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ViSion | am passionate about the intersection of design, technology and
business innovation, and its power to transform the way we live. | have
extensive experience as innovation strategist, designer and researcher,
honing a diverse skillset that bridges across multiple industries.

I've led strategic projects for global companies developing new products
and services, including Digital Design (Ul/UX, Mobile/Web), Consumer
Electronics, loT, Healthcare/\Wellness, Banking and Automotive
categories. Clients include Samsung Electronics, LG, Microsoft, iRobot,
Dana-Farber Cancer Institute, and Global Oncology among others.

| bring a human-centered approach to business transformation through
well-designed user experiences that create meaningful business and
customer value. | enjoy simplifying complex design and business
challenges using creative thinking, robust research methods and
analytical skills.

Areas of Interest:

- Human Centered Innovation

- Design Research and Strategy

- New Product, Digital and Service Offerings
- Entrepreneurship

- Business Growth

- Project Management

- Competitive Positioning

- Market / Industry / Technology Trends
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Connected Health (loT)

» \Wearable Healthcare Platform

» Sleep Tracking Platform: UX Design for Behavior Change
» EHRs and the Doctor-Patient Relationship
» EHRs and Contexts of Use

Accessible UX / Inclusive Design
» Inclusive Design Strategy for Tablet Devices

» Augmented Alternative Communication App Design
» Inclusive UX Design for Screen-Based Devices

» Patient Education Materials for Low Literacy

Healthcare Business Strategy

» Medicine Adherence Service Strategy
» Future Market Trends : Tele-Health

Mobile Experience

» Next UX For Mobile—Phablets

» Envisioning New Imaging User Experience

» CampusTap : Mentorship Building (Mobile App)
» City Parking Made Simple (Mobile App)

» Crowdsourcing Decision-Making (Mobile App)
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Digital Appliances

» Envisioning a New Type of Cooking Appliance

» Interaction Design for Washing Machine Control Panel
» Trends Research - Digital Appliances

Interactive Display

» New Product and Service Concepts (US)

= New Service Experience for TVs in the U.S. Market
» Non-Conventional TV Experience

» Seamless Experience Strategy for TV & Mobile

» Interactive Large Displays for Public Spaces

Automobiles

» Connected Car UX: Product and Service Concepts

» (Connected Car UX - Systems Design Concepts
» In-Vehicle Infotainment Market Trends / Roadmap



CONNECTED HEALTH (loT)




Wearable Healthcare Platform

|dentified business and design opportunities within the evolving digital health and wellness market in the U.S,,
with particular focus on the affordances of new wearable devices. Developed product and UX concepts for

wellness tracking service platform based on insights from ethnographic research.

User Research / Insights
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Sleep Tracking Platform: UX Design for Behavior Change

User Research and UX/UI Design for the mobile App of a Sleep Tracking Platform. The project focused on
examining the efficacy of the sleep tracker (sensor) and on determining how the experience of using this device

impacts user sleep patterns and behavior on a short-term basis.

User Research / Insights UX Design / Strategy

UNDERSTANDING SLEEP

TRANSITIONAL PERIODS | How Does SleepSense Fit In?

It is later in the day—during late afternoon and Wind Down—when people make the
decisions that most affect their sleep quality.

@ AWAKE
“Evenings are better (for tips), ‘ @

you're winding down your day S
Itwould be more useful and > SleepSense does not
actionable at night.” capitalize on when people

are most able to affect sleep. °

N J

~ Wind

Down
“I'look backwards in the

morning, and look forward in the S
aftemoon...Many decisions are

made in the afternoon.”

E ; | | | P — ASLEEP

DESIGN GUIDELINES

MAIN APP SCREENS

In the following pages, these screens will be presented and described as examples of how
user insights can be implemented for a more effective user experience.

Overview Chart Trends Diary Menu

UNDERSTANDING SLEEPSENSE DESIGN GUIDELINES

PREREQUISITES TO BEHAVIOR CHANGE TRENDS SCREEN

User trust in the app is crucial to its efficacy and builds over time as their needs for clarity,
definition, and meaning are met. For SleepSense to effectively improve sleep, the information

portion that it communicates must succeed on 3 levels: Clarity, Definition, and Meaning. ) =
Sleep Score trends are prioritized
0 because they're more relevant
than showing a calendar.
o
: © - ©
:ss?é\:ar:ﬁls‘b:e:\evanl to individual users’ lifestyles G [ﬁ

Connect data points to life

@ evems»bku\g each point to
Concepts behind metrics must be understood Include Avg Score by Age 83 6h:03 1h47 2 eilianerrics
0 Comparison as a benchmark
line called “Peer Avg.”

)
N
S
A
S
&

Score trends over time enables
i 0 people to compare against
themselves.

The form of delivery must be accessible

Allow user to customize their top
@ 3 Average data points, similar to
Overview screen.
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DESIGN GUIDELINES

“ENERGY METER" METAPHOR

Sleep is an opportunity for people to refuel, like one would a mobile phone that is low on
battery. Explaining the Sleep Score through the metaphor of an Energy Meter would give
people a sense of how a good night's sleep differs from a bad night's.

