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About Me

I’m Emilee Lendon, a designer who believes 

strong design begins with clarity and purpose. 

My background in graphic design has evolved into 

creating work that balances visual appeal with 

real world function. I earned an associate degree 

in Graphic Design from Spokane Falls Community 

College and graduated with a bachelor’s in Visual 

Communication Design from Eastern Washington 

University, completing minors in UX Design and 

Graphic Design. 

I approach each project with intention, whether 

designing for print, digital, or brand identity. Skilled in 

Adobe Creative Suite, Figma, and WordPress, I bring 

thoughtful ideas to life across platforms. 

I’m drawn to projects that connect and inform, using 

design to simplify, engage, and improve how people 

interact with information. Great design, to me, should 

look good, work well, and feel purposeful from start  

to finish.

Emilee Lendon



Pet Vitals

Overview
Create a simple, distraction-free app to help pet 

owners manage medications, vet records, diet, 

allergies, and emergency care. The goal was to build 

a tool that makes health tracking easy to use and 

accessible without overwhelming users.

Dates:  February - March 2025

Methods / Tasks

•	 UX questionnaire

•	 Empathy mapping

•	 Competitive assessment

•	 Wireframing and prototyping

•	 Testing and iteration

Tools

•	 Figma 

UX | Mobile App



Planning
I started this project with a UX questionnaire. It 

helped outline the key goals for the app and gave 

insight into who I was designing for. The questions 

focused on user needs, current frustrations, and 

what features would actually help with pet health 

management. It also guided early decisions about 

workflows, priorities, and what problems the app 

needed to solve first.

Pet Vitals
UX | Mobile App



Research
I created an empathy map to understand what pet 

owners actually need from a health tracking app. A lot 

of them are juggling multiple medications, vet visits, 

and emergency info across different platforms. The 

big takeaway was that users want something simple, 

reliable, and focused only on what ma�ers.

I also did a competitive assessment of existing pet 

health apps. Most were either too clu�ered, lacked 

proper tracking features, or were geared more 

toward vet offices than everyday pet owners. That 

helped me focus this app on clean design, daily use, 

and making health info easy to access without digging 

through extra content.

Pet Vitals
UX | Mobile App



Lo Fi
I created a user flow chart and wireframes to map 

out how people would move through the app and 

interact with key features like reminders, pet profiles, 

and emergency tools. This helped lay out the overall 

structure and screen hierarchy early on.

 

They liked the reminders on the home screen and how 

the app felt familiar, like a notification center. They also 

suggested improvements like adding arrows to show 

clickable elements, adjusting spacing for clarity, and 

using more color to improve visual organization. That 

feedback helped me refine the layout while keeping 

the clean, distraction-free feel.

Pet Vitals
UX | Mobile App

View Lo Fi

https://www.figma.com/proto/7rR6WiNIb3KNvS3lzJRZgT/UX-2-Project--5--Choose-Your-Own?node-id=3229-221&p=f&t=oPg7FshFQjvPLdn0-1&scaling=scale-down&content-scaling=fixed&page-id=5%3A5&starting-point-node-id=3229%3A221


Hi Fi & Solution
Each screen was built to make daily health tracking 

quick and stress-free. I made sure reminders are 

front and center, pet profiles are easy to navigate, and 

emergency tools are always within reach.

This solution ties directly back to the project goals. It 

helps users manage medications, vet visits, allergies, 

and health logs without clu�er or distractions. The 

updated color scheme, layout, and navigation all work 

together to create a simple and reliable experience 

for everyday use.

Pet Vitals
UX | Mobile App

View Hi Fi

https://www.figma.com/proto/7rR6WiNIb3KNvS3lzJRZgT/UX-2-Project--5--Choose-Your-Own?node-id=3565-1225&p=f&t=42uQd8kqUuFmMFcx-1&scaling=scale-down&content-scaling=fixed&page-id=3565%3A1113&starting-point-node-id=3565%3A1225&show-proto-sidebar=1


Overview
Design a fun, stress-free virtual pet app that gives 

users a simple way to feed, play, and care for ocean 

animals. The goal was to create quick, rewarding 

interactions that feel natural on a small screen while 

keeping everything accessible and easy to navigate.

Dates:  November 2024

Methods / Tasks

•	 Goal se�ing and early sketching

•	 Competitive research

•	 Low-fidelity wireframes

•	 High-fidelity prototypes

•	 Usability testing and feedback

Tools

•	 Figma 

•	 Adobe Illustrator 

•	 Adobe Stock

Aquatic Pocket
UX | Watch App



Planning
I was given a project brief that explained the goals, 

audience, and requirements for the app. It helped 

me understand what kind of experience we were 

aiming for  something fun, easy to use, and low 

pressure. I used that information to guide my early 

design decisions, especially around accessibility, 

customization, and making interactions feel quick and 

rewarding on a small screen.

Aquatic Pocket
UX | Watch App



Research
I was given a persona that focused on someone with 

a busy lifestyle who still wants quick, stress-free ways 

to relax. That helped guide my design toward simple 

interactions that feel rewarding without taking too 

much time.

