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I’m a Maryland based Digital Product 
Designer who is able to untangle 
complicated requirements; build 
design systems from the ground up; 
and incorporate them into the design 
workflow. I bring design and technology 
together to craft elegant user 
interfaces with an emphasis on the 
end-user experience. 

In my next role, I’d love to be a part of 
a larger in-house team to see a product 
from beginning to end and have the 
ability to have input and governance in 
the product’s design system.  

Hi Y’all! 
I’m Darren

Darren Simons 03



my expertise
FAVORITE TOOLS:

Abstract 

Adobe CC Suite 

Balsamiq  

Figma 

InVision 

Principle 

Sketch 

RESEARCH & DISCOVERY

Defining personas 

Gathering feedback 

Stakeholder interviews 

Synthesizing research 

User interviews 

Usability testing 

CONCEPTUALIZATION

Design workshops 

User flows 

Wireframes 

Rapid prototyping 

Usability testing 

VISUALS

Animation 

Design systems 

Illustrations & 

iconography 

Interaction design 

Interface design 

Pattern libraries 
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my work
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CRASHKIT - The making of a
Design System

For this case study, I had the opportunity 

to contribute and develop comprehensive 

resource improvements for Crashkit.

CLIENT: ThreatQuotient

UNDERSTANDING SAML:
Validating workflows

This project is focused on discovery and 

design in the development of the end to 

end process of the SAML:Single Sign on 

workflow for the ThreatQ platform.

CLIENT: ThreatQuotient
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CRASHKIT: The 
making of a design 
system

As a design team of one, it was my 

responsibility to own and lead the project 

using my extensive knowledge in design 

systems, interaction design, and overall 

functionality of the user experience. 

02. PROBLEM STATEMENT

03. THE PROCESS

04. OUTCOMES & LESSONS

01. WHAT I DID
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OWNERSHIP & LEADERSHIP

I was responsible for the ownership of 

CRASHKIT and leading the development team 

to make sure ALL designs decisions were 

upheld. 

PROBLEM SOLVING

I worked with the development team to 

determine the best library solution to best 

match our vision for CRASHKIT.

RESEARCH & ANALYSIS

I worked with the Manager of Product Design 

for the discovery phase of CRASHKIT.

TESTING & LEARNING

I was responsible for DESIGN QA-ing all 

proposed solutions to make sure all designs 

were 1:1 with our code deployment.



CRASHKIT: The 
making of a design 
system

In order to understand the problems with 

the design system, I needed to conduct 

research and understand pain points. I 

looked at the UI, interviewed our teams 

and conducted a platform audit.

02. PROBLEM STATEMENT

03. THE PROCESS

04. OUTCOMES & LESSONS

01. WHAT I DID
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When I first arrived at ThreatQ in 2018, the first thing I did was a platform audit. I wanted to make sure the workflows 

of the main platform made sense. Like many large systems, the problem our product faced was a lack of true 

consistency throughout the UI (buttons, form elements, modals, etc.). All of the building blocks to help us shape our 

design system were in need of review and design refresh for branding consistency.  



CRASHKIT: The 
making of a design 
system

02. PROBLEM STATEMENT

03. THE PROCESS

01. WHAT I DID
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After I collected all the screenshots, I proceeded to show this to the Manager of Product Design. We both agreed that 

it was time to start to develop a design system for our product. I wanted to follow Brad Frost’s method, the pioneer of 

effective design system’s methodology, Atomic Design.  

Atomic design break things up quite simply; Atoms, Molecules, Organisms, Templates, and Pages. 

• Outlining A Plan

• Defining Our Atomic Design System

• Researching UI Libraries

• Researching Design Systems

• Storage Repository & Dev Handoff

• Sprint Planning

• Feedback

04. OUTCOMES & LESSONS
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We were able to define what we thought we wanted to have in each of those categories. To start we were able to 

come up with the following: 

• Atoms - colors, typography, icons, shapes, states/backgrounds, and spacing guidelines 

• Molecules - buttons, dropdowns, chips, tabs, navigation, and text fields 

The other areas of the design system; Organisms, Pages, and Templates still needed to be discussed for the first 

iteration of CRASHKIT. 

• Outlining A Plan

• Defining Our Atomic Design System

• Researching UI Libraries

• Researching Design Systems

• Storage Repository & Dev Handoff

• Sprint Planning

• Feedback

04. OUTCOMES & LESSONS
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After we determined the components that we wanted to build into this Atomic Design System, I worked with two 

Frontend Devs on the research efforts to determine which UI libraries we wanted to model our component libraries 

after. There are tons of UI libraries to model off of, but we were able to narrow our choice to four. We wanted to keep 

it simple, elegant, yet easy to implement.  