94
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EHRs and the Doctor-Patient Relationship

White paper exploring the way technology is having an impact in medical practice, in particular EHR systems.
Research included interviews with health providers in leading hospitals in the Boston area to gather insights on
how their evolving relationship with patients is mediated by digital systems.

EHRs and the
Doctor-Patient
Relationship

A Providers’ Perspective on
EHR User Experience

Presented by THE MENME

March 2013

EHRs and the
Doctor-Patient
Relationship

gineert
ole in faciltating
rticularly significant

easing health information

ity to monitor t

the doctor in the traditional pos
th

Through our research
point of view of medic:
are supporting the evolving
providers,

and Women's | e Healt Alliance,
and other health organizations, how providers
are adjusting to rapidly increasing standards for digital

information in heaithcare.

in this report we explore a new wayof thinking about EHR
systems based on the changing roles of Doctors and

Patients, and their emerging needs for new and improved
collaboration

forms.

In our research, THE MEME
found that in a team-
based healthcare system,
information management
and exchange depend
heavily on patterns of
interaction from human
relationships.

The technologies that

will rewrite the future

of healthcare will be
those that enable new
forms of collaboration
and eliminate existing
barriers for engaging and
productive doctor-patient
communication.

Healthcare 2.0:
Changing Roles for

Practitioners and Evolving,
Human-centered Aspirations

Iname

o o

y's docto
rvention. As aspir:

ainal
's with

> behay
patients over

v from a historic
ment. They

more explicitly human-centered than the more recent role of
doctor as coordinator of care.

igned for informa
coding, ¢

new
that are attached o human values and a specifc rapy
between people in the healthcare system.

In our research, we found that
doctors are aspiring to different roles such as:

1) Doctor as educator
2) Doctor as motivating mentor or coach

THEMENT

The doctor’s goal and the
EHR’s goal have gotten

out of sync, and as a result,
EHR systems are not well
fitted to their current users.

EHR as Translator:
Build a Common Language

Both Educator and Mentor re
corroboratively with pa Visual for
ources can provide an interactive m
val understanding.

Translating medical information and trends into inf
graphics and displays for patients can relieve unn
stress that might resut from a misunderstanding ¢
medical data.

Intuitive visual formats can facilitate clear underst:
normal and abnormal ranges for tests, expected ¢
and next steps for treatment.

Reduce the complexity of data with look and feel
decrease cognitive load and improve clarity.

Well-summarized, relevant patient information car
doctors avoid being distracted o lost in the data 1
their important patient interviews.

Allowing patients to describe symptoms in advanc
own language to help doctors prepare creates the
compare terms during the medical interview.

Provide conversational tools that support doctor-;
interactions, both in real-time during consultation
remotely.

Providing simple educational material with clear v
information and using simple language can help p
and doctors discuss diagnosis, diseases, medical
resuts.

Hosting direct links to trusted and recommended
resources for medical information that doctors ca
and supervise can encourage patients to learn mc
their conditions or lab results on their own, increa:
transparency and trust.
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EHRs and Contexts of Use

White paper exploring the way technology is having an impact in medical practice, in particular EHR systems. We
collected insights from health providers in leading hospitals in the Boston area about how digital information can
and should be accessed on and off clinical settings, for both in-patient and out-patient scenarios.

of Use

March 2013

EHRs and
Contexts

A Providers’ Perspective on
EHR User Experience

Presented by THE ¥MENE

i EHRs and

Contexts of Use

It's not a new concept. Most modem EHRs, descending from
products designed for a deskiop experience, are out of date
nes, tablets, and other
esktop's display and processing beyond
software systems are expected to follow
erience across a variety of

Demands on healihcare providers leave them with a strong
need for timely access to relevant medical information, in both
inpalient and outpatient settings. Yet particularly with regard

to interactions between doctor and patient, there is a delicate
balance between technology that supports vs. technology

it interferes. This balance becomes diffcult to achieve as
technology is expected to support increasingly varied and
complicated workflows in cinics and hospitals alke.

Today's complex inpatient and outpatient EHR systems.
represent significant difierences between both forms of care
and the organizations that support them. They have different
challenges, processes, certfication criteria and measures for
clinical qualty. Efforts to integrate them in a singe platiorm
have focused on faciitating the efficient management of
workfiows, information exchange, and documentation. But
this is not enough. We have to understand the fundamental
human experiences and priorties of physicians and their
patients in different contexts of care to develop the next
generation of innovative EHR solutions.

In conversations with doctors from The Brigham and
Women's Hospital, MGH, Cambridge Health Aliance, and
other health organizations, we looked at how providers are
adjusting 1o rapidly increasing standards for digitl information
in healthcare. In this report we explore how EHR systems
need to be designed with a better understanding of the
different contexts of practice for healthcare professionals and
the flexibity required to satisfy their emerging needs.

