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The Process:

Final Product: 

 

 

UNIVERSITY ONLINE MAGAZINE   //    CASE STUDY

UNIVERSITY ONLINE
MAGAZINE
Due to privacy reasons the University will not be named 
and information on the screens have been changed.

Industry: Online Learning

We delivered high fidelity mock-ups in a 
limited time frame. These concepts forced 
more out of box thinking. I heavily explored 
utilizing parallax to give the page more life 
and interactivity. The designs were never 
developed but it was one of the most cre-
atively freeing project I’ve worked on. 

Create a unique, exploratory, and media rich  
reading experience for their content.

The Goal:

The Challenge:

•	 Categorized requirements and available 
article content into visual elements with 
the design team

•	 Researched award winning interactive 
sites for inspiration and compare to 
client content

•	 Explored mock-ups of displaying content 
in two ways: linear vs. exploratory

To create a highly interactive experience within 
a template mindset. We made sure interactive 
component could be utilized for that each differ-
ent types of media and layouts.
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UNIVERSITY ONLINE MAGAZINE    / /    ADDITIONAL SCREENS     / /    TWO COLUMN LAYOUT WITH IMAGES
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UNIVERSITY CLASS SCHEDULE PLANNER    / /     CASE STUDY

  

 
The Process:

Final Product:  

UNIVERSITY CLASS 
SCHEDULE PLANNER
Due to privacy reasons the University will not be named 
and information on the screens have been changed.

Industry: Higher Education

A colorful and richly complex application with 
heavy emphasis on the First Time User Experi-
ence via tutorial videos and tutorial wizard. The 
application successfully automated scheduling 
MBA students’ entire two year program result-
ing in streamlining the experience for both the 
students and faculty. After initial launch, we 
were responsible for a few design iterations 
and additional screens.

Convert this University’s student scheduling  
process from a manual experience to a fully 
automated system.

The Goal:

The Challenge:

•	 Executed two different interpretations of the 
initial calendar screen and card elements 
based on their brand guidelines 

•	 Researched award winning interactive sites 
for inspiration and compare to client content

•	 Worked in collaboration with the Product 
Manager and Creative Director to brainstorm 
solutions for product requirements

•	 Developed a visual language with course 
tiles, color, icons, and simple graphical 
elements

•	 Reviewed student and faculty interviews 
and made necessary alterations based on 
feedback

•	 Translated user flow of previously manual 
tasks for a web experience

•	 Conducted qualitative analysis with screen 
mock ups and iterated on feedback

•	 Prototyped a “minimizing navigation bar” 
in After Effects

We were tasked to create an intuitive experience 
for a complex interface with a short user life 
cycle. We were also asked to adhere to their 
brand guidelines with a refreshing twist.
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TEAMOJI     / /    SUMMARY

 
The Process:

Final Product: 

 

TEAMOJI
Industry: Food & Beverage

A friendly, playful, and modern brand that 
�sets itself a part from the many boba tea 
�competitors in the Allston area. One that 
provides a strong direction of expansion in 
the future as the business grows. 

Create a brand for a local bubble tea shop
in Allston, MA. 

The Goal:

The Challenge:

•	 Ran a values and attributes association 
exercise with the owners to define the 
brand’s look and feel

•	 Produced four versions of the logo based 
on the association exercise outcomes  and 
went into a second round of revisions  

•	 Explored four color palette options

•	 Designed digital menu, cup design, and 
sleeve wrap options

•	 Offered several signage options

I worked one-on-one with the business owners 
�to create a fun and modern brand for a new �bub-
ble tea shop. Produced elements range from 
a logo, to color palettes, social media assets, 
and printed material. 
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TEAMOJI     / /    ADDITIONAL IMAGES     / /    MENU & SIGNAGE OPTIONS 
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TEAMOJI     / /    ADDITIONAL IMAGES     / /    HOT & COLD CUP DESIGNS WITH SLEEVES & LIDS



7

 

20
16

UI
/U

X 
De

sig
ne

r J
es

sic
a 

Pa
ng

NOTRE DAME DATA SCIENCE PORTAL   / /    CASE STUDY

  

 

The Process:

Final Product:  

Industry: Online Learning

A colorful and richly complex application 
with heavy emphasis on the First Time User 
Experience via tutorial videos and tutorial 
wizard. The application successfully auto-
mated scheduling MBA students’ entire two 
year program resulting in streamlining the 
experience for both the students and faculty. 
After initial launch, we were responsible for a 
few design iterations and additional screens.

Design a student dashboard that blends 
seam-Explored four color palette options lessly 
with the Open edX courseware (an online learn-
ing platform). The platform emphasizes local 
event attendance and collaboration. We also 
created additional marketing and Learner Acqui-
sition material for both digital and print media.

The Goal:

The Challenge:

•	 Researched and curated comparable 
solutions

•	 Created and annotated wireframes. 
These wireframes also defined the major 
requirements of the page and content 
hierarchy

•	 Collaborated with Product Manager, 
Creative Director, and Instructional 
Designers develop the user experience

•	 Designed a new visual languages and 
brand elements based on Notre Dame’s 
style guide

Incorporate all client requirements into the 
dashboard for multiple devices without becom-
ing too cluttered. As well as, create a seamless 
experience between the course ware and stu-
dent dashboard app within Open edX’s platform 
limitations.

NOTRE DAME DATA  
SCIENCE PROGRAM
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NOTRE DAME DATA SCIENCE PROGRAM    / /    ADDITIONAL  PROJECTS   / /   PROSPECTUS BOOKLET & MARKETING SITE 
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ARTCENTER ONLINE
Industry: Online Learning

The Goal: 
Design an online learning environment to mimic 
the in-person critique format found at ArtCenter. 

Final Product: 

A custom developed, unique online critique 
experience where users can upload assignments 
and receive written, audio, and video feed back in 
real time. This tool was design with expansion in 
mind to accommodate their online course offerings 
from Transportation Design to Fashion. 

The Challenge:  
Create an online critique tool based on rapid 
prototyping and focus group testing results. 
Support this collaborative environment online 
and foster a community of students.

Use the results from the Learner Experience 
and PM team’s prototype testing to map out 
the critique tool’s experience

Conduct research on comparable tools and
develop the UI expanding the existing brand

Work with the development team to design 
the UI for course listings, uploading, critiquing, 
course progress visualization, along with 
additional marketing materials 

The Process:
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ARTCENTER ONLINE     / /    CASE STUDY
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EXTENSION ENGINE
LANDING PAGE 
Industry: Online Learning

The Goal: 
Create several home page concepts that define
a unique new brand for Extension Engine.

Final Product: 

This exploration resulted in several concepts 
around the key themes of soft organic shapes, 
unique identity, and current design trends. 
These concepts were then taken into a second 
phase of design that helped Extension Engine 
move in a more appropriate direction.

The Challenge:  
Generate several landing page concepts around 
company identified key themes: soft organic shapes 
and conceptual imagery. 

Researched design trends and competitors

Conceptualized themes and stories for each design

Explored and prototyped animation possibilities 

The Process:
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Lead discussions with company partners, 
marketing, and creative team to ideate and 
reach a consensus

Presented concepts to current customers and 
retrieved feedback

EXTENSION ENGINE LANDING PAGE     / /    CASE STUDY  
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EXTENSION ENGINE     / /    ADDITIONAL CONCEPTS    / /    EXTENSION ENGINE LANDING PAGE MOCK-UPS



12

UNIVERSITY OF 
PENNSYLVANIA
Industry: Online Learning

The Goal: 
Evoke the same feeling of community that on 
campus students experience in the university’s
virtual campus.

Final Product: 

A social media centric concept that would ideally 
gather student data over time to predict questions
and information that students need during their 
academic career. The subtle display of activity and
movement help cultivate the feeling of a lively 
student community.

The Challenge:  
Create a centralized place for all social, school,
and administrative tasks students must complete.

Worked with Project Manager and Creative
Director to reimagine this experience based 
on client’s needs 

Researched other community centric platforms
including social media platforms analyzing
how they define community 

Use Adobe After Effects to create an animated
prototype that simulates a living, active community

The Process:
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UNIVERSITY OF PENNSYLVANIA      / /    CASE STUDY    
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Industry: Online Learning

The Goal: 
Help define user testing processes internally and develop 
an intuitive system for teachers to learn the YE curriculum, 
schedule classes, and deliver lessons. 

Final Product: 

An informed plan on how to continue testing with users on 
the next iterations of the lesson guides as well as how 
teachers would like to view the information based on their
amount of experience before, during, and after each lesson. 

The Challenge:  
Create an experience that provides relevant tools 
and information for both beginner and veteran 
Youth Entrepreneur instructors. 

Work closely with the LxD and PM team to create 
user journey maps, user stories, and testing schedules

Interview both demographic of instructors and analyze 
feedback for next round of testing

Create Axure prototype with wireframes based on first 
user testing findings 

The Process:
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Conceptualize first round of designs that freshens their 
current branding and separates relevent information 
for the different instructor levels via visual cues

YOUTH ENTREPRENEURS      / /    CASE STUDY    

YOUTH ENTREPRENEURS
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SAVEPOINT INC.
Industry: Travel & Hospitality 

The Goal: 
Develop a user experience and user interface 
identifiable with the gaming, esports, anime, 
and comic convention community. This start-
up is seeking to create a full service web 
application that helps convention attendees 
find and organize hotel splits. 

Final Product: 

After the first few versions of the product 
we determined that our initial approach 
placed too much responsibility on the user. 
We then decided to create a more auto-
mated experience that focused on putting 
the minimum amount of work on the user. 
We’re now in the process of developing a 
MVP set to launch in February. 

The Challenge:  
Determine the viability of the product. As 
well as, identify the best user experience 
and user interface for this product that will 
resonate with our beachhead market.

Created Invision Prototype for hackathon 
submission (Boston Angel Hack Winners 
of 2015)

Created survey questions for interviews 

Conducted user interviews at conventions 

Created user flow chart for Android app

Developed wireframes and designs for 
testing and feedback

The Process:

Worked with co-founders and developers 
to bring the our alpha to life

Created animated prototype for startup 
accelerator applications

Analyzed feedback from alpha release

Modified user flow for future MVP release 
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SAVEPOINT INC.      / /    CASE STUDY    

https://www.youtube.com/watch?v=pYY_H7V8Qsc&feature=youtu.be
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SAVEPOINT INC.     / /    ADDITIONAL SCREENS     / /    SAVEPOINT ANDROID APP SCREENS
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CATHOLIC UNIVERSITY OF AMERICA ONLINE    / /     CASE STUDY

  

 

The Process:

Final Product: 

 

CATHOLIC UNIVERSITY 
OF AMERICA ONLINE
Industry: Online Learning

We developed wireframes, designs, and curriculum that 
fit a community based learning experience. An online 
assistant, and mentors for school work, career, and faith 
create a space where teacher involvement would be 
minimal which was a big part of the client’s goal.  

Concept and design what an online learning experi-
ence that keeps the Catholic faith and values top of 
mind that heavily relies on community accountability. 

The Goal:

The Challenge:

•	 Work with Learning Experience designer and 
client to identify key metrics of success.  

•	 Plan out user testing session with two groups 
of high-school students. 

•	 Collaborated with Project Managers, 
Professors, and internal Catholic University of 
America Marketing Team on concepts

•	 Ran Discord & G Suite rapid prototype test 
based on our key identifiers 

•	 Develop first UI concept based on the 
�prototype results 

Create a sustainable learning community with the 
least amount of active involvement from  profes-
sors that leverages peer-to-peer accountability.

20
19
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SAMPLES OF RECENT WORK
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A COLLECTION OF MOST RECENT WORK FROM VARIOUS CLIENTS
View Animated Home Page Mock up 

https://www.youtube.com/watch?v=iuOrgi1Fq1o

