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Assisted design that helped consumers 
save right at checkout

Assisted design that enticed consumers 
into buying unforgettable experiences

Lead design that replaced phone calls 
and spreadsheets for entire countries 
and municipalities

Consulted design that created a material 
counterpart to engage a broader audience

Lead design that unlocked the power 
of the consumers device

Lead experience and visual design that 
aided top-tier customers in cleaning up 
and implementing Salesforce clouds
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Raise Marketplace
PRODUCTION DESIGNER

CHALLENGES

DEFINE

APPROACH

The client expressed a need for every 
single wireframe to be visually comped. 
Also many designers were cycled 
throughout the project, leaving room 
for inconsistencies.

iOS app for one of the fastest growing 
startups in the USA where users can buy 
and sell gift cards.

I personally owned each screen at the 
end of the day before launch of v.1 of 
the app to consolidate inconsistencies. 
I made organized templates to make 
every single wireframe a UI comp.

LESSONS LEARNED METRICS

V.1 DELIVERABLES

Not every screen needs to be designed 
if you develop careful guidelines and 
specifications about text wrapping, 
shrinking, and specific bounding boxes.

App was trending in the App Store after 
the initial launch.

Grossed 1 million dollars before the end 
of the week, essentially paying for
itself instantly.

Fifty percent of gift card listings took 
place on the app two months after launch.

After one year in the App Store, the app 
grossed 100 million dollars.

100+ Comps

All assets for development

Specification Document

UI Kit

App Store Assets



Raise Marketplace

APPLICATION MAP

Every single wireframe was translated to 
UI comps and more comps were made to 
convey interactions.

PRODUCTION DESIGNER
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Viagogo Tickets
ASSISTANT DESIGNER

CHALLENGES

DEFINE

APPROACH

Viagogo had minimal brand direction to 
base our designs o! of. They expressed 
a need for an image heavy interface, 
while their image database lacked 
quality. The app required localization in 
nine languages.

An iOS app that allows users to buy 
secondhand market event tickets.

We evolved their brand to give a voice 
to the UI, which they ended up 
incorporating into their overall brand. 
The design blurred images and 
accompanied them with text to work 
around poor image quality. Localization 
models for text bounding areas were 
designed and QA’d heavily.

LESSONS LEARNED

DELIVERABLES

Checkout can be invigorating and should 
delight the user by reminding them that 
what they are getting is worth the money.

Checkout flow and interaction model

Detail page flow and interaction model

All App Store and Play Store assets

Responsive marketing email template 
and specs

Several sized banner ad templates 
with specs



Viagogo Tickets

CHECKOUT DRAWER

At any point during the checkout flow 
the user needs to be able to double 
check the details of their tickets 
or edit those details. 

It was also important to show the user 
a glimpse of the main attraction to 
keep them enticed through the 
checkout process.

We also wanted to highlight how quick 
the process could be with a four-step 
progress bar.  

ASSISTANT DESIGNER



Viagogo Tickets

EVENT LEAF

The design accompanies any photo with 
any title and minimizes the photo when 
browsing through events. 

The design incorporates controls like 
filter, sort, and change location.

The design incorporates high level 
details of each event ranging from price, 
date, location and time.

ASSISTANT DESIGNER



Viagogo Tickets

MARKETING INITIATIVE

The marketing material accurately 
depicts the app on the App Store and 
Play store as well as on the Viagogo 
website, and responsive email campaign 
to drive downloads.

ASSISTANT DESIGNER
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Motorola Solutions
LEAD DESIGNER

CHALLENGES

DEFINE

APPROACH

Design was sold for one breakpoint. 
UI assets were based on an outdated 
marketing site, which don’t have the 
same components as a backend system.

New backend management system for 
entire governmental bodies and 
countries to monitor their Motorola 
assets and software.

Held brand experience workshop with 
creative director to align on core values 
and experience of this system. Created 
a modular visual system to scale based 
on brand experience. Annotated system 
theory for development and future 
designers. Annotations were generated 
at the end of the engagement ensure 
groundwork and rules were stress tested. 

LESSONS LEARNED

DELIVERABLES

The brand experience influenced the 
architecture of the web app. The brand 
experience gives reasons for each design 
decision and cuts out the flu!. 

Brand Experience Synthesis

128 Comps

Annotated Visual System

FUN FACT

My designs and other wireframes were 
stolen by a freelance designer who 
currently uses them in his portfolio.



Motorola Solutions
LEAD DESIGNER

BRAND EXPERIENCE WORKSHOP

Key stakeholders were asked to flag dots 
on few hundred hanging images, 
indicating whether or not the image 
displayed a factor of how users should 
feel when interacting with the end 
product. 

Once dots were placed, images were 
placed on a spectrum from a positive to 
a negative experience. 

Stakeholders were asked to explain their 
reasons for a green or red dot. They were 
reminded to comment on what the 
product should feel like, not what it 
should look like.

LESSONS LEARNED

DELIVERABLES

The brand experience influenced the 
architecture of the web app. The brand 
experience gives reasons for each design 
decision and cuts out the flu!. 