EHR systems are based
on optimizing value,
whether in terms of claims
accepted, time saved,
information exchanged,

or overall quality of care.

However, value in a health
organization changes

based on context, and from
stakeholder to stakeholder.

Therefore, when considering
the increase in quality
expected with more
pervasive EHR technology,
it's important to define:
quality for whom? In what
context? How do we define
and measure quality in
different situations?

é EHR Priorities and Value:

A Context-Based Perspective

Prioriies and therefore value in a medical environment
vary across different contexts of practice. We learned how
titioners use different information gathering, monitoring
and sharing techniques based on the context of their
interaction with patients and coleagues,

Time invested in a quality doctor-patient interview could
terate value in terms of information exchanged, quality of

re, and efficiency gains later on. A rounding doctor with many
patients to visit may find more value in time saved in between
patients. While teaching, a doctor may value information
exchange above other factors.

In between rounds and consultations at his hospital, Danny, an
endocrinologist, sees patients in his clinic. Although his patient
record looks and functions much the same for outpatients and
inpatients, for new patients and old patients, Danny s actually
working and thinking very diferently based on the specific mix
of these factors. His story reflects essential insights from our
research and is representative of common needs, pain points
and aspirations towards context-aware mobile EFR systems,

In our research, THE MEME found differing
priorities for two key contexts:

1) Outpatient Care: Calibrating the Doctor-
Patient Interview

2) Inpatient Care: Juggling Tasks on Rounds

Most EHRs have one set

of standardized views and
functions, yet doctors work
and think very differently
depending on the context
in which they operate.

2) Focus on workflow management and
coordination to provide increased

benefits and value.

1 THEMENE

EHR systems wil evolve from their current model as central
repositories of medical data into dynamic platforms for
process management, decision making and coordination.

* Develop a coordination dashboard to provide clear
visualizations of the patient care process, professionals
involved, tasks, real-time updates, milestones, and simple
overviews of goals, plans and next steps.

Highlight information relevant to collaboration and medical

m coordination activities. It can be a team centered view
of the EHR instead of patient centric or time-based only
views.

Provide visible confirmation of activities performed by all
medical staff and team members for a patient. Include
real-time tracking of key milestones, if other doctors are
currently viewing the same data or have added information
historically, etc.

Easily track changes from last time viewed. What is new to
me? Provide updates that make sense to doctors, highlight
what they are interested in.

Provide tools to reinforce connections with patients,
including reminders, alerts, motivational and support
messages that can help patients manage their recovery or
condition over time.

Allow for process customization in the EHR to tailor specific
workflows to unique cases, roles, and participants in the
process. The system should allow easy addition of features
and steps according to previously established process.
descriptions and user interfaces.
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ACCESSIBLE UX - INCLUSIVE DESIGN




Inclusive Design Strategy for Tablet Devices
Developed UX strategy and new accessibility features for tablets targeting consumers with vision, hearing, dexterity

(hands) and cognitive (autism) functional limitations. Delivered insights on current usage patterns, levels of satisfaction,
and unmet accessibility needs, as well as seed UX/UI design concepts.

User + Expert Research / Insights

CHAPTER 1 INTRODUCTION

2.4 Key Features: Built-In Accessibility Features

To isolate the most relevant built-in tablet features, we consulted accessibility surveys like WebAIM and
Paciello Group, non-profit organizations like AccessWireless.org and Foundacion ONCE, and considered
the views of experts and target consumers from each area of disability.

BLIND DEAF

LOW VISION LOW HEARING MOBILITY (UPPER LIMB) COGNITIVE (AUTISM)
1. Screenreader 1. Visual Nofifications and Vibrational 1. Hands free or OneTouch / 1. Keyboard Features
2. Screen Magifier Alrts Gesture Control 2. Voice Input / Output
3. Adustable Fonts 2. Closed Captioning for Video 2. Keyboard Features 3. Alternate Formats of User Guides
4. Contrast 3. Text Communications. 3. Voice Input/ Output (understandability)
5. Voica Input/ Output 4. Video Conferencing 4. Automatic Responses 4. Audio, Visual and Vibrating
6. Audio Alerts 5. Voica Input/ Output 5. Customizable Displays. Featres

6. Adjustable volume control 6. Audio,Visual and Vibrating 5. Customizable Displays.
Features 6. Captioning Services
13 Confidential 2014 | 1UX THE MEME

CHAPTER 3 USER INSIGHTS

@ 3.5 Dexterity: Ability Level and View of Technology

The wide diversity of causes and symptoms that create dexterity loss makes this spectrum of
disability a complex one, almost to consider case by case. A continuous sense of control and the
varying range of effects on independence defined the ways they perceive and relate to technology.

