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CLICKDOTS TO JUMP
THROUGH SECTIONS ’

Hithere, 'm KAMBRIA.

I’'m a designer who loves animation, motion graphics, and video
editing. | bring a strong backgroundin and

, which allows me to create things from the ground up.
| use storytelling, design, and technical skill to bring ideas to life
through bold visuals.

Growing up, | wanted to be a dinosaur. Obviously, that didn’t work out, so | started
dreaming about becoming a paleontologist, marine biologist, orzoologist. Then |
realized drawing them was actually the fun part.

Games like Dino Park Tycoon and Zoo Tycoon became my early playground for
empathy, planning and design, teaching me how to create spaces where every
creature could thrive. That early curiosity still drives me today. Whether I’m drawing,
animating, or building games about animals, I'm happiest when my work celebrates
their stories, inspires care for the world they live in, and reflects a sense of belonging
and equity for all.

Projects marked with a leaf highlight my passion for environmental, educational, and /

interpretive storytelling through design, connecting creativity with nature and purpose.
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A deceptively stil tump
that suddenly sprouts limbs
and sharp claws when close.

Camouflage: Immune to ranged attacks.
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Five-week solo project combined research,
Al-assisted illustration, game design, and
physical production to create a complete,
playable tabletop experience.




FROMIDEA TO BOARD GAME IN 5 WEEKS

Little Feats is a quick, replayable RPG board game for 2-4 players, blending dice-based combat,
exploration, and leveling into a modular world that changes with every session. Through Al-assisted

design and hands-on development, | learned how to balance creativity, mechanics, and production. Al
helped to transform a digitalidea into a tangible, fully playable experience in 5 weeks.
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RESEARCH

Before creating anything, | spent weeks studying board game design. | analyzed mechanics, stat
systems, and difficulty curves across 25+ games, from Betrayal at House on the Hill to Gloomhaven.

lused aresearch table comparing elements like balance methods, replayability, and pacing. This

analysis shaped Little Feats’ modular tile system, loot distribution, and level-up structure, ensuring
that every round felt fairand fun. What started as a 5-week challenge to make a board game became

an obsession with building a world that felt alive in every tile and turn.
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PLANNING PHASE

| sat down and thought of the theme, characters, events, items andlocations | wanted to exist in this
game world. Little Feats is a play on words, as they accomplish little feats, they also all have little feets.
This felt silly and fun and helped me think about size and scale for monsters and characters. Everything
endedup small and perfect fora small creature experience.
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EARLY PROTOTYPING “ PAPER TESTING

After defining my mechanics and balance goals, | started with arough paper prototyping using sticky
notes, sketches, and handwritten cards. This phase helped me test stat systems, event pacing, and
tile interactions before any digital work began. Each quick playtest revealed where numbers broke or

gameplay stalled, allowing me to refine rules and simplify mechanics early.
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VISUAL DEVELOPMENT & AIEXPLORATION

Once gameplay felt solid, | shifted focus to visuals. Using Leonardo Al and ChatGPT, | generated
conceptart formap tiles, loot cards, and character illustrations. Over 20 hours of prompting and
iteration wentinto achieving a consistent aesthetic that matched the tone of Little Feats.

A big part of the process was building a cohesive world that felt both charming and fantastical. The
characters have a slightly hand-drawn look, standing apart from the more polished, Al-assisted items
and environments. That contrast helps players feel like these small, quirky heroes are exploring a world
much bigger than themselves. Each playthrough reveals a new map layout and mix of events, ensuring
that no two adventures ever feel the same.

Search <) New ¥

{
J

¥




2D

3D

3D Printed

3D MODELING & CHARACTER PRODUCTION

Forplayer pieces, lused Tripo Al to convert my 2D Al-generated characters into 3D models, then
refined them in Blender for print stability.After 15+ hours of 3D printing, sanding, priming, painting, and
sealing, the characters came to life as tactile, paint-finished miniatures.




GAME DESIGN & FINAL PRODUCTION

With visuals and mechanics finalized, Imoved into production. | designed all player cards, map tiles,
event andloot decks, the game box and a printed rulebook. After multiple test prints and adjustments
to color, layout, and bleed, | sent off the files for the final pro-printed version of Little Feats. |had a

physical game in my hands 5 days later.
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RuBy KEY GLITTERING MOTH FLAME SALAMANDER

[ !
A dazzlingly large moonlit moth A deceptively still tree stump A massive, battle-worn toad A glowing salamander with a A sleek wolf with icy breath

with shimmering, hypnotic wings. that suddenly sprouts limbs 1 with razor-sharp thorns growing tail of flames, leaving charred that chills the air and Freezes
and sharp claws when close. its ground wherever it moves. its prey in their track
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RuBy Key ENCHANTED GUINEA KING EMBERHEART PHOENIX THE SHADOW KING

A regal, magical guinea pig with
a shimmering horn that radiates
deceptive aura of innocence.
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SEE MORE

KXMBRIA.COM/
LITTLE-FEATS







IKNRD

A youth-focused campaign with the Kalispel Natural Resources Department to raise awareness of native fish.