After looking at Ant Design, Grommet, Materialize, and Google’s Material Design - We decided to go with Google’s 

Material Design as inspiration, as there are tons of of libraries that use Angular and React component libraries that 

we would be able to customize.  

We knew we wanted to move to React in the future. This would give us the ability to essentially future proof us when 

the time came to switch frameworks. 

• Outlining A Plan

• Defining Our Atomic Design System

• Researching UI Libraries

• Researching Design Systems

• Storage Repository & Dev Handoff

• Sprint Planning

• Feedback

04. OUTCOMES & LESSONS



CRASHKIT: The 
making of a design 
system
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Now that the devs and myself determined which framework we wanted to use. I wanted to see how other proven 

companies managed their design systems and built them. I looked at a dozen or so design systems, but the one’s that 

really stood out to me were IBM’s Carbon Design, Polaris by Shopify, Atlassian Design, Airbnb Design, Salesforce 

Lightning Design System, etc. to name a few.  

I then had a good sense and grasp on how I wanted to organzine my components within our design tool of choice, 

Sketch. 

• Outlining A Plan

• Defining Our Atomic Design System

• Researching UI Libraries

• Researching Design Systems

• Storage Repository & Dev Handoff

• Sprint Planning

• Feedback

04. OUTCOMES & LESSONS
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After building all of our components from scratch inside of Sketch, I needed a place to store our files. I went with the 

Google Drive File Stream to put all our designs in one centralized location.  

Next, I needed a place to upload all of the designs for our Front End Developers to be able to inspect the components 

and screen designs. I determined the best repository for us would be Zeplin, a collaboration tool between designers 

and developers. I can turn my designs into specs and guidelines, and developers can generate platform-related code 

snippets.  

Google Drive File Stream Zeplin Holistic File View

Zeplin Developer Inspect View

• Outlining A Plan

• Defining Our Atomic Design System

• Researching UI Libraries

• Researching Design Systems

• Storage Repository & Dev Handoff

• Sprint Planning

• Feedback

04. OUTCOMES & LESSONS
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Once we established our core Atoms and Molecules of our design system, we began to implement these changes into 

our upcoming sprints over the next 8 weeks (2-week sprints). 

** Fun Fact: Our sprints are named after movie titles 

• Outlining A Plan

• Defining Our Atomic Design System

• Researching UI Libraries

• Researching Design Systems

• Storage Repository & Dev Handoff

• Sprint Planning

• Feedback

04. OUTCOMES & LESSONS
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• Outlining A Plan

After these new changes were implemented I started hear some positive feedback from our customers and from my 

colleagues:

• Defining Our Atomic Design System

• Researching UI Libraries

• Researching Design Systems

• Storage Repository & Dev Handoff

• Sprint Planning

• Feedback

“The system has an overall unified look to it. As you click through the platform it has the same look and feel now.”  

- Customer

“One of the biggest things I hear from customers is how intuitive our platform is now.” 

-ThreatQuotient Threat Intelligence Engineer

“From a user experience, I think some of the small stuff that was added over time are making a difference to us. All 

small little bits of , yes that makes my life easier!” 

-ThreatQuotient Front End Developer
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Over the past year having lived with the CRASHKIT, I’ve learned a few things. I learned files can get messy and being 

organized with version control is an absolute must. After attending many many meetups, meeting other local 

designers who are passionate about design systems, and studying design systems I’ve learned that keeping your files 

streamlined and organized is a must.  

Using Google Drive File Stream was great at first, one location that’s easily accessible where myself and future design 

team members could easily find files - sort of. My current file structure is organized, but extremely tedious. I had sub 

folder after subfolder to get to my sketch libraries and projects. 

• File Organization

• Then & Now

• Scalability - Future Proofing
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After doing more research and speaking with other designers. I thought it was best to approach the Manager of 

Product Design with Abstract, a git-inspired version control and collaboration tool to centralize design decisions, 

feedback, and files. Being the primary user of designing at ThreatQ, at times the Manager of Product Design will have 

to jump in and get some ideas out.  

As you can imagine naming files can get tricky. Instead of naming things projectname_v0.01 , v0.02, v0.03, etc, 

Abstract allows our team the ability reliably version and manage our sketch files. Since Abstract’s backbone is based 

on the technology of git, Abstract helps our team with a lightweight workflow and stable tools so we can work 

together with confidence! 

• File Organization

• Then & Now

• Scalability - Future Proofing

Old Way - Using Google Drive File Stream New Way - Using Abstract
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Looking back from where we started with the CRASHKIT to now. It’s night and day - First, it was about which 

components I needed to build. Next, it was about where would I be storing these files.  And lastly, to never trust third 

party plugins to build main components in your design system. 

CRASHKIT feels much more sophisticated and I have the confidence we are now set up for success by future proofing 

our design system with using all native apps with Sketch and Abstract using an Atomic Design Approach. 

• File Organization

• Then & Now

• Scalability - Future Proofing

Colors Library Then…

Color Library Now…
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• File Organization

• Then & Now

• Scalability - Future Proofing

Buttons Library Then…

Buttons Library Now…



CRASHKIT: The 
making of a design 
system

02. PROBLEM STATEMENT

03. THE PROCESS

04. OUTCOMES & LESSONS

01. WHAT I DID

Darren Simons 20

• File Organization

• Then & Now

• Scalability - Future Proofing

Details Page Then…

Details Page Now…
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UNDERSTANDING 
SAML: Validating 
Workflows

Working as a remote team, I made sure 

that the requirements were upheld and 

that what I was designing aligned with 

business expectations.

02. PROBLEM STATEMENT

03. THE PROCESS

04. OUTCOMES & LESSONS

01. WHAT I DID
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REMOTE TEAM

CONCEPTUALIZING

I worked alongside the team to gather 

requirements that were driven by our 

research. I mocked up design concepts based 

off informed decisions from our findings. 

RESEARCH & ANALYSIS

I worked with my development team to drive 

research and understand how a SAML 

integration would work within our product.

TESTING & LEARNING

I was able to diagnose a design flaw in the 

initial mockups that we were able to correct 

through usability testing. 

I lead a remote team that spread across the 

U.S. which created it’s own set of challenges. As 

the project lead, I made sure that I was in 

constant communication with the team. 



UNDERSTANDING 
SAML: Validating 
Workflows

In order to keep up with our customers 

demands and industry trends, ThreatQ 

decided to incorporate a SAML feature for 

clients.  For this project, I worked with the 

development team to understand how a 

SAML integration would work within our 

product.

02. PROBLEM STATEMENT

03. THE PROCESS

04. OUTCOMES & LESSONS

01. WHAT I DID
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As technologies advance and security issues increase, companies are looking for a solution for authorization and 

authentication of their products. Enterprise users prefer the convenience of Single Sign On functionality as they are 

often working across multiple applications.  



UNDERSTANDING 
SAML: Validating 
Workflows

02. PROBLEM STATEMENT

03. THE PROCESS

01. WHAT I DID
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• Following a Human Centered 
Design Process

• Research Efforts

• Trying Something New / 
Prototyping

• Finding Users

• Iterate

04. OUTCOMES & LESSONS

• 4 Quadrants

• Usability Call
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SAML: Validating 
Workflows

02. PROBLEM STATEMENT

03. THE PROCESS

01. WHAT I DID

Darren Simons 25

To set project kickoff, I took it upon myself to schedule a meeting with our PHP Developer to discuss how we should 

approach the project. Our PHP Dev had some familiarity with SAML before. So, he wanted to make sure how the 

SAML protocol worked to get a firm understanding for the ADFS (Active Directory Federation Services) configurations 

as well as OKTA.   

During our research we looked at other companies’ processes to see how they have used SAML and see how they set 

up their integrations. We looked at several companies such as Splunk, Auth0, ThreatConnect to name a few.  

We researched several companies on how they used their SAML integration in their  

platform to get a firm understanding of our requirements.

• Following a Human Centered 
Design Process

• Research Efforts

• Trying Something New / 
Prototyping

• Finding Users

• Iterate

04. OUTCOMES & LESSONS

• 4 Quadrants

• Usability Call
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Working closely with the PHP developer and the Product Owner, we collaborated remotely with our research efforts 

inside of Miro App. To capture data points, I led an exercise called the 4 Quadrants. This exercise helps better 

understand our users through USER NEEDS, USER GOALS, CONSTRAINTS, and ASSUMPTIONS.  

• Following a Human Centered 
Design Process

• Research Efforts

• Trying Something New / 
Prototyping

• Finding Users

• Iterate

04. OUTCOMES & LESSONS

• 4 Quadrants

• Usability Call
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Once we nailed down the requirements, I moved moved mockups to Balsamiq, our wire framing tool of choice. After 

getting the initial concepts down, I presented to the team to get feedback.  

Unlike our other system configurations pages (Indicator Statuses, Indicator Types, and LDAP, etc.) I implemented a 

design decision that went away from the traditional one page layout. This layout used a new paradigm with a tabbed/

wizard/stepped approach. 

Moving forward with the new design paradigm. I wanted to get this into a prototype to showcase the functionality of 

the workflow.  

• Following a Human Centered 
Design Process

• Research Efforts

• Trying Something New / 
Prototyping

• Finding Users

• Iterate

04. OUTCOMES & LESSONS

• 4 Quadrants

• Usability Call
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The team seemed to like it, but we all thought it would be wise to get the workflow in front of real, live users.  

Timing for this design block lined up with a UX event I was attending, UX Camp DC. At that conference I was able to 

network with a fellow security professional, who just happened to be the Director of UX. I approached her and asked 

if they had a SAML integration on their platform.  

I proceeded to then follow up to see if they would be willing to look at our workflow to give us some validity in what 

we were trying to accomplish. They gladly agreed to attend a zoom call.  

• Following a Human Centered 
Design Process

• Research Efforts

• Trying Something New / 
Prototyping

• Finding Users

• Iterate

04. OUTCOMES & LESSONS

• 4 Quadrants

What better way to find users than at a UX Conference! 

• Usability Call
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During that call I brought my entire development team. The other company brought their UX Designer who had 

worked on their SAML integration to help field any questions. I proceeded with showing them our workflow and how 

we intend to use it. 

After going through the workflow, they validated that our content was correct, but the UX was extremely clunky. They 

didn’t understand my decision to make it this stepped, tabbed workflow. They gave suggestions to just have it as a 

one page layout as this is something that’s typically a “one and done” type of system configuration. Making it easier 

on the user with a one page layout would be more beneficial, since our other system configuration pages are one 

page layouts as well.

• Following a Human Centered
Design Process

• Research Efforts

• Trying Something New /
Prototyping

• Finding Users

• Iterate

04. OUTCOMES & LESSONS

• 4 Quadrants

• Usability Call Watch Video

https://drive.google.com/file/d/1vY89zImdbR01_-CTj-yY1rElYUx1swvD/view?usp=sharing


UNDERSTANDING 
SAML: Validating 
Workflows
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01. WHAT I DID
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We were extremely thankful for the call. It validated that our content was correct, but we had to tweak our design a 

bit to make it more user friendly and intuitive - which I did. 

I proceeded with updating the design in Balsamiq with the new layout that was suggested by our usability call. Once it 

was ready, I brought this to our Design Commit Committee meeting to get approval to be released into our sprint 

cycle. 

• Following a Human Centered 
Design Process

• Research Efforts

• Trying Something New / 
Prototyping

• Finding Users

• Iterate

04. OUTCOMES & LESSONS

• 4 Quadrants

• Usability Call In Balsamiq with the NEW layout…

Live in production…



UNDERSTANDING 
SAML: Validating 
Workflows

02. PROBLEM STATEMENT

03. THE PROCESS

01. WHAT I DID

Darren Simons 31 

04. OUTCOMES & LESSONS

Rewarding

Having known nothing about SAML 

and leading the project from 

beginning to end while leading the 

team in the right direction was 

extremely rewarding.

Remote Teams

Working remote has its challenges 

within itself. It took some time to 

learn and understand everyone’s 

learning styles, but once the team 

got the grasp of things we were 

able to remain focused and get the 

job done.

Thinking Outside The Box

Sometimes you have to think outside of 

the box to get the results you’re looking 

for. If I never met the Director of UX at 

that conference, we would have 

released a really poor UX workflow.

Lesson Learned

It was great to get that validity in 

the content we discovered and was 

eye opening that my designs were 

flawed. Lesson learned is you don’t 

have to always reinvent the wheel. 

It’s ok to do the minimum viable 

product in order to create intuitive 

UX.
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GET IN TOUCH
I’d love to show you more of my work and answer any 

questions you may have. 

Here are the best ways to reach me:

SEND ME AN EMAIL

hello@darrensimons.co

CALL ME

240.832.6907

WHERE TO FIND ME ONLINE

https://twitter.com/thepixelparent

TWITTER

https://www.linkedin.com/in/

thepixelparent/

LINKEDIN

www.darrensimons.co

MY WEBSITE