DEXTERITY ABILITY LEVEL* LOW DEXTERITY

" D10 J D9 be o7 D6 05 D4 o} D2 D1

‘r’/h \\‘
</

ROBERT ROBERT  KARIE CHRISTINE

\

PERMANENT CONDITION
Users that experience episodic changes in the level of For users with permanent conditions their stated sense
dexterity and discomfort are more aware of the contrast i
between "good” and “bad” days, feeling that their sense
of independence is severely diminished. They hope for
technologies that help them maintain continuous activity
without sacrificing the level of engagement, be it through
social, productive, leisure or communication features. with caregivers

of independence is high and remains unaltered as they
adjust ther lifestyles with varying levels of assistance. They
hope for technologies that can adapt to the changes in
their context, control better their environments, and help
them communicate their needs to build robust partnerships

22 Confidential 2014 | 1UX THE MEME
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UX Design Strategy / Ul Concepts

CHAPTER 4 SEED UX CONCEPTS

4.3 Hotspot: UX Scenario

© ACTIVATE HOTSPOT

WEBSTE x4 WEBSTE x +

“>f

Gesture 1: Swipe vertically with side of
hand

Gesture 1: Tap twice with fist

Gesture 1: Tap twice with full hand

40 Confidential 2014 | IUX THE MEME

CHAPTER 4 SEED UX CONCEPTS

@ 4.5 Chat Bridge: UX Scenario

© MULTI-CHANNEL COMMUNICATION

Text to Voice

Text toText (Swype) (Keyboard is minimized in Text to Handwriting Text to Finger Writing/Drawing

Quick Response Mode)

85 Confidential 2014 | 1UX THE MEME

CHAPTER 4 SEED UX CONCEPTS

@ 4.4 Smart Styling: UX Scenario

© STYLE ON-THE-FLY (CONTINUED)

During workfiow, the user can style the background any During workfiow, the user can choose from a FEW
color standard Color Sets and Themes, with the option to
customize further if desired

54 Confidential 2014 | IUX THE MEME

CHAPTER 4 SEED UX CONCEPTS

@ 4.6 Responsive Ul: UX Scenario

© SYSTEM-WIDE

WEBSTE x
> A

Responsive Ul can be used in Gallery (left), Interet (right),
Email or other relevant features or applications.

Ux THE MEME




Augmented Alternative Communication App Design

Research and Interaction Design for 3 tablet and mobile AAC apps. The project focuses on providing access to a symbol-
based and a text-based communication platform as well as an optimized digital keyboard for users with limited speech
capability and across a spectrum of different cognitive limitations.

User Research Insights UX Design Strategy / Ul Design
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Inclusive UX Design for Screen-Based Devices
Based on in-depth user research, developed Inclusive UX features for Smart Devices (phone, tablet, and TV), focusing on

users with disabilities (vision, hearing, dexterity (upper limb) and cognitive) as well as senior citizens in the US.

User + Expert Research / Insights

USER RESEARCH
Cross Over Insight

Multi-modal
Engagement

Users with limitations had
unique ways of combining
sensory modes when using
their devices, giving insight 1 Angeke,  User withLiited ision, e on visen e dots <
into patterns of ion. tablt oting ar ik

1 Hybrid Interaction
Use several /o channels to maximize
efficiencies and cater to a specific range of
abilty / limitation.

2 Adaptive Use
Users with low levels of limitation often
switch between different forms of access
to maintain a continuity of use between
shifting contexts.

12 content on her phone under the controld ot condifons indoors, whareas when
1 voioe over i order fent

2Katie, a User with Limitec Vison, can access

7 A A THE MEME

USER RESEARCH
Functional Insights

VISION

Users with visual limitations
primary problem is navigating
content inside

of the device.

Aspects of Limitation:

- Visual Acuty (near & far sight)
- Contrast Sensitivity
- Color Perception

UX Design Strategy / Ul Concepts

UX SERVICE CONGEPT_ OVERVIEW

User Journey: Opportunity Areas & UX Service Concepts

S
ACCESSIBILITY!

A R everyday Opjects

H&LD - “__Mgmgmw s ; f j AT Devices
* I —[] : . User Environments

@ > )

> > > >
First experience with a new device (initial - Quick and easy access. Adaptable Convergence strategy for accessibility - Accessibility UX beyond smart devices
settings) Device Features adjust to users needs.

* Mutti-screen_Enhanced Media « Haptic Accessories_Object Tagging
« Re-thinking OOBE_ Device adjustment _  Star Helper (UX Learing ASSistant) D2 Display Magnifier + Programmable Ambient Alerts

Cloud Configure
Soud Fitered Skins_Dynamic Widget + Diractonal Ampitir

Iterface enhancements to support acces- Eye-Tracking_Next “Hands Free” Ul Gestural Modulation

sibilty with mult-sensory input and output

mecharisims. -, 4+
Combination of sensory channels expand < +

user nteraction models and mixed inter- 3) -

face possibilties.