Collaborated with Ashleigh Hughes and Brittany Wallace on design, copy, and interactivity. | created the
illustrations, coloring book, rack card, and video game component. Ashleigh refined layouts and signage, while
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Brittany handled copywriting, booklet design, and production,




# CAMPAIGN APPLICATIONS

This project extended across multiple mediums to reach a young audience. Our team created

KNR

educational print materials, apparel, and an interactive fishing game to help kids connect with native
fish and conservation in a fun, memorable way.

o PROJECTTYPE

Educational Campaign
(Youth Audience)

o ROLE

lllustrator, Designer, & Game Dev

o TOOLS
lllustrator, Procreate, InDesign,
Construct 3, & Powerpoint

© COLLABORATION
Ashleigh Hughes and Brittany Wallace

@ CLIENT

Kalispel Natural Resource Department

Rainbow Trout (ITaaycést) Brook Trout have lines like

are fast and fun, they wiggly worms, and live in

shimmer bright beneath the streams with twists and

sun. Some stay in streams, turns. But mixing fish is not

some head to seq, But love ideal, they crowd out

cool water, wild and free! natives, that's the deal! Learn how we care for rivers,
fish, and forests at posri.org

ENDORELE  Kalispe] G rERRNE  Kalifel .. PEND OREILLE  gajiipe]




COLORING BOOK - EDUCATIONAL MATERIALS

The coloring book introduced kids to local fish species through fun facts and approachable
illustrations. It was designed to make learning feel personal and creative, encouraging kids to

recognize and care about the native fish in their area.




INTERACTIVE FISHING GAME

| created aninteractive fishing game as an extra element for the project, which the client loved. It was
not part of the original brief but expanded the campaign’s reach through play. The game lets players
catch and identify the native fish found in local rivers, rewarding curiosity while reinforcing what they

learn from the print materials.
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CAMPAIGN MERCHANDISE

The campaignillustrations were adapted into stickers, bumper stickers, and apparel to expand
community reach. These items turned the fish artwork into wearable, shareable ambassadors for the

Kalispel Natural Resources Department’s native fish initiative.
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CLIENT FEEDBACK - OUTCOME

The Kalispel Natural Resources Department selected our project for its youth education programs.
They praised the campaign’s professional quality, playfulillustrations, and expanded deliverables like

apparel, stickers, and an interactive fishing game.

“Perfect fit for elementary school audiences — playful, fun, and educational.”

“This was the best presentation. On parwith presentations we've seen from our
design agency partners — fantastic job!”

“The illustrations were my favorite. Beautiful use of colorand movement,
adorable and professional.”






Spokane

RIVER KEEPER

A conceptual redesign for a local nonprofit, blendin
illustration and branding to represent a clean, thriving
riverecosystem. The ‘S’ shape reflects Spokane’s
connection to the river and reinforces the organization’s
mission to protect local waterways.




7/ RESEARCH & CONCEPT DEVELOPMENT

| started by looking at a mix of wildlife, fish, novement, and waterlogos to get a feel for how others show
/ ) energy and life through simple shapes. | wanted this logo to feel like Spokane in a snapshot, something that
‘*W - reflected the area’s wildlife, river, and overall sense of movement. | focused on showing healthy, thriving

| nature and finding a balance between local character and clean, modern design.

pokane

RIVER KEEPER

e PROJECTTYPE
Brand Design /
Conceptual Logo Redesign

e ROLE
Designer — Concept, lllustration,
& Brand Development

e TOOLS =" [INNETRISTA SCHRODINGER
lllustrator, Photoshop, & InDesign CEHTRHL -ONSULTING
AWARD
2024 Spokane ADDY’s

Cobalt Award

REVIEW THE BRAND

Spokane Riverkeeperis alocal nonprofit that works to protect, preserve, and restore the Spokane River
and its watershed. Their mission focuses on keeping the river clean and healthy for future generations. They
envision a Spokane River where native fish thrive, pollution is eliminated, and the community stays actively

involvedin protecting local waterways.



SKETCHING & EARLY CONCEPTS

S —— S

| started by sketching ideas that combined movement, wildlife, and a sense of flow. | wanted to explore
how the river could be shown through simple, recognizable shapes. Some sketches includedlocal

landmarks, while others focused on the fish and the river’s motion. This stage helped me find the

balance between something natural and something that felt like a clear, modernlogo.

Spokane

RIVER KEEPER
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RIVER KEEPER

DESIGN & ITERATION

Oncelchose the concept that felt strongest, | refined the shapes and simplified the details to make the
logo clean and scalable. | tested different line weights, spacing, and color options to find a balance that felt
natural but still professional. The final design combines a stylized salmon and flowing waterin the shape of
an“S,” tying back to Spokane and the idea of a healthy, moving river. | built out a fulllogo sheet with color
variations, fonts, and applications to show how the mark could work across print and merchandise.
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REFINEMENT & FINAL DESIGN

E———

Oncelchose the concept that felt strongest, | refined the shapes and simplified the details to make the

logo clean and scalable. | tested different line weights, spacing, and color options to find a balance that felt

natural but still professional. The final design combines a stylized salmon and flowing waterin the shape of

o . W an“S,” tying back to Spokane and the idea of a healthy, moving river. | built out a fulllogo sheet with color

SpOkane variations, fonts, and applications to show how the mark could work across print and merchandise.
RIVER KEEPER

CLIENT | Spokane River Keeper

Spokane

RIVER KEEPER

S
pRIVER KEEPER

Spokane Riverkeeper is a guardian and advocate
for the Spokane River and it's watershed.

This logo focuses on a clean river, the life in that Source Code Variable
river to imply a healthy river, and the S shape to

use Spokane’s initial, intending for it to feel more
specific to the Spokane River.
CMYK (4-color process) SRGB  (on-screen/digital) ® cvvk (4-color process) SRGB (on-screen/digital) a b C d e |

€ 53.05 M: 4.72 R: 100 G: 196 B: 2391 C: 96.18 M: 69.04 Ri2G:52B:681

¥: 00 K:00 V:51.45K: 48.13 Cocogoose

Pantone (Spot Color Printing) Hexadecimal (web) Pantone (Spot Color Printing)  Hexadecimal (web) ABC D E FG H |J KLMN O P
PMS 630 (Uncoated) #66C4Ef PMS5 5463 (Uncoated) #023444 &%

PMS 207 (Coated) PMS 547(Coated) abcdefghijkimnop

prEPARED BY: KAMBRIA SCHAFFER For design related questions or other inquiries, contact; KX [:3[-|C1@(3 macil.com



AWARD & RECOGNITION

— ——

Oncelchose the concept that felt strongest, | refined the shapes and simplified the details to make the

logo clean and scalable. | tested different line weights, spacing, and color options to find a balance that felt

~4 W g ' natural but still professional. The final design combines a stylized salmon and flowing water in the shape of
- o an“S,” tying back to Spokane and the idea of a healthy, moving river. | built out a full logo sheet with color
SpOkane variations, fonts, and applications to show how the mark could work across print and merchandise.
RIVER KEEPER

AWARD RECOGNITION

Recipient of a 2024 Spokane ADDY'’s
Cobalt Award for Elements of Advertising:
Visual: Logo Design.

ORGANIZATION FEEDBACK

“Wow! That is really impressive. | love the moving
water and the fact that the fish really begins to
look like a salmon.”

— Jerry White Jr., Spokane Riverkeeper
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/ What is a bioswale?

Clean water is one of the most important issues facing humans and the rest of our planet. Aftar a

I
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big rain, wpfurrunol‘fpicks up many pollutants that are carried into storm drains, streams, and the
Spokane River. Bioswales aro landscaped depressions that collect runoff from rocfs, streets, or
parking surfaces. These are areas that accumulate engine oil and deicer, or soils and fartilizers.
Local examples can be found along Country Homes Blvd. and the Valley Mall parking lots. Y
Bioswales clean the water naturally through biclogical and physical pro « Bioswales cap ;
polluted water, and the plants and soils inside of them allow the poliutants 1o settle and be filtared
out. Microorganisms then play a major role in changing substances into nutrients for those plarts,
insoluble products, or harmless products. This bioswale serves as a landmark for equitable and .
Coliege..

engaging learning opportunities and sustainability efforts at Spokane Falls Community
gaging

Teaching _
and Learning

This biaswale serves as a leaching
and leaming tool for multiple life
science laboratory courses

providing hands-on leaming
expenences. It features native plants

and is used by Botany students for
observation. Microbiology students
wiew organisms sampled from the
water. “Insects and People™

students collect both terrestrial and
aquatic insects. Environmental
Science students may design
expériments focusing upon aspects
of the ecology of the pond.

