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Type in Data A design tool, website, and book focused on type 
design made from collected data.





This project explores collective 
behavior through the transformation 
of typography. I coded a website that 
allowed participants to collaboratively 
alter a typeface by submitting their 
own versions of the letter “a.” 

Using a custom algorithm, the site 
dynamically replaced standard 
“a” characters with these unique 
contributions, revealing the subtle 
differences and shared patterns within 
the group. 

In addition to the digital platform, 
I created a modular book that 
documents the project and visually 
maps the overlapping similarities 
between each contribution—serving 
as both an archive and a tool for 
reflection on collective design.





Step Into the Future 
Card Game

The goal of the project is to establish a long term 
relationship with targeted cliental from an
aviation conference. 





This project is designed to increase client 
engagement with conference materials 
through a playful interactive experience. 
Attendees selected from custom 
personas, rolled a die, and received a deck 
of cards. Each deck contains insights 
from subject matter experts and open 
ended prompts. Participants were then 
encouraged to share their responses on 
a custom-built website, extending the 
experience beyond the event.

My contributions included:

Illustration & Package Design: Created 
persona-driven visuals and physical 
components.

Web Design & Development: Built a 
platform for participants to explore and 
share content.

Art Direction: Ensured visual cohesion 
across print and digital.

Interactive Strategy: Designed a gamified 
system to encourage active participation.

https://wearepopulous.contentdesigns.io/gS5i-stepintothefuture


Guardian of the Forest 3D Modeling, Unity, C# Coding, 3D animation, and game 
design coming together to create a unique adventure.







Drawn to the multidisciplinary nature of 
game design, I dedicated my senior year to 
developing a game that blends narrative, 
animation, and interactivity. The game 
follows a spirit who can transform into 
different animals to survive threats like 
loggers, poachers, and natural disasters. 
Through this process I explored storytelling 
through mechanics and atmosphere.

My contributions included:

Game Development: Programmed core 
mechanics in C# using Unity.

3D Modeling & Animation: Learned Blender 
to model and animate characters and 
environments.

Worldbuilding: Designed gameplay around 
transformation, survival, and environmental 
storytelling.

Research: Studied game theory and 
narrative design to shape the player 
experience.



Hello Creator This project is a speculative concept of how food could 
be impacted by technology, and how this untraditional 
communication between humans and food  would  
change our relationships with one another. 





This project aimed to reimagine how 
we communicate about food and 
its relationship to ethics and the 
environment. Through research into food 
philosophies and sustainability, I crafted 
a unique, multi-sensory experience that 
combined poetry, technology, and print. 
The final work included an interactive 
Arduino-powered display and a handmade 
zine that documented the process and 
ideas behind it.

My contributions included:

Research & Writing: Investigated food 
ethics and authored an original poem in 
response.

Creative Coding: Programmed an LCD 
Arduino screen to display poetic text in 
real time.

Publication Design: Designed and 
produced a zine as a physical extension 
of the concept.

Documentation: Captured the process 
and outcomes to reflect the project’s 
layered narrative.



Layout Designs for 
Marketing Proposals

The goal was to intergrate our brand ethics of 
entrepreneurial creativity, excellence, integretity 
and enjoyment with an outside brand or non profit 
organization in order to win new projects.





Macroblank CD Album This project began with two questions. “why would 
someone purchase a CD?” and “how can you connect 
the user’s interaction with the artist’s philosophy?”









Inspired by vaporwave artist Macroblank and his remix-
driven ethos, this project reimagines an album as a 
physical book—an open canvas meant to be taken 
apart, sampled, and reinterpreted. Each CD contains 
isolated sound frequencies for remixing, while the 
book layers analog and digital processes to evoke the 
texture of vaporwave sound-making.

My contributions included:

Concept & Art Direction: Translated vaporwave 
aesthetics into physical form, honoring remix culture.

Generative Design: Used TouchDesigner to create Perlin 
noise textures, later laser cut into fabric.

Image & Print Production: Combined Photoshop, mark-
making, and vellum printing for layered compositions.

Fabrication: Employed laser cutting and book making 
techniques to bring digital textures into tactile, 
physical publications.



Internet Sandwich A single serving website that expands the  
possibilities of the “tab”. 



Internet sandwich link

I wrote the Javascript in this website to force the web 
browser to accept “pop-ups” while bypassing any 
authorization restrictions.  The simple conversation 
of changing what a tab could be, creates interesting 
debates over security ethics .

https://internetsandwich.glitch.me/






This book was intented for an exhibit format. The 
digital and analog melding of this project speaks to the 
somber tone of the original song lyrics. 

I Stood in the Room





I Stood in the Room Link

This book is a sculptural reading 
experience that merges physical 
interaction with digital storytelling. Built 
using CNC milling, 3D scanning, projection 
mapping, TouchDesigner, and custom 
code, the piece responds to touch—
turning a digital page beneath a rock as 
the reader engages with it. The content 
explores themes of hardship, struggle, 
and emotional weight.

My contributions included:

Creative Technology: Integrated 
TouchDesigner, projection mapping, and 
custom coding for interactive page-
turning.

Fabrication: Used CNC milling, 3D 
scanning, and laser cutting to shape the 
physical form.

Concept & Interaction Design: Translated 
emotional themes into a tactile, 
immersive experience.

https://youtu.be/Vm4rNzhLej8


Squirrels vs. Lumberjacks
Board Game

A board game about rivalry and deforestation.  I used 
the method of play testing to explore user experience.







KCVLAA Website Designed for the Kansas City Volunteer Lawyers and 
Accountants. 



I worked on researching, conceptualizing, 
user testing, wire-framing, and 
prototyping for this project. 

I wanted to make a website that was 
functional and appealing to artists. I 
interviewed various designers and artists 
to achieve this goal.





New Tab Website As the Art Director of this collaborative website I was in 
charge of creating a unique and collaborative place to 
hold our senior thesis projects. 





https://newtabgd.com/

This project was a valuable exercise in 
team collaboration and user-centered 
design. Focused on the concept of 
collecting and curating content into 
a personal folder, the experience was 
crafted to reflect the environment and 
energy of the senior show. Every detail—
from user flow to hover animations—was 
carefully considered to immerse the user.

My contributions included:

UX/UI Design: Focused on intuitive 
navigation and interaction that mirrored 
the show’s atmosphere.

User Testing & Prototyping: Iterated 
based on feedback to refine experience 
and functionality.

Coding: Helped build the interactive 
interface with attention to motion and 
detail.

Layout Design: Created a visual structure 
that balanced clarity with engagement.

https://newtabgd.com/


Thank you for checking out 
my portfolio!

hunter.hedgepath.hh@gmail.com
573-855-5605
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