THE MEME

SERVICE CONCEPT

ered Skin

User interface presets pro-
vide “bundled” accessibility
features. Rather than tweak-
ing each individual setting,
filtered skins provide quick
and easy access to different
device modalities: enhanced
vision, optimized display, HEARING

augmenting sounds, mean-
ingful vibrations, soft simplic- -
ity, etc.

SIMPLE B3| simplified UI
language

W )
=
( \\ ‘ [~ ‘ Resized Buttons

and core menu
Phone EMail elements

VISION

Contats Applixtion

10
= O

Benefits for the user

- Ul adjusts to usability needs

- Abilty to switch between use modes
easily

Usablo Vil Fld ol parphora Benetts or Sameung
st Fsort o Mul-Sonsory nput ~Criaue Sameung branded Ut dosign
 Extapolating formaton  Consoldteaceess featres for
- Undarsancing srcturo wio vivet e | ot E v
(communication alternatives) VISION HEARING COGNITIVE SENIOR MOTOR
THE MEME 5¢ THE MEME
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SERVICE CONCEPT
Star Helper

Star Helper is a translucent
selector that users can move
over any interactive element
(link, button, image, control-
ler, player, feature, app, etc.)
to get aural (voice output)
and text-based descriptions
of its main functions.

Benefits for the user
- Samsung branded help experience
- In-device help appeals to broad audience

Benefits for Samsung

- Discover Unknown Features

- Get help and explanations on demand
- Learn as you use the device.

T

Help / Tutorial

Clear instructions and descriptions of
core features, GUI elements, content
and interactive information.

COGNITIVE SENIOR

THE MEME

USE CASE_ FILTERED SKIN

4 Simple mode Ul

June previews “simple” mode and loves
how clear and direct it looks.

Once amode has been selected and the
phone is running with a different “skin” a
simple clockwise gesture will activate a
shortcut to bring back the modes menu for
adjustment

THE MEME



Patient Education Materials for Low Literacy (Oncology)

In collaboration with Global Oncology, developed culturally appropriate patient education materials targeted at low literacy
populations in developing countries to improve patient’s understanding of their disease symptoms, and chemotherapy
treatment adherence. Implemented and tested in Malawi, Rwanda, Botswana and Haiti.

Booklet Design

DIRECTIONS
GO TO THE HOSPITAL RIGHT AWAY IF YOU HAVE
e e R G LR Circle which emotion you feel for each symptom you experienced. Circle how you feel
— after each cycle of treatment.
EH Many problems after treatment are normal but some are
not. Talk to your doctor or nurse if you have any of these (ZA\\
problems, especially if you feel worse. \SL
N
f ) Date Fatigue
rJ" . e | N AKNe ] o
S 0 O o ey s
‘ 3
e, e i G N A N T Y A e T
et
C A N C E R CCCCC
Fainting F
Oth i Oth
Globoal - -
@D) Oncology HE MEME
ment was produced through a collsboration between Globsl Oncology @5, cancenawovou THE MEME (@ CANCERANDYOU THE MEME @5t CANCER ANDYOU THE MEME
50303 V0303 50303
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HEALTHCARE BUSINESS STRATEGY




Medicine Adherence Service Strategy
Research on the U.S. healthcare and medication adherence market, addressing policy changes of the Affordable Care Act
(AAC/2010). Developed a road map for entering strategic partnerships for future healthcare-related technology projects.
Created new product and service design concepts matching potential new business opportunities.

Expert / Industry Research

Design Strategy

Product / Service Design Concepts

SECTION 2 | GHAPTER 1: INTRODUCTION

N
2.1.2 Industry Shifts

The medication non-adherence problem, despite its enormous cost to the US healthcare

system, has persisted in many ways because it is so systemic. Lack of cooperation among

p lack of leadership, and lack of accountability, have
until recently prevented non-adherence from being addressed in a consequential way.

In recent years, however, a government-led attempt to restructure the healthcare industry’s
financial model from *fee for service" to "outcome based" compensation (meaning that
providers are now culpable for the long-term results of the care they administer or prescribe)

INDUSTRY TRENDS:

+ Stronger Government Role
+ Capitation (per-patient pay)

+ Outcome Based Incentives

2.2.4 Technology Solution Categories

From a broad set of solution types, we zoomed into those in which technology plays a leading role. The follow
sections are organized as an investigation of five primary adherence-promotion technology types.

[ — [ ]
B ) =
S
SMART PACKAGING ELECTRONIC ELECTRONIC MEDICATION DIGITAL
SYSTEMS UNIDOSE MULTI-DOSE ALERT SERVICES
CONTAINERS DISPENSERS WEARABLE

Medication (re) Augmenting
packaging for the single-dose
adherence promotion  medication container
and monitoring with wireless
connectivity to online
monitoring software

Wearable adherence
reminder (and
integrated health
monitoring) devices

Stores and dispenses
manually-loaded pills
or pre-calendarized
multi-dose sachets,
transmitting data to
adherence monitoring

Digital platforms that
gather data from
userinput and 3rd
party medication
dispensers, push
reminders to

SECTION § | PRIORITIZED OPPORTUNITY DETAIL

5.1 High-Priority Opportunity Themes

Three Opportunity Themes scored significantly higher than others. In the following section we illustrate them in
greater depth, bringing them to life through user experience illustrations, detailed value chain maps, and description
of specific value created for patients and stakeholders.

® @ ®

EMPOWERING
PHARMACISTS

SPECIALTY RX SERVICE-LINKED

PACKAGING

)

(@
has begun to align interests and spawn creative industry partnerships to manage the non- + Payer - Provider Partnerships and services service patient devices, and
adherence problem and its associated costs courdlntahted pa(t\er\t )
care with doctors an
et r et Pl s Recing WaseinHealiCare De. 13,2012 caregivers.
12 Confidntial 2014 | Opportunitas in Medicing Adharance THE MEME 18 Confidential 2014 | Opportunitis in Medicine Adherance THE MEME L ot 2016 | Opern o e e —

SECTION 2 | CHAPTER 2: IMPROVING ADHERENCE

2.2.3 Adherence Solutions

Existing solutions attempt to tackle the adherence issue from a number of angles, with most research indicating
that successful behavior change occurs through multi-faceted strategies aimed toward long-term adherence.

SECTION 2 | CHAPTER 3: AN EMERGING MARKETPLACE

2.3.1 Medication Non-Adherence

SEGTION 5 | PRIORITIZED OPPORTUNITY DETAIL

5.2 Value for User

Need for Reinforcement . Poor Health Literacy
Need for Social Support
+ Pil Organize + Medication info provided by
+ Reminders services (text email / S th Empl
call smartphone apps) « Family involvement language support, visual aids, mployer
* Wellness programs + Adherence assessment by Doctors/ and easy reading level Long-term Care
pharmacies/chronic care coordinators Provider Hospitals
+ Cultural-specific pharmacy programs
. ! Government
+ Adherence-promotion social networks
+ Disease-related social et
+ Family / Caregiver platforn Physical Impairments Health Plan Provider
. + Rxlabeling and packaging for
Need for Information the visually-impaired ‘)
. dispensers
counseling. Complex Regii « Generic drug promotion "
+ Printed and verbal nfo from omplex Regimen + Mail-order discount services Pharmacy Benefits Pharmacy
;ﬁ"z’mj“ff e ‘[“”“7‘“5 + Combination medications + Drugdiscounts/ loyalty Manager
Lo + Medication management & therapy programs
Labeling / package design programs (dose frequency regulation) + Financial assistance Based on anaytcs from Interactive toos 0 offera Help pharmacists in Mobie channels bridging
+ Treatment effectiveness evaluations + Incenties gamifcation pationts data, pharmacists the
«  Pill Organizers and Dispensers platforms can predict process, patient and pharmacist,
A foctors o ptionts nisk whare phermacists can o pationts’ medication o that supportand
+ Calendarized Muli-dose Packaging Pharma Prover of non-adherence. help pationts beter fistory, progress and counsaling can bo
o understand their conditon extended byond the
Payer and disease therapy: and quide them through phermac:
their medication programs.
17 Confidantial 2014 | Oppartunities in Medicine Adherence E
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Future Market Trends : Tele-Health

Identified new business opportunities by conducting market and industry trend research. The focus was on
understanding the possibilities within the Tele-Health space. Identified relevant technologies, competitors and
business models.

Identifying Themes & Trends

Research Insights

STRATEGIC THEMES: INTEGRATED CARE (B2B)
[ 4

TELE-HEALTH

’ ; Strategic Themes to Develop the
- X Tele-Health Opportunity Area
6 Health care industry is
: patients are feeling
helpless, distrustful, and belea-
quered by costs. RS R
! [} Individuals are becoming more Integrated Care (B2B) Self-Health Platform (B2C)

proactive in -

opportunities:

+ Move tools and resources
from the hospital to
(convenience, privacy)

+ Leverage
and networked communica-
tion platforms

> Generative Trends

> Market / Industry Insights
> Thematic Examples

> Strategic Roadmap

Asecure, cloud-based Electronic Medical Record (EMR) network forms the backbone of
care provider administration, aggregating data from doctor-patient interactions inside
and outside the hospital, from consultation and diagnosis histories, to medical imaging,
to prescriptions. In the near future, an expanding array of companion hardware and soft-
ware will push and pull data to and from this network, providing care providers ability to
monitor and control medical devices in the patient's home.

patient Hospital management database solutions, including
patient records, administration, and a platform for
3rd party diagnosis applications. Tablet and mobile
device package bundles with preloaded software and
D2D features.

Online platform for medical communication, self-
diagnosis and social support, specially for growing
number of users that require constant monitoring of
medical conditions. Portable, wifi-connected hard-

. t ware systems for self diagnosis, monitoring and treat-
diagnose with the ment.

experience while

* Learn, self-track, monitor, and

TRATEGIC THEMES: INTEGRATED CARE (

o]

MARKET / INDUSTRY INSIGH

A single digital platform that consolidates a patient’s full medical history from multiple
disparate sources, is the elusive holy grail of the health care industry. While technology

ies have been i ing heavily in three, largely isolated siloes of medical IT,
securing widespread adoption of a proprietary EMR database among large care institutions
is essential to control the digital health ecosystem in the long term.

MARKET / INDUSTRY INSIGHTS

Due to concerns over security and cost, hospitals, pharmacies, and other care providers
have been slow to adopt EMR systems. In order to obtain the critical mass of patient data
necessary to attract new EMR Platform subscribers, big technology players have focused
on strategic industry alliances. Our client should explore partnerships with large public and
private health providers, pharmacies, and insurers, as well as lobby for open-source EMR
standards.

MARKET INDICATORS

Winning over the Pharmacies
With the recent addition of CVS/pharmacy to
Google network of pharmacy partners, more
than 100 million people can now access their
prescription history online and import it into
acentral, secure place — a Google Health Ac-
count

Medication history provides framework for
remembering past medical events, evenif
detailed medical history is not available

Corc %: cvs
phanrmacy

Google-+ CVS partnership

Targeting Big Health Care Orgs
Targeting services to large health organiza
tions who are making substantial financial
investments in technology.

The Meditech EMR controls over 25% of the
US market, managing data from over 2,200
health organizations, and providing access to
more than 100 million patients.

MEDIEEﬂh

MediTech EMR (irgest in the USA)

Public Sector Partnerships
Partnering with governments to develop and
manage secure public EMR databases.

The American Veterans Health Administration
(VHA) patient record database is arguably the
largest EMR in the world. accessible through
an online portal.

American Veterans EMR

Consumer Biometrics Devices

s and self-care medical accessory
aired with mobile or PC software
and services often integrate with public-fac
ing EMR databases or social health sites

E-Health examples:

> Withings wifi scale syncs with a
mobile device

Electronic Medical Record Databases
Databases and practice management soft-
ware for secure processing and storage of
patient data. Open source and proprietary
services cover scales from private practice
to national-level health databases. May also
include administrative functions (billing
scheduling, etc).

Tools for Doctors

Software applications enable patient data ac-
cess, diagnosis assistance and allow doctors
toinput, view patient data.

Tele-presence tools for remote diagnosis,
treatment, and even surgery

* Applications for medical imaging review and
diagnosis aids.

PRODUCT EXPANSION &

New line of connected medical devices, current computing
devices bundled with EMR software. New specialized tele:
health systems integrating specialized imaging hardware
and software with networked communication capabilities.

MEANINGFUL EXPERIENCES

o[

LAN, and both the patient

canlogontoa web
application to access the images along
with Elie’s ull medical history (from amabile apy
EFH and elsewhere) tohis local pharmacy tofil

graphics. On his way home, Paul uses
nd the prescription

SERVICE ©

A'secure cloud-based, device-integrated patient
data storage and care administration EMR for
doctors, hospitals, pharmacies, others. Addi
tional features include channels for live telecon
ferencing between patients and care providers,

e items,
the bil to her insurance provider
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MOBILE EXPERIENCE




Next UX For Mobile—Phablets

Identified product differentiators and unique selling points for large smartphones (Phablet) and discovered emerging
behaviors and usage patterns for new feature development.

User Research / Insights

PROCESS

We performed an ethnographic study with 10 users, selecting for a diversity of
opinions on refi bankit i and everyday expression, and
including perspectives on both Samsung and competitors’ experience.

Diana

Nicole Shea James (JD)

Brian Annie

Tony

SIMPLIFYING THE STYLUS

Strengthen associations with real-world tools We propose to restore the inspirational qualities of the stylus by simplifying its
functionality and invokin n with real-we haviors. We propose to

eliminate multitasking and search and focus on t operations:

THE MEME

CARLOS CARDENAS | Portfolio

UX Scenarios and Design Concepts

SUSTAINING FLOW

THE STYLUS

traveling to London to meet with the clients, a big European auto company. They're
g on a campaign for a new hybrid car they are due to release later this year, called

the Aphid. The goal of the campaign is to express the marriage of ecology and technology
with a cool, hip attitude.

In addition to her meeti
London is one of the world's
technology that lie at the heart of the pr

Her Note 4 helps her record and recombine the visu:
also helps her easily create draft versions of her des

nts that she experiences. It
they evolve on the go.

FRICTIONLESS CREATION

Eliminate menus to increase speed

When you need to take a note or make a sketch, speedis of the essence. Click the
Create Button (similar to clicking the ballpoint pen) to active the write/draw mode and

immediately start making marks.

PRESS Button 2 1o activate TAP anywhere to invoke
the write/draw mode anew Canvas

GESTURE to write/draw in TAP in any text box to
the new Canvas start handwriting input

000

On her way back to the hotel,
Jenna opens the Capture Queue
to browse the media she captured

earlier in the day. She taps on a

photo to expand it.




Envisioning New Imaging User Experience
Forecasted evolving dynamics of imaging technologies, markets, and user behaviors. Created concept designs for
future product platforms, PUI/GUI interfaces and interaction models, supported by UX scenarios and use cases.

User Research / Insights

Design Strategy / Product and UX Concepts

What we Did

10 Interviews:

2 Target segments:

Analysis Framework:

Opportunity

lﬂ View Camera

il®1 centralized Control Cam

Pain Points
a Gonfident | Mey 18,2011 Evisoning Next Dightal imaging - Final Report THE MEME - S o e e o THE MEME 122 orfidential | May 18, 201 Envsioring Next Digtal Imaging : Fina Report THE MEME
Opportunity Areas ® U= view camera @ Peer Camera
Comparison: Interaction Design Concept Overview
© Candid/Casual Imaging
EXISTING P&S / DSLR / MIRRORLESS VIEW CAMERA

A playful and spontaneous imaging
experience that delivers unique
levels of social access by disrupting
conventions and associations of
invasiveness.

Unobtrusive User Experience

Facilitate candid photos

Focus on unique and surprising images
Spontaneous capture over planned result
Camera always ready for instant shooting
Discreete formal quality of camera

Smart Snappers

“They're [digital cameras] 5o big
Even with the compact. With the coll
phone... they have o idea Im taking
their picture. | can be way more
stealth with the cell phone.”

"Shooting people when they're
dboing thei thing, when they e not
posed and they re not looking at the
camera, thoy o interacting with

each other, it's  lot of fun."

“Nothing is visualy ifferent on the
back face of the ph

o clue (that you are taking a picture
of them].”

- Alan

THE MEME

Confidential| May 18,2011 Envisioning Next Digial Imaging - Fina Fepor

1
PROCESSING /EDITING  SHARING ~ INSPIRATION

CAPTURING I:AF*HIE

USER
EXPERIENGE era providing mostly with capturing features, making Al-in-one device, highly focused on enhancing imaging
sers do other related activities on other devices experience in diverse ways
+0e Inconsistency Menu structure and path
INFORMATION & duplicated organized clearly and provided
ARCHITECTURE features for seamlessly based on user's
same results mental model
1) Touch screen: user has Grip and main menu on the left
to put h off the grip to AN letting users always hold the
INTERACTION use index finger A 2|\ device stably. User navigates
2) PUI: Same buttons the menu bars on each comer
given different functions with two thumbs
Number of icons and Clean screen without menu
selectable options around bars as default. User can pull
Lavout screen out & navigate the actions,
placed inconsistently and features, & options provided in
randomly step by step manner

Final Repor THE MEME

Opportunities

Casual/Candid Imaging
by Sl

of social access by disrupting conventions and associations of invasiveness.

that deli

Live

ity and imaging plat i
sations, learning, and virtual presence.

THE MEME

Envisioning Next Digital Imaging : Final Report
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CampusTap : Mentorship Building (Mobile App)

User research, concept validation and UX/UIl design of a mobile application for CampusTap, a startup fousing on
creating a digital platform and related services to foster mentor relationships in colleges across the US.

([ e

@ CampusTap

UPDATE STATUS

[o
L ] -
Q¢ o ©
Qe
“eo
Helping students and alumni make

meaningful connections and launch
successful careers

Ul Design / iOS

SECTION 1: SECTION 3A:
Log In Flow and Component Screens My Team Flow and Component Screens

!! = &
[ e -
o (s ol I S ; ;i b
3A11  3A12  3A13  3A14 33 341  3a42  3A421 | = 3A41 342
(3A.4.1) - ".ﬂ' M N
31 332 a3 3had
0sn e

App Architecture / UX
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Parking App Redesign / Pivot
Conducted research to redesign mobile application for shared parking. Developed user studies to verify concept
viability and redesign for additional markets in the trucking industry.

Android / iOS App Design

SAMSUNG [ SAMSUNG
o R - ik ! B RUT 47 ® B £ RUT 473 D B £ i T 473

ASTAPLEY

-
Pl = S
astapley3@gmail.com AN Samerville Gas £
i <5

5

Mitsubishi
B

..:';.'. ) Use FILTERS to select
y 5 Lancer

~  date %3 -3
£ .'." y 0 O I"‘ﬂ
>) our spo e,
3

Friday April 03, 2015

REMOVE POST
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Crowdsourcing Decision-Making
Identified opportunities in the Korean market for a user-centric mobile app with a beauty focus. Created service/
engagement models and developed strategy for gamification. App UX/Ul concept development and visual design.

Research Insight

22 User Insights:

Influsncen Socisl Emvrsnmant

2.3 Competitive Landscape:

CARLOS CARDENAS | Portfolio

Service Design Strategy

3.1 Mobile App Concept Overview

THENE HAPPINESS/IFESTYLE BEAUTY /LIFESTYLE HAPPIMESS | