Christine Jung

Miami, FL
(412) 519-4999
christineart426@gmail.com

christinejung426.com

Education

AR/VR Prototyper and Interactive Designer specializing in spatial interaction,
Unity/Unreal prototyping, and user-centered immersive experiences. Experienced in
translating ambiguous concepts into functional demos, identifying UX friction through
playtesting, and iterating across design, technical, and visual systems.

Experience

Carnegie Mellon University
Pittsburgh | 2022-2024

Master of Entertainment Technology
GPA: 3.93/4.0

Sogang University
Seoul | 2017-2022
B.A.S. in Art & Technology

B.A. in Psychology

Skills

Design & Al

End-to-end product design,

High-fidelity Prototyping, Rapid prototyping,
Usability Testing, Cross-functional
collaboration, Al-Assisted Development
(LLMs, Claude), Interaction Design, Visual
Design, 3D Prototyping, VR Experience
Design, Procedural Workflows

Awards & Recognition

80LV Showcase Competition
Granny'’s Baking Kitchen (Unreal)
1st Place Winner, 2026

Grant for Al Course Development
$5,000, University of Miami, 2025

Communication Arts Interactive
Flow, Winner, 2025

SXSW Innovation Awards
Flow, Finalist & Showcase, 2025

Dreamin Hanwha Blockchain Hackathon
ViewDeFi, 1st Place Award, 2021

University of Miami | XR Creative Director & Lecturer

Aug 2024 — Present - Coral Gables, FL

- Directed 6+ VR/XR projects at a simulation lab, conducting hands-on UX
evaluations to identify interaction friction and guiding teams to implement solutions.
- Instruct courses including Creative Coding (C#/Unity), Game Design, Interaction
Design, and 3D Production.

Universal Creative | Interactive Media Design Intern

Sep 2023 — Dec 2023 - Orlando, FL (Super Nintendo World)

- Translated CAD data and 2D concepts into 1:1 scale 3D prototypes in Unreal
Engine, allowing stakeholders to validate spatial flow, scale, and guest experience.
- Partnered with cross-functional teams and navigated Nintendo's strict IP approval
pipeline to establish high-fidelity visual targets, ensuring seamless translation from
digital concept to physical product.

S-SHO | Founding Product Designer

Mar 2019 —Jun 2021 - Seoul, Korea (Freelance)

- Collaborated with the Lead Designer to establish a Ul design system and translate
initial wireframes into polished, high-fidelity interfaces.

- Led 0—1 design of "Fashion MBTI" viral marketing project; employed an agile,
execution-focused approach by bypassing traditional low-fidelity stages to rapidly
deliver a polished, high-fidelity experience.

Projects

Swampocalypse VR | Spatial UX Lead

Aug 2025 - Dec 2025

- Identified UX friction from FOV-blocking Ul in a 6-DOF VR experience and
redesigned it into diegetic Ul, clearer onboarding, and more comfortable guidance.

- Refined visual hierarchy and onboarding based on user testing to improve comfort,
readability, and immersion for a Steam-ready release.

Flow | XR Prototyper

Jan 2024 — May 2024

- lterated on controller-free gesture interactions through 70+ playtests with 100+
users, identifying friction points and collaborating with engineers to refine the flow.
- Developed real-time visual feedback systems, including dynamic fog and outline
cues, to guide user attention across a large-scale curved-screen environment.


http://christinejung426.com

