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Deer Hunter World
Project

Sr UX Designer
Role

Glu Mobile
Company



I was on Deer Hunter World pretty early in its development, 
from the concept stage up until soft launch. I worked 
closely with the product, art, and design teams to produce 
countless wireframes, mockups and flows for most features of 
the game.
Tasks And Duties

� Market researc�
� Sketching and wireframe�
� Prototype�
� Feature storyboard�
� Icon creation

� User Interface asset 
implementation in 
engine(Unity�

� User Flow�
� Information Architectur�
� More!



Tools, methods and skills used
� Wireframes and prototypes in Adobe X�
� Mockups in Illustrator and Photosho�
� Iconography in Illustrato�
� Collaboration with art, product, engineering, and design teams 
for feature ideation and implementatio�

� UI implementation in the Unity game engin�
� Market research and presentation in Google Docs, Sheets and 
Slide�

� Held hand off meetings with dev to cover implementation and UI 
behavior



Wireframes
My duties during preproduction had me paired up with the 
product team on several key features of the game, including but 
not limited to missions, weapon upgrades and management, main 
lobby layouts, character customization and player guilds.


Wireframes were created in Adobe XD(RIP) and presented to 
stakeholders. Feedback would be implemented and designs would 
then be iterated on.


Above are examples of slides I would present to the team.



Weapon and Animal Skill Icons
These icons were created in Adobe Illustrator, then imported into 
the Unity engine.



Implementation
My primary focus at this point was to begin building prefabs in Unity so that the engineering team 
could build the game’s primary gameplay loops. I partnered with Jonathan Curiel(tech artist) to 
start implementing these assets into Unity. After being assigned certain screens or features to 
work on, I would export UI art created by Lisa Kiyokane from her PSD files and import them into the 
Unity engine.


From there, I built prefabs and provide these implementation notes for the engineers that would add 
scripts for functionality. Below are some examples of the prefab notes that I would handoff to the 
engineer team for implementation.



Implementation Examples



Player Clubs
The Player Clubs were eventually reskinned by the the art team along with some layout 
updates. I then updated the prefabs with the new textures and layouts to match mockups 
and wireframes of the updated Clubs feature.



Player Hub Unity Implementation



Mythgard
Project

Sr UX Designer
Role

Monumental
Company



About
Mythgard is a cross platform CCG set in a modern world where 
mythical creatures and gods roam among mere mortals.


When I joined the Monumental, Mythgard had just been 
acquired by them and was in live ops mode with two 
expansions under its belt.


The UX team was tasked with identifying pain points during 
onboarding, PVP and tournaments to help improve KPIs.



Tools, methods and skills used
� Wireframes, mockups and prototypes using Figma, Unity, Adobe 
Illustrator and Photosho�

� Collaboration with art, product, engineering, and design teams 
for feature ideation and implementatio�

� Unmoderated user interviews via Userlytics



Issues, Solutions & Results
The player interviews revealed a critical issue during onboarding 
that forced some players to quit the game entirely, never 
finishing the tutorial. Other issues with the flow included 
players actions being blocked by unclear instructions, UI elements 
blocking the player from performing an action and an NPC dialog 
that began to scold and belittle the player when they took too 
long on a step.


Clearer instructions were added throughout the tutorial, leading 
to a lower error rate among players. This also led to better 
understanding of the rules(proven through a post play test 
knowledge survey) and lowering the average time of tutorial 
completion by a couple of minutes.



Internal Playtesting
Other playtesting efforts included but were not limited to:
� Studio playtests of Mythgard and competitor games to gain 
insights and feedback which would turn into action items for 
design, dev and art teams�

� New user flows were tested in an effort to fine tune the 
tutorial experienc�

� In game tournaments were tested with the team along with follow 
up heuristic evaluation�

� In game shop and quest feature evaluatio�
� Managing your card collection



Pictured above is a sample of the component library I built that was used for quicker prototyping of proposed 
features and changes to Mythgard’s UI and flows.

Other Tasks
� Building a Figma component library for quicker prototyping of 
Mythgard feature�

� Heuristics evaluation of the lobby and main gameplay sections of 
both Mythgard and Storm Wars games�

� Battle UI Rewor�
� Wrote scripts, questions and tasks for use in unmoderated player 
testing�

� Built summary reports on these and internal play testing 
sessions.



Original Gangstaz
Project

Game Artist
Role

Addmired(Now MZ)
Company



About
Your criminal empire awaits. Enter this online gang war on your 
iPhone and iPod touch with the Original Gangstaz app. Pick a side, 
choose a class and run quests to level up and earn money. Fight 
rival gangs online in 1v1 battles to maintain control of your 
territory.



Tools, methods and skills used
Mockups in Illustrator and Photoshop


Collaboration with product, engineering, and design teams for 
feature ideation and implementation


UI implementation in Xcode



Working On OG
This was a fun project for me as it 
was my first experience working on a 
mobile game. This was also an 
exciting time as Apple had just 
released the iPhone 5, their first 
device with a retina screen. The game 
was originally released on the 
previous iPhone, which made the game 
look fuzzy on the new screens. The 
art team was tasked with recreating 
all the in game assets in higher 
resolution.


I helped establish a work flow that 
involved creating the assets at 4x 
the original size in Photoshop with 
some Illustrator mixed in for vector 
work on some of the icons. Non-
destructive methods were also used 
such as combining shapes with filters 
in Photoshop so that designs could 
more easily be iterated on after 
receiving feedback from the game 
director.



UI Examples
Above are sample sheets contain various UI artifacts that I worked 
on. I was also responsible for exporting and optimization of these 
assets and then importing them as Xcode UI/View elements.



More UI Examples



Global War
Project

Game Artist
Role

Addmired(Now MZ)
Company



About
Essentially a clone of Original Gangstaz, but with a modern 
military twist. Released in 2011 for the iPod touch, and later 
updated with retina support for the iPhone 5.



Tools, methods and skills used
� Mockups in Illustrator and Photosho�
� Collaboration with product, engineering, and design teams for 
feature ideation and implementatio�

� UI implementation in Xcode



Working On Global War
Global War ran into the same retina 
screen issue as OG did. The art team 
and I spent about three months 
recreating all the art assets at a 
larger scale which led to more 
fidelity in the final game.


In order to manage such a gargantuan 
task(hundreds of assets to update), I 
created a spreadsheet with a list of 
each image to update along with 
columns for their implementation into 
the Xcode project.



UI Examples
Above are sample sheets contain various UI artifacts that I worked 
on. I was also responsible for exporting and optimization of these 
assets and then importing them as Xcode UI/View elements.



More UI Examples



End of Portfolio
Thank you for viewing my portfolio. Please reach out via 
guillermo@uxican.com if you’d like to discuss opportunities.
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