I also was given a comparative assessment that 

allowed me to review a range of classic and modern 

virtual pet games. Looking at what worked and what 

didn’t helped me shape the app around short, fun 

tasks that are easy to do on a smartwatch. I wanted 

it to feel playful and stress-free, not something that 

adds pressure to the day.

Aquatic Pocket
UX | Watch App



Lo-Fi
I built low-fidelity wireframes to map out the core 

actions of feeding, playing, and caring for the virtual 

pets. I had five peers test the wireframes and give 

feedback on the overall flow, clarity of interactions, 

and usability on a small screen.

The feedback helped me spot areas where animations 

could be smoother, bu�on placement could be 

be�er, and simple features like feeding needed 

more interaction to feel complete. It also confirmed 

that the core idea of quick, rewarding interactions 

was working and keeping users engaged without 

overwhelming them.

Aquatic Pocket
UX | Watch App

View Lo Fi

https://www.figma.com/design/YyWIAsnZ00OjmHD7U6bO4C/UX-1-Project--4--Virtual-Pet?node-id=1209-11988&t=qSCaNOssu3zw1Ao5-1


Hi-Fi & Solution
The final app design focuses on quick, simple 

interactions that feel natural on a smartwatch. Users 

can feed, play, and care for their ocean pets with just 

a few taps. Clear feedback animations, like bubbles 

during feeding or pet reactions during play, make the 

experience feel lively without being overwhelming.

This design meets the project goals by keeping the 

experience stress-free, easy to navigate, and fun to 

come back to. It gives users a way to connect with 

their pet in short, satisfying sessions that fit easily into 

a busy day.

Aquatic Pocket
UX | Watch App

View Hi Fi

https://www.figma.com/proto/gINdHfMbuBObDdTaZuFWWn/Hi-Fi-V2---Virtual-Pet?node-id=1283-39&t=X9gf24ZAqX5geGr5-1&scaling=scale-down&content-scaling=fixed&page-id=6%3A49&starting-point-node-id=1283%3A39


Overview
Create a mobile app to encourage sustainable habits 

and community engagement through clean-up 

events and local resources. The goal was to build an 

approachable, user-friendly tool that supports safer, 

cleaner, and more connected urban living.

Dates:  April-May 2025

Methods / Tasks

•	 Project brief

•	 Empathy map

•	 Comparative assessment

•	 Low-fidelity prototype

•	 High-fidelity prototype

Tools

•	 Figma 

•	 Adobe Stock

Team Members

Emilee Lendon – Designer

Michael Bushyeager – Designer

Hannah Green – Designer

Brady Dotson – Lead

Eco Engage
UX | Mobile App



Planning
We started with a detailed project brief that outlined 

the UN Sustainable Development Goal we were 

focusing on, as well as the specific needs of Spokane 

residents. It helped us understand the challenges 

around housing, public transit, and community 

involvement. From there, we defined our problem 

space and began shaping the app around local 

engagement, accessibility, and sustainability. The brief 

gave us a solid direction for building features that 

actually respond to community needs.

Eco Engage
UX | Mobile App



Research
We created an empathy map to understand what 

people in Spokane need when it comes to sustainable 

living and community involvement. It showed that 

many people struggle to find local events, feel unsure 

about how to get involved, and often do not have 

access to clear or up-to-date information. It also 

highlighted what would actually motivate users, like 

feeling part of something bigger, being recognized, 

and seeing real results.

We also did a comparative research assignment 

using Spokane-based data and local tools. A lot of the 

existing resources felt sca�ered, outdated, or hard to 

use. That helped confirm the need  for a clean, focused 

app that puts everything in one place and makes 

sustainable choices easier to access.

Eco Engage
UX | Mobile App



Lo-Fi
We started with a user flow chart and wireframes to 

lay out how users would move through the app and 

interact with key features like sign-up, location, events, 

and community tools. These early designs helped us 

figure out what content needed to show up when and 

how to keep the experience simple and direct.

We shared the lo-fi prototype with people outside of 

the group to get a fresh perspective. Their feedback 

helped us catch small usability issues, improve visual 

contrast, and rethink how we introduced features like 

location and community se�ings. It pushed us to make 

the design clearer, more user-friendly, and be�er 

aligned with how people actually explore and engage 

with these kinds of tools.

Eco Engage
UX | Mobile App

View Lo Fi

https://www.figma.com/design/kX22BsEaMtM6y8iyKskG7U/UN-Sustainability-App?node-id=55-102&t=DF04dvCZ5pL1TktN-1


Hi-Fi & Solution
The final design emphasizes clarity, accessibility, and 

ease of use. Updates to layout, color contrast, and 

navigation improve how users move through the  

app and interact with sustainable opportunities in 

their community.

The revised screens streamline location setup, 

simplify event discovery, and improve the visual 

balance across the interface. These changes support 

the overall project goals by making sustainable  

action more approachable, locally relevant, and easy 

to access.

Eco Engage
UX | Mobile App

View Hi Fi

https://www.figma.com/proto/kX22BsEaMtM6y8iyKskG7U/UN-Sustainability-App?node-id=2001-4043&m=draw&scaling=scale-down&content-scaling=fixed&page-id=2001%3A2102&starting-point-node-id=2001%3A4043&t=cXR0NuLqAvYsLbyb-1
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