustrator)

•  3-D Modeling (Zbrush, Sketchup)
•  Basic video editing (Final Cut Pro, iMovie, Flash)
•  Knowledge of computers and basic programing (C++, 

Java, Javascript, HTML, Flash)



To my family, friends, peers and instructors who have supported me and guided me throughout this project, 
thank you from the bottom of my heart.

THank You!
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