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I began my design career entiraly by accident. In high school |
had no idea what | 'was going to do with rmy life, but | knew |
liked to draw. | needed to choose an elective one year, o [ took 3
drafting class, which tumed ocut to be both extremely easy for
me and something | truly enjoyved doing. My teacher atthe time
suggested | look into architecture as a major.

After | graduated, | attended a junior college in Bakersfield
whose architecture program mirrored that of both of the Cal
Poly schools. It was hard, but | did well, especially in the design
cide of the prograrm. wWhen | transfered, | was declined at San
Luis Obispo, but Pormona took me as a graphic design major,
not architecture. still, the hard work I'd done in architectura
cartainty sarved me wall in graphic dasign.

After | graduated, | continued to grow as a designer and an
illustrator, working at the Tony Award-winning theatre South
Coast Repertory and the tech industry focused design fimm
Binary Pulse in Orange County before moving up tothe San
Fermando Valley.

In the course of doing a wide variety of print projects —from
trade magazine layouts, conference collateral, logo design, spot
illustration, and packaging design —I also taught rmyself to
code in HTML and CS5, with some Javascript on the side.

sCaltiornia Stats Polytachinks Unkerdty, Pomona

This portfiolio distills what I've accomplished over the course of 2
25-vear caresr in design and product management. Being an
iNustrator, designer, ULUX developer, product manager, data
analyst and brand innovator has provided me with 2 wide

range of skills, not all of which are easily represented visually.
The projects | showcase here demonstrate many of the critical
gkills and the range of work I'mn capable of completing.

The projects were chosen to display the skills and talents | fael
are my strongest, which include projects that combine
innowvative creative thought and artistic skills with analytical and
rmanagameant skills. Most importantly, though, thase projects
wiere chosen bacause they are developead solely by mea. In many
cases there were stakeholders invohleed in the final decisions of
branding or product developmeant, but | was the only source of
concapts and ideation for all of the projects presented hera,

| donot think a job tikle or label sufficiently encompasses what
any individual is capable of, but it does give those unfamiliar
with that individual an idea of what they believe istrue about
themsehes. Having said that, | will try to introduce rmysealf.

My name is Graye smith, and | am a creative innovation explorer.



Beginning in 2005, | began creating tee shirt graphics fora
community-orented apparel site called threadless com. At the
tirmne, their approach was unigue and imventive — artists would
submit their ideas for tee designs to the site and the community
wiould vote on the designs. The higher the vote, the more likely
the design would be produced and sold in each weeakly release.

ky designs weare selected ten times for printing, and v bean
running a portal selling my work on thea site ever since.

Wisit the store at grayehound.threadless.com.
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I'was responsible not only the logo concept for the consurner
survey panel site iPoll, but also the entire brand systern, and |
wiorked closely with a large tearn on the product developrment
of the website and its related app. This was rmy first exposure to
professional product developrment, which featured gathering
user sentiment about brand updates, analyzing metrics of
usability, and understanding the symbiotic relationships
between design and usability in a product.
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Mow turn those thoughts into rewards...
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about the products and services you use
every day. Plus, you can do it wherever you
are: at home, in the office, at the beach, on
a walk...amavhere!




Expanding on my experience working on the iPoll brand, 1 was
made product manager of the consumer survey panel site
PointClub. | was responsible for developrnent of all site
functions — brand developrment, marketing direction, and user
interface developrment —which afforded me the opportunity to
test innovative ideas frorm game theory and behavioral

psychology to successfully increase user retention and
engagerment. Combining the ability to gather user data easily
and apply behavioral mechanics in a controlled science-based
meathodology, | 'was quickly able to correct usability issues.

Wigit the site at www pointclubcom.
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This is the concept design and product layout for an onling
betting website that uses advanced generative Al invirtually all
aspects of the site. | am leading a team that is pioneering the
use of an gen-Al system to produce the base code for the site
from images produced directly from iy Figrma design files.
My role from the beginning was to define the product,
identify the user problern, and understanding
the space in which this product will live
and prosper.



PointClub Product Innovation — Panel Score

Civen the transactional nature of the relationship between
PointClub and the user base, fraud is a constant problem.
Relving heavily on concepts from behavioral economics,
including (but not limited to) Richard Thaler's development of
the "nudge.” | developed a user quality scoring systermn that
successfully evaluated the reliakility and trustworthiness of a
user based on nurmerous factors, such as account activity and
on-going security evaluations. These factors, each beaing
assigned avalue, wera surmmed into a score betwesn O and 100,

once in place, | could identify groups of users with highly
suspect activity, as well as identify the strong central core of the
user base. User behavior could be easily modified by identifying
actions that would positively or negatively affect their score,
thus increasing or decreasing rewards, respectively.

Using what was revealed by the Panel Score, | have plans laid to

expand on this first step in sevaral ways:

« Develop statistical analyses of the resulting scores against
other criteria, such as profiling data accuracy, to test for
correlations between these data points

« Build probability models and machine learning tools to
quickly identify users with similar Panel Scores and profiling
points, and assess the likelihood that users would be able to
complete specific surveys,




PointClub Product Innovation — Dynamic Profiling

The main reason users join the online market research site
PointClub is to earn rewards completing surveys. Using profiling
data collected throughout the user’'s lifespan on the site, surveys
are displayed to users on their survey dashboard based on how
closely the user matches the targeting criteria of the surseys,

The problern that occurs is when usars only have partial
targeting data for a survay in their profile.

| developed a very quick and very easy way for users to provide
answers to unanswered screening questions in a fun, productive
and easy way, called the Dynamic Profiler.

Duestions that would decide if a user would orwouldn't access
a survey are gathered at the top of the user's dashboard. Ifthe
answer to the displayed question would letthe userinto 3
survey, they would receive a bonus to the displayed reward
earnad by completing the sursey. In thisway, user clicks to get
into surveys are reduced, profiling improves dramatically, and
users gain extra bonuses for engaging in a process both critical
for data developrnent, but also for business success,

Quality-control questions were seeded in to make cartain users
wiere paying attention while answering questions, as wall.



If you arent familiar with what a Pecha Kucha is, neither did |
when I'was given producing one in a class for my Master's
degres at USC.

A Paecha Kucha is a 20-slide presentation, whare each slide is
automatically forwarded every 20 seconds. Thetopic could ba
anything, but this format forces you to pay close attention to
your time and pacing in the pressntation.

| chose as rmy topic a more difficult challenge — turning rmy
Pecha kucha into a game that | played with my classmates.
Doing this gave me a chance to share some game theory
concepts with the class.

I had aweek towrite the script and draw the 20 slides, 5o it was
vary fast sketches, all done in Procreate.

If you'd like to watch the full presantation, it can be seenon t



Game Desigh —
The Last Train from EIl Castigo

The Last Train from El Costigo is a card game | am developing
on iy own. The game is a twisted, wild version of solitaire that
asks players to attermipt to save their possessions from six
thieves. If the player can save at least F100 worth of possessions,
they will be able to buy a ticket on the last train out of the little
Old West boormitown of El Castigo. This is the second game Ive
developed and is part of a series of three games that tz2ll the
story of this weird little town.



Trade Magazine Layout and Design

For several years I'was senior graphic designer for the
publishing company ToSmedia, where | worked on three
different trade publications. | was entirely responsible for
wiorking directly with editors and copywriters in laying out the
magazine. | also was directly responsible for contacting and
wiorking with illustrators and photographers for the art when
I'wasnt creating it myself. | produced no fewer than 30 full
rmonthly magazines in my tirme there, which included
complete layout redesigns, logoe design, and
preparation for print.
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