
Alignimals was a recent project I worked on in 
which I conceptualized, and designed a 
prototype for a mobile game. The core idea came 
from the problem: “Why are there no games of 
this genre on mobile devices?”

My name is Javier Guzman, I’ve pushed 
through a lot in my time towards a goal of 
doing design work as a profession. Since 
obtaining my Masters degree in 2022, after 
the pandemic, I’ve done some design work 
most recently with a small nonprofit that 
worked with pediatric cancer patients. I 
would describe my design philosophy as 
whimsical exploration of design whilst 
staying accessible and within reason. 

Affinity Diagram created from collected participant insights



Personas were created to better 
highlight the types of users uncovered 
during the initial interviews and through 
the Affinity Diagram. Going forward, 
these three groups were the targets I 
aimed to satisfy through my design.



Here, I’ll highlight a part of the card 
sort findings I found and the 
Information Architecture I created 
with it as well as the finalized 
Information Architecture that was 
the result of later iteration. 

Initial Information Architecture Finalized Information Architecture



Wireframes of the initial expected 
game screens, reworked screens, 
and high fidelity mockups of the 
game.

An overview on this entire project 
can be found on my website at 
https://javguzman.com/Alignimals
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The following are a couple of my 
other design works. Additional 
information on many of these can 
be found on my website as well.
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