Having the bioswale allows students

the option of easily collecting
samples and specimens without
requiring transpor tation elsewhere.
LEARN MORE
[Of=r553 %40

EnNvIRONMINTAL SCIENCE
sfce.spokane.edu

This sign was dm-pncdmd;uodwod in
collaboration between the Life Sciences
Departmant and the Graphic Desgn Chub.

The Importance of
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An educational sign created for SFCC’s newly installed
bioswale, designed to teach visitors how the system filters

and purifies rainwater while supporting local wildlife studies.




7/ INTRODUCTION & CONTEXT

SFCC’s Science Department reached out to the Graphic Design Club to create an educational sign for
anewly installed bioswale on campus. As president of the club, | helped organize the project and later

steppedinto complete the final design after the initial concept was drafted.

Zsﬁr’ffnzgt':'fsl.gnage ; The project began with an early student layout that provided the foundation for content structure. From
ratcational Dosigh there, | refined the composition, established a cohesive color palette, and improved readability to ensure
,fez;fer_ b the design felt both scientific and approachable. My goal was to make complex ecological concepts easy
N ar e orsina o to understand while maintaining clarity and visual harmony.

TOOLS

lllustrator

Native Plants P
What is a bioswale? ool ; What is a bioswale?
: orem ipsum dolor sit L
Lorem ipsun dolor sit amet, cons ectetuer adipiscing elit, sed amet, cons ectetuer adipi-
diam nonummy nibh euismod tincidunt ut laoreet dolore scing elit, sed diam
ragna aliquam erat volutpat, Ut wisi enirn ad minim veniam, nonummy nibh edismod
quismostrud exi tation ullamcorper suscipit lobortis nisl ut tincidunt ut laoreet
Lorem ipsum daolor sit amet, cons ectetuer adipiscing elit, sed dolore magna aliqguam
diam nonummy nibh euismod tincidunt ut laoreet dolore erat volutpat, Ut wisi
enim ad minim veniam, |
The Impo rtance Of Sustaina I’illtyr quis nostrud exerci tation
er adipiscing elit, sed ullamecor
et dolin

=rat volutpat. Lit
tation ullamecor

:diam nanummy nibh euismod tincidunt ut la

| iam,
'Hui(. nostrud exerci tation

[The Importance of Sustainability Ll
| l.! amcor

Lorern ipsum daolor sit amet, consectetuer adipiscing elit, sed
diam non LS| inci 3 s
magna aliqua 0 R
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GUIDED BY SCIENCE

Collaboration with SFCC'’s Science Department guided every stage of this project. Sincelamnota
science major, I relied on their expertise foraccuracy while translating complex ideas into visuals that felt
approachable.

Eachrevision was shaped by their feedback. They spoke science, | spoke design, and through that back-
and-forth we found a shared language. The focus gradually shifted from plants and water flow to the
microscopic life forms that drive the bioswale’s filtration system.

This process taught me how to balance technical accuracy with visual clarity through collaboration and

experimentation.

| | | | What is a bioswale? Local Wildlife
What is a bio Local Wildlife Nsgir 4, fi ™ i dolo

magna afiquam eta
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REFINEMENT = ITERATION

Once the content direction was established, | focused onimproving clarity and cohesion. Each design
round balanced scientific detail with hierarchy, contrast, and alignment to make information easy to follow.
I refined the color palette to feel natural yet engaging and adjusted typography for clear readability both up

close and from a distance.

Alongside visual refinement, | guided the team through copyright and image sourcing, helping identify
visuals that were either original, licensed, or creditable foruse. Working closely with faculty, | refined
placement and structure to build a layout that felt accurate, approachable, and visually unified.

SFCCBIOSWALERSFCCBIOSWALE
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LEARN MORE

 What you can't see is imporfant.



FINAL DESIGN

The final layout delivers a clear, approachable explanation of how the bioswale filters and purifies rainwater.
The design combines detailed illustrations with labeled sections, guiding viewers through each step of the
process. Natural colors and simple icons help communicate scientific information in an inviting way for all

ages.

Afterapproval, the design was printed on durable outdoor signage and installed near the Science Building
on SFCC’s campus. The finished piece now serves as both an educational resource and a visual reminder of
the college’s commitment to sustainability. The completed sign was installed in Spring 2024 and received
positive feedback from SFCC’s Science Department and faculty team.

