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Design Experience
I have several years of graphic and UX design 
experience, during which I’ve created and worked 
on many satisfying projects for many exciting 
stakeholders.  This portfolio will showcase 
examples from some of those projects.



Each example will be approached from the 
following perspectives:

➔ Situation
What was being created?  Who asked?

➔ Approach
How did I approach the problem?

➔ Solution
What was produced?

➔ Impact
What was gained?



Plus+

Our collaborative 
prototype was put 
together with a code 
repository which 
included development 
files, a progress diary, 
and connections to a 
live server.

➔ Situation
As part of a University of Washington HCAI project, our 
Microsoft sponsor wanted to know whether an AI fitness coach 
could adapt to where someone actually is in their behavior 
change journey, rather than dispensing chatbot  goal-setting 
advice that assumes all people are the same.

➔ Approach
Built a conversational stage-inference layer grounded in three 
behavior-change theories (Transtheoretical Model, Self-
Determination Theory, Social Cognitive Theory, Goal Setting 
Theory).  Teamed up on UI and UX design.  Ran research 
testing on real users.

➔ Solution
A working prototype with transparent, user-correctable 
behavioral memory that evolves along with individual fitness 
journies.

➔ Impact and Skill Improvement
Users feel more connected to and accountable towards an AI 
coach who tailors responses to them.  Gained personal design 
experience working with a corporate sponsor, training a 
chatbot, and creating editable personalization features.



Plus+

I practiced using 
generative AI to create 
accurate UX artifacts 
that could be useful for 
product or design 
teams.

➔ Situation
As part of a group project we evaluated whether AI tools could 
meaningfully augment two stages of the user-centered design 
process: thematic analysis and UX storytelling. We selected 
these touchpoints because thematic analysis is time-intensive 
and cognitively demanding, while translating findings into 
compelling narratives for stakeholders requires inspiration and 
review.

➔ Approach
I compared multiple AI-generated thematic analyses against 
my own read of key takeaways and fed the strongest synthesis 
into AI to create a 5-scene journey map grounded in real 
quotes.  I then created AI-generated storyboard art.

➔ Solution
A 5-scene UX storytelling deck with quote-backed friction 
points and matching illustration.

➔ Impact and Skill Improvement
A reviewable and critical case study in using AI for qualitative 
synthesis.  I explored where it over-generalized and might 
necessitate human judgment for its final approval.



Plus+

I explored a wide variety 
of AI tools and 
technologies to perform 
research methodologies 
in the most effective 
ways possible.

➔ Situation
An individual HCDE 564 end-to-end research project asked 
where and where not to use AI for desk research, heuristic 
reviews, interviews, surveys, personas, qualitative analysis and 
quantitive analysis.

➔ Approach
I ran a 15-person survey across 3 research questions, carried 
out 5 qualitative product interviews, and used an LLM as a 
heuristic evaluation second opinion against my own expert 
review while deciding whether fee transparency, seat selection 
usability, and ticket accessibility affect conversion and 
satisfaction in Fandango’s ticket buying app.

➔ Solution
Humans are still essential in practicing thourough and effective 
user research.  AI can speed up the process, provide valuable 
opinion checks, and dig deep in a wealth of information.  Study 
findings identified seat selection as a usability win, and price 
reveal as a top frustration point.

➔ Impact and Skill Improvement
I gave design recommendations for surfacing pricing earlier in 
checkout and practiced a disciplined ethics-based evaluation 
workflow for research methodology.

Fandango App



Plus+

A usability session 
surfaced a real exploit 
(unlimited rocks let a 
player stall Level 3 
indefinitely) and a 
discoverability gap —
both fixed the same 
week.

➔ Situation
I wanted to build a full browser arcade game end-to-end.

➔ Approach
Iteratively spec'd and built 10 mini-game levels with Claude 
Code; ran a live usability session and fixed what it surfaced.

➔ Solution
A 10-level game with persistent high scores, custom art, and 
automated regression testing.

➔ Impact
An end-to-end case study in spec, build, test, and iterate with 
AI as a coding partner.



Plus+

HCDE 561 boundary 
object, one episode per 
course reading. Episode 
1 based on Luke Munn's 
“The Uselessness of AI 
Ethics.”

➔ Situation
I wanted a way to explore how AI shows up in everyday life —
never a villain, just never quite right — so I created a hand-
drawn, hand-painted weekly comic strip as a boundary object 
for HCDE 561.