Brand Experience Synthesis
128 Comps
Annotated Visual System

FEEL

Bold

Trusted

Easy

LOOK

Color

Typography

Iconography



Motorola Solutions
Motorola Solution’s 
Product is:

LEAD DESIGNER

SYNTHESIS

Boiled down stakeholders comments 
on images into key words with 
supporting text. 

Defined a spectrum of di!erent feelings 
where the brand experience can exist.

Defined what the brand experience 
should not be.

DEPENDABLE THIS PRODUCT IS:

THIS PRODUCT IS NOT:

PERSONAL

PRACTICAL

EASY

We are here to serve our customers and 
help them be their best in the moments 
that matter. We are powerful,
built to last and won’t let them down.

Streamlined but not inhibiting

Comfortable but not antiquated

Contextual and actionable

Pleasant but not playful

Personal but not casual

Self-servicing but not disconnected

Powerful but fool-proof

Simple but not dumb-downed

Tough but not rugged

Abstract

Playful

Hard to absorb

Vague

Overly complex

Our customers are humans, not numbers 
and we treat them as such—with 
respect, honesty and sincerity.

Unified Solutions surfaces the right 
amount of information at the right time 
that is contextual and actionable.

In the moments that matter, actions and 
decisions need to be made quickly and 
with confidence. Streamlined and fool-
proof workflows allow our customers to 
take action without doubt or error.



Motorola Solutions
LEAD DESIGNER

STYLE STUDIES

Expanded brand in style studies using 
the key words as a spectrum of feelings. 
The style studies used all attributes, 
but di!er by accenting some words 
over others. 

This e!ects not only the visual style, 
iconography and color, but also the 
architecture of flows, framework, 
and copy.

POWER EASE

EXAMPLE EXAMPLE

Power is dependable, practical, control, 
quick, smart, and tough.

Ease is personal, contextual, focused, 
fool-proof, human, and supportive.

Use of color is poignant as well as 
verbiage on actions. We are not having a 
conversation with the user, but enabling 
them to take fast optimal actions. They 
want to see more and do more and we 
make sure every space is utilized to its 
full potential.

We engage the user in a discussion and 
make sure they know they are making 
the right moves. We are their companion 
who never lets them down. We can 
sacrifice space to make sure the user 
feels comfortable and focused.



Motorola Solutions
LEAD DESIGNER

APP MAP

100+ screens were eventually identified 
and more comps were made to show 
interactive elements.



Motorola Solutions
LEAD DESIGNER

REPORTS

Most of the 100+ screens were filled 
with expandable tables and heavily 
manipulatable graphs. Detail pages like 
this usually had a parent on a higher 
level dashboard that would give a 
summation on the material here.

Navigation was the last piece of the 
puzzle so most pages do not show it. 
This was by design so that we did not 
have to change navigation information 
every sprint until we knew of every 
piece on it.



Motorola Solutions
LEAD DESIGNER

PANELS

Panels were used for multi-step 
processes initiated from an expandable 
table row. 

Modals were only used for zero or one 
step actions, while panels proved to be a 
better metaphor for a full process. Panels 
were used instead of full pages because 
wanted the user to still have a sense of 
where they came from.



Motorola Solutions
LEAD DESIGNER

OTHER FRAMEWORK

Some pages needed higher level card to 
summarizes heavy data from tables to 
give the user a good summation of how 
there system was doing.



Motorola Solutions
LEAD DESIGNER

DASHBOARD

The dashboard was populated only by 
information that could be summarized 
and information that could be acted 
upon. This was one of the clear ties 
to the brand experience workshop 
influencing the architecture of the app.

The dashboard was also one of the last 
pieces to design because we wanted to 
know exactly what was on each detail 
page first, before making a summation 
of information.



Motorola Solutions
LEAD DESIGNER

DASHBOARD

The dashboard was populated only by 
information that could be summarized 
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Motorola Solutions
LEAD DESIGNER

CALENDAR

The user needed a place to see booked 
appointments, contract renewal dates, 
and contract expiration dates and have 
the ability to take action on these items.



Motorola Solutions
LEAD DESIGNER

COMMUNICATIONS

The user needed a place to receive 
notifications and messages and act on 
those as well.



Motorola Solutions
LEAD DESIGNER

SCROLLING

After most of the screens were finished, 
we explored the framework and how 
di!erent elements scroll throughout 
the app. 

I put together many comps like this 
showing the developers how navigation 
scrolls separately from the rest of the 
app, how certain items are fixed and 
gain and lose their z-index’s to show 
overlapping content, and how things 
expand and contract.

These rules were also noted in the 
annotated visual system.
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Motorola Solutions
LEAD DESIGNER

SCROLLING
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Motorola Solutions
LEAD DESIGNER

ANNOTATED VISUAL SYSTEM

There is a reason and place for 
everything in Motorola’s web app 
modular visual system. 

Tables, graphs, cards, dashboard items, 
alerts, headers, modals, panels and other 
components all have rules tied back to 
their business requirements, wireframes 
and overarching brand values. 

There should always be a place for a 
designer to write these rules and update 
them when the use case presents itself. 

LESSONS LEARNED

DELIVERABLES

The brand experience influenced the 
architecture of the web app. The brand 
experience gives reasons for each design 
decision and cuts out the flu!. 

Brand Experience Synthesis
128 Comps
Annotated Visual System
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LEAD DESIGNER
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LEAD DESIGNER
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Rocketmiles
DESIGN CONSULTANT

CHALLENGES

DEFINE

APPROACH

The iOS app needed a material 
counterpart. Designs were 
created and needed vetting from 
a material specialist.

An Android app that allows users to gain 
points when booking a flight or hotel.

I consulted with the senior designer 
at Rocketmiles on how to marry their 
brand with material design, 
consolidated inconsistencies, and 
designed new solutions.

LESSONS LEARNED

DELIVERABLES

I gained a deeper understanding of 
material design and sketch. I learned 
how to work more e!ciently with a 
designer from another company.

Suggestion Comps / New Designs

All assets

Play Store Template



SIGN IN

The proposed sign in design was 
problematic because of its ties to the 
outdated holo android design, top-heavy 
two-toned header bar, and duplication of 
screen titles. 

The new design reflected new material 
design principles with one base header 
color and a di!erent tab action approach 
to solve for a duplicated title.

Rocketmiles
DESIGN CONSULTANT

Old design New design



NAVIGATION

The proposed navigation had 
unnecessary icon treatment and a 
popover on a nav item.

The new design added more personality 
to the app. It prioritizes the logged in 
state of the user because navigation 
items change based on the state. It also 
uses the expand arrow for more contact 
options instead of adding another 
z-index to the drawer.

Rocketmiles
DESIGN CONSULTANT

Old design New design



SELECT A ROOM

The proposed design used a slightly 
di!erent browsing metaphor, 
which became problematic when 
considering variable content on 
variable sized devices.

The new design allowed for any sized 
content to fit in each card without 
relying on a full screen view. 

Rocketmiles
DESIGN CONSULTANT

Old design New design
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Master Lock eLocks
LEAD DESIGNER

CHALLENGES

DEFINE

APPROACH

An untested UI kit was provided, but not 
optimized for an app. There were over 
200 wireframes for relatively simple 
interactions. The app needed to sync to a 
physical product. Specs were needed for 
iOS & Android. The app needed to be 
localized in four languages.

iOS & Android App that manages and 
unlocks the Master Lock eLock.

I identified templatable screens to avoid 
over designing. We tested the app with 
lock prototypes and vigorously QA’d the 
app in all languages. I spent fourty hours 
on specs for both platforms.

LESSONS LEARNED

DELIVERABLES

I gained a deeper understanding of what 
development needs for iOS vs. Android 
apps. Specs go faster with defined units, 
grids, and codes.

All iOS comps

All iOS & Android assets

Interaction model animation



Master Lock eLocks
LEAD DESIGNER

UNLOCK INTERACTION

There are three di!erent ways to unlock 
your lock in the app and one of them is a 
full screen view. With a simple swipe on 
the phone the user can unlock the 
physical lock in front of them. 

Deliverables included interaction comps 
that included di!erent states like 
unreachable, unlocked, and lockermode 
(inactive mode) and an animation in 
After E!ects to tie them together.





Master Lock eLocks
LEAD DESIGNER

SPECIFICATION DOCUMENTATION

The Master Lock spec doc included 60 
pages of scrutinized measurements of 
the iOS and Android app comps. 
Standard grids and nick names made 
measurements, colors, and type easier to 
point out. 

I worked with development to make sure 
that this information is exactly what 
they needed down to the units of 
measurement. This document was used 
as the gold standard for specification 
documentation at ÄKTA. 
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LEAD DESIGNER
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Premier Apps
LEAD UI/UX DESIGNER

CHALLENGES

DEFINE

APPROACH

Needed to create a suite of Salesforce 
apps from scratch. UI and UX fell on my 
shoulders due to sta!ng and an unclear 
roadmap for Premier Services o"erings.

Salesforce Premier customers pay extra 
for services and apps that help them 
solve business problems. Several Premier 
Apps were made to increase the user 
base and conversion to Premier Services.

I created pixel perfect comps with 
XA annotations, specs, interactions, 
and prototypes.

LESSONS LEARNED

DELIVERABLES

I gained a deeper understanding of 
creating optimal flows, wireframes, 
prototypes and annotations 
simultaneously with pixel perfect 
UI comps and micro interactions.

All annotated comps

All marketing material

Zeplin specs

Invision Prototypes



Premier Apps
LEAD UI/UX DESIGNER

SUITE OF APPS

These apps help Admins and business 
professionals fix their salesforce orgs 
and help them plan for future 
implementations of salesforce products.



Premier Apps
LEAD UI/UX DESIGNER

ROADMAPPER

The custom roadmapper app consisted of 
an interface that users used to drag 
items onto a completely configurable 
roadmap. Once a roadmap was complete, 
the user could export the roadmap to 
present to the relevant party.

The UX/UI need consisted of complete 
annotated UI comps, interaction models, 
Invision prototype and Zeplin specs.

The prototype was successfully used 
internally to gain funding to code the 
entire app. 
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