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May 2011
BA Recreation Therapy
 - Minor Digital Arts
UNC Wilmington

December 2015
Master of Fine Arts 
 - Digital Production Arts
Clemson University

(On hold)
PhD Candidate 
 - Human Centered Computing
University of Florida

Jan 2019 - April 2020
Product Experience Prototyper
Magic Leap - PXP Team

June 2017 - Jan 2019
Visiting Researcher
Magic Leap - UI/UX Team

Fall 2015 - (on hold)
Graduate Research Assistant
UF - Human Centered Computing

May 2015 - August 2015
Graduate Teaching Assistant
Clemson - Dreamworks Course

January 2013 - June 2017
Graduate Research Assistant 
Clemson/UF - VENVI

January 2015 - August 2015
Graduate Research Assistant
DPA Pipeline

August 2014 - December 2014
Graduate Teaching Assistant
Clemson CPSC 6040 (Grad Level)
 Digital Image Processing

I create innovative and user-driven designs, prototypes, and 
implementations in the emerging field of mixed reality. 

GUNDERSEN
kara.gundersen@gmail.com

www.karagundersen.com

www.linkedin.com/in/karagundersen/
(919)  247  9393

•prototyper

KARA

AR/MR 3D 2D CODE OS

August 2015 - (on hold)
Human Centered Computing PhD Studies • UF
My PhD studies were focused on user-driven design (group and 
individual projects) in human-centered computing.
(All but dissertation complete).

June 2016 - June 2017

[Unreleased] Hololens Development • UF
As a graduate researcher, I built user-driven mixed reality apps in 
Unity for cross-platform communications. I enabled users to drive 
animations on a Microsoft Hololens via a tablet. 

January 2013 - June 2017
Educational Game Development • Clemson/UF 
As the first graduate researcher on VENVI, I created the foundation 
of an educational game that taught the fundamentals of code 
through dance, with a goal of getting more females interested in CS

Roles Included: Lead Researcher, Lead Developer, Project 
Management

Jan 2019 - April 2020
Product Experience Prototyper • Magic Leap
I created solutions for different industries in addition to continuing 
my UI/UX responsibilities, and exploring next generation hardware.

Responsibilities included: Solutions Prototyping, LuminOS/Native 
App Prototyping, Hardware R&D,  Hardware Platform Prototyping, 
Optics R&D, and Optics Prototyping

June 2017 -  Jan 2019

UI/UX Visiting Researcher • Magic Leap 
On the UI/UX team, I focused on how users and developers interact 
with LuminOS and native apps. I also researched and developed 
optical quality improvements for the hardware.

Responsibilities included: Leading FX for LuminOS, Hardware 
R&D,  LuminOS/Native App Prototyping and Implementation, 
Visual Design, Visual Design Prototyping, Mobile App AR Login 
Screen Development, and UI/UX Weta Gameshop Consulting
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