➔ Approach
I wrote and illustrated a complete 10-strip arc.

➔ Solution
A serialized comic where the LLM plays a different AI product 
each episode but keeps the same confident, literal voice, with 
Jessica and her husky Maddie carrying the story.

➔ Impact
Submitted to The Stranger (strips 1, 5, and 10); two more 
episodes in production, with a future book-agent pitch planned 
once the strip has an established audience.



➔ Situation
I wanted a faster and more reliable way to see what's trending 
and current across video games.  Like many media categories, 
the games players are actually enjoying and looking forward to 
are often disguised by word of mouth or hidden by biased 
viewpoints.

➔ Approach
I scoured the web for trustworthy sources of game industry 
information which I would like to regularly access given an 
unlimited amount of time.  I learned how to use AI to find, 
refine, and present the data in accessible and managable 
pieces.

➔ Solution
A I built a Claude Code skill with structured templates and 
archives that would generate ranked Top 5 lists across games, 
movies, TV, music, streaming, and YouTube.

➔ Impact
The hot lists feed hypothesis generation for professional 
games user research.  I can quickly stay current and informed 
on important and loved topics.

Plus+

Each list cites its sources 
and flags anything 
uncertain.

A weekly routine 
prepares a multi-
category hot list at the 
beginning of every 
week.



Plus+

Each sign has its own 
lucky number rule and a 
chance at showing a 
nickname or “Cosmic 
Connection.” Hand-
drawn zodiac icon art 
accompanies each 
entry.

➔ Situation
I wanted to create a daily AI product that didn't seem generic 
or repeat itself.

➔ Approach
Fascinated by the signs of the zodiac, I also recognized the 
topic assigned both group and individual traits to achieve a 
result people often felt matched their current mood.  I 
researched universally accepted traits and looked for 
opportunities to add spice.

➔ Solution
I built a skill with hard construction rules which employs 
probability and self-regulation to appear fresh.  It is a A unique 
12-sign horoscope generator with zodiac signs grounded in a 
reference file.  It has a 3-sentence limit, rotating opener styles, 
and a tracking log that checks past entries.

➔ Impact
Designed for fun, the horoscopes are a concrete 
demonstration that constraint-driven prompting can create 
fresh, enjoyable content.



Plus+

Clues are carefully 
checked to not give 
away the answers used 
later in a jumble.  All 
answers are connected 
to the same theme, 
sports concept, or piece 
of media content.

➔ Situation
I wanted to create an interactive casual puzzle game. 

➔ Approach
I rebuilt the newspaper Jumble format around athletes and 
movies, using answers which can be guessed from clues and 
unscrambling letters.

➔ Solution
I designed living HTML puzzles with a self-grading answer key 
and a scratchpad letter bank.  Sports and Culture puzzle 
categories with a Python validator prove letter-feasibility 
before rendering a puzzle.  The project was usability tested 
and dimming the used letters in the bank was a usability ask 
which shipped directly into the design.

➔ Impact
I could use AI to create games that alternated between 
challenging and not overly challenging.  I could also make 
games which generated their own puzzles, or if I chose, took 
human direction for new puzzle ideas.



Plus+

Designs incorporated 
personal photos.  The 
sides of each box show 
a sneak peak into other 
designs I that made for 
potential production.

➔ Situation
A large family-run betting pool wanted to hand out specially 
designed playing cards to its winners.

➔ Approach
I researched traditional playing card design, as well as free 
online templates describing card and card box size.

➔ Solution
Cards and card boxes were printed with my designs.  I then 
cut, folded,and glued the boxes to hold each deck.

➔ Impact
Pool winners were given an orange deck and a blue deck, 
which they can now use at their leisure to play any card game.  
The prize element of the game drastically increased 
participation and engagement.



Plus+

Additional authors have 
been in contact about 
the potential creation of 
magazine cover designs.

➔ Situation
A scientist asked for a catchy cover design to draw interest 
towards a published academic work.

➔ Approach
I interviewed the scientist about the purpose of the article, read 
the article in question, asked the magazine publisher for any 
design guidelines and deadlines. 

➔ Solution
A Photoshop cover design was accepted and published.

➔ Impact
The article and the stakeholder received increased attention.  
The scientist continues to work in the depicted field.  



Thank you!

For more about Kris 
Keeker, check out my 
LinkedIn page:  
https://www.linkedin.com
/in/kriskeeker

https://www.linkedin.com/in/kriskeeker
https://www.linkedin.com/in/kriskeeker
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