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Introduction: a short work overview
 I am a mixed-methods UX Researcher and designer, with special focus
on inclusivity in terms of collaborators, participants, and stakeholders.
 Trained at the University of Minnesota, as an Educational
Psychologists, I am an advocate for the needs of people with
physical and cognitive disabilities and for inclusive design. I consult on
accessibility and compliance.

 Over the years, I have consulted for both small and big companies,
e.g., Walmart, Google, Discover, US Bank and non-profit
organizations.
 I keep learning and acquiring skills by attending conferences (UXR,
Information Architecture Conference, BigD2020, Confab, etc.),
listening to podcasts and reading. A lot.

How do I work?
I enjoy collaborating with designers and
business owners through the whole
process from “blue sky” ideation to user
acceptance testing and benchmarking.
As an autonomous professional , I strive to
anticipate questions , evaluate
hypotheses, and I am responsive to
designer needs.
I value diversity, inclusivity and
responsibility both as a person and as a
professional. I do my best work with space
and nature in the built environment.
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Digital Research & Design Tools
 I am well-versed with many digital design, research and collaboration tools, and I am
excited to discover and learn new ones.

Research platforms:
• Dscout for diary studies
• Usertesting and Userzoom for remote
interviews and usability testing
• Qualtrics and Surveymonkey for surveys
• OptimalWorkshop, Mural for cardsorting
and treetesting

Collaboration tools
• Miro, Mural and
Stormboarding for
idea-sharing
• G-suit, Slack and
Discord

Design tools:
• Sketch, Figma
and Adobe
XD

Meme Generator App - UXR
Case Study #1

Research Background
A social media company, aiming to widen their portfolio with a
new meme generating mobile app, wanted to learn about

• The needs and expectations of meme creators (validation)
• How creators perceived the proposed app in comparison to
other meme generator tools (the value proposition)
• How usable the current iteration of the tool was (usability)

Discovery

Design

Delivery

Research Setup for 20 Participants
Initial In-depth
Interview
 During the hour-long
conversation, I was able to
establish connection and trust
with the participants.
 I learned about their goals,
processes, tools and habits as
they engage in generating
memes.
 Participants talked about
alternatives: how other tools fit
in the context of their lives,
and how a mobile app would
affect them.

Diary Study

 9 diary entries spread over two
weeks allowed participants to
 explore the capabilities of the
app and discover both delightand pain points
 keep on using it beyond the last
required entry if they preferred
the app over their go-to tools

 Prompts encouraged memers to
explore the app and discover its
capabilities

Closing IDI / Usability
Testing
 After reading the diary
entries I was able to
craft questions that
uncovered a diverse set
of expectations for
meme creation.

 Usability testing
incorporated into the IDI
revealed content and
navigation issues.

Key Insights
 As memes are always referential, and rely
on a shared understanding of evolving
references, creators wanted access to a
regularly updated library of images.
 Without the ability to tag images, creators
struggled to find images in their camera
roll to the extent that they often
abandoned their ideas. To the client’s
surprise, it was not the tools, but the
information architecture of images that
frustrated the study participants.

Banking transaction flows –
UXR/IA
Case Study #2

Research background

• Banking client desired to streamline the maintenance for their
processes and bundle as much of the flow of four common
transactions as possible, independently of the platform.
• The goal of this foundational research project was to identify the
overlap in customers’ mental models
• Among the processes of deposit, withdrawal, transfer and bill pay
• for ATM, mobile app, responsive website and in-person platforms.
• The first step of the inquiry was to map the mental models customers
developed about the four basic transactions. Once the aggregate
models were established for each platform, further analysis could
highlight the commonalities and differences between the flows.

in

Research setup

1. 40 banking clients (20 in-person and 20
remote) were each presented with four
scenarios, showcasing combinations of
platform and transaction type.
2. For each scenario, participants were first
asked to narrate their process unaided.
Then they were to arrange a stack of
cards, each with a step in the process, in
sequential order.

Key Insights
 The main deliverable, a set of flowcharts,
clearly communicated both the overlaps
and the unique steps of the processes.

 The open cardsort (combined with a
think-aloud) enabled me to get a deep
understanding of customers’ mental
models, their security concerns and
preferences.

Take Out
Aggregator UX Design &
IA
Case Study #3

Design Background
 The Hack the Gap organization called on wormen and non-binary UX designers and programmers to help
people during the pandemic with a digital solution. Our team focused on creating a website listing all small
food businesses that provided take-out and/or delivery so that these many of the small businesses could stay
afloat.
 Participating in a virtual hackathon meant that the work process was challenging as we had not worked
together previously. However, with frequent communication, we aligned our goals and responsibilities
efficiently.
 The other team members were programmers. As a UX team of one, I accomplished the following :
 Phone interviews with stakeholders (patrons and managers)
 Comparative analysis using Airtable
 Site map
 Wireframes and content for the restaurant manager content
 Mockups using Figma, Sketch and Adobe XD

The minimum viable product
• The MVP required restaurant
managers to create an account to
upload and weekly login to
maintain their menu on the site.
• Site visitors could filter their search
based on location, cuisine, dietary
needs and whether the restaurant
was minority owned.

From wireframes to mockups
and website

Though limited, but
continuous usability
testing helped
pinpoint
navigational and
content issues and
allowed me to
improve on the
design.

By testing with low
fidelity sketches
first, participants
felt more
empowered to
voice their
opinions.

The team fully
coded the website,
however, the
needs have
changed faster
than we could
pivot.

