
Game / UX Designer

London

I am a game and user experience designer focusing on the way we teach, learn and
play with the world. My game work has been nominated for a BAFTA, featured in PC
Gamer magazine, and shown at the Victoria & Albert Museum, EGX Leftfield
Collection and several other venues. In the education sector, I have worked directly
with teachers and students to help bring knowledge of physical computing and
coding to the classroom.

WORK EX P ERIEN CE

SAM LABS

Game / UX Designer | Nov, 2016 – Mar, 2018
Physical computing startup, initially focused on creating smart toys, and later on
classroom learn-to-code solutions, using wireless Bluetooth building blocks and a
flow-based programming language. I worked alongside product designers,
electronics engineers, and many other roles that greatly expanded my perspective
of what a successful design should achieve. I was involved with all parts of the
product cycle, from concept to release. My time was spent prototyping games and
apps in Unity, finding play patterns, and creating UX flows and design documents
with Sketch and Illustrator to articulate solutions for the programmers. I also
organized and ran user testing sessions in schools and with compensated
participants, and taught classes with 9 year old students.

Game and product ideation and prototyping

UI / UX design in Sketch and Illustrator

User Testing and Research

ED U CATION

UNIVERSITY OF THE ARTS LONDON (LONDON COLLEGE OF
COMMUNICATION)

BA (Hons) Game Design | Sep, 2013 – Jun, 2016
I studied Game Design at London College of Communication, where I received first-
class honours. The university offered us a chance to meet like-minded peers,
experiment with radical designs, and a platform to exhibit our work for industry
professionals. I keep in regular contact with many of my fellow alumni and mentors,
often turning to them for feedback and advice.

P ROJECTS

THE WALL SHALL STAND

CAMERON RICHARDSC
R

http://www.samlabs.com/


Game, Interaction and User Experience Design

Programming in C#, AS3 and other languages Unity game engine

Adobe Suite, especially Illustrator and Photoshop User testing and analysis

Create user flows with Sketch and Zeplin

Rapid prototyping & iteration with paper, Unity, Flinto

Source Control & project management tools: Git, Trello, Jira etc.

3DS Max and Blender for Modeling and Animation

Email: cam.allan.richards@gmail.com
Telephone: +44 7999 227 166
Website: https://camrichards.wordpress.com

THE WALL SHALL STAND

3D Artist and Designer | Jan, 2015 – Jun, 2015
Political game rooted in propaganda, protest, and the fall of the Berlin Wall, made
with a group of students from LCC. Alongside code and design work, I created all the
3D models and graphic design for the game using a simple, distinctive style based
on 20th century Soviet propaganda posters. Nominated for the BAFTA Ones to
Watch award as a winner of Dare to be Digital 2015. Later shown at the Victoria &
Albert museum and EGX Leftfield Collection.

THESIS AND PRACTICAL PROJECT

Jan, 2016 – Mar, 2016
My thesis was on the topic of Virtual Learning Environment, such as Moodle or
Cricket. I investigated the promise and reality of these sorts of systems, particularly
in the context of how they’re integrated into an organization’s processes. I also did a
UX analysis of the interface design. As a companion piece, I created an Android app
that uses chunky 3D buttons, dials and switches to demonstrate a more physical
and intuitive interface.

SKIL L S

CON TACT IN FORM ATION