SFCCBIOSWAL

What is a bioswale?

Clean water is one of the most important issues facing humans and the rest of our planet, Aftera
big rain, water runoff picks up many pollutants that are carried into storm drains, streams, and the

Insects

parking surfaces. These are areas that accumulate engine oil and deicer, or soils and fertilizers.
Local exampies can be found along Country Homes Blvd. and the Valley Mall parking lots.

the water naturally h biological and physical processes. Bioswales capture
the plants and soils 2 of them allow the pollutants to seftle and be filtered

insoluble products, or harmiess products. This bioswale serves as a landmark for equitable and

engaging learning opportunities and sustainability efforts at Spokane Falls Community College. 2R

Native Plants

Teaching _ The Importance of
and Learning Sustainability

¥ Seethesigninpersonatthe south
entrance of the Science Building,
located between the building and the
frontroad at 3410 W Whistalks Way,
Spokane, WA 99224.

LEARN MORE

AR TAL  Scatnie
sfee.spokane.edu
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POWERED BY

STCU

STCU partners with local high schools to celebrate school spirit through customized
video-board animations that match each school’s fight song and colors. |, as the
Video Content Creator Intern, created a series of short animations for their video
boards, using each school’s colors and themes to match their fight songs. Every
piece ends with a branded ‘Powered by STCU’ moment to keep the energy cohesive.




PROJECTTYPE

Video Series

ROLE

Designer — Concept, lllustration,
Animator & Video Editor

TOOLS
lllustrator, Photoshop, & After Effects

CLIENT
GSL (Greater Spokane League)

IDEATION

Before animating, | collaborated with our Community Impact Manager to contact each participating
schooland collect their fight songs, logos, and official colors. Every school had its own tone and
personality — from classic marching band energy to bold modern branding — which helped shape the
pacing and design of each animation. This step made the project feel truly connected to the schools,

grounding every STCU piece in authentic local spirit.

Fight Song Lyrics:
“Loyalonesof the OI' LC
Fight for Orange and Black”




COLLABORATIVE GATHERING

STCU provides these video boards to local schools, which agree to play atleast 60 seconds of STCU
content pergame or event. The Brand Marketing team wanted something more personal, so | suggested
using each school’s fight song as the foundation for custom animations. After experimenting with different
mixes of music, colors, and graphics, we landed on a version that paired each school’s colors with a
supportive STCU bullhorn graphic, ending with the “Powered by STCU” logo.

Mead High School’s video board




VISUALRHYTHM IN MOTION

| designed and built a custom motion system from scratch, creating a consistent rhythm across over

20 unique schoolanimations. Each piece introduced school colors, repeated chants, highlighted
logos, and ended with the STCU sign-off, uniting them into one cohesive visual language. Developed
entirely in lllustrator and After Effects. These animations brought school pride to life across the
region, building excitement and connection through STCU’s community partnerships.

A 4

GO BEARS!

‘







BER TS

A YOUNG SAUROPOI

Original 3D character animatio
builtin Blender, from concept
sketches to final scene renderi

SCANTO WATCH

bit.ly/beryl3d


http://bit.ly/beryl3d
http://bit.ly/beryl3d

Berylis a young sauropod wandering through a glowing, enchanted forest. He stops to sip froma
shimmering lake, wanders through clusters of fireflies, and pauses for a small snack. The animation
captures a playful and fantastical mood with rich, magical lighting. Beryl’s quiet journey reflects

AYOUNG SAUROPOD curiosity, peace, and the wonder of discovery in a dreamlike world.




CONCEPTS & SKETCHES
Early concept sketches, colorexploration, and inspiration pulled from The Land Before Time. The goal
was to design a soft, approachable young sauropod with a nostalgic, storybook feel.
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MODELING, SCULPTING & TEXTURING

Built and sculpted Berylin Blender, starting from a clean base mesh focused on proportion and
silhouette. Afterrefining forms and surface detail, | retopologized the model for animation and created
a custom UV layout. The final hand-painted textures emphasize softness, warmth, and a storybook

A YOUNG SAUROPOD

quality that fits his gentle personality.




RIGGING, ANIMATION & RENDERING

Rigged Beryl with a simple control system for expressive posing and smooth deformation. Focused
on natural, playfulmovement to reflect his gentle personality. Final lighting and rendering were done in
Blender, using soft, diffused light and warm tones to create a dreamy, storybook atmosphere.

A YOUNG SAUROPOD




SCANTO WATCH
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THANK YOU FOR CHECKING OUT MY WORK

KXMBRIA@GMAIL.COM v KXMBRIA.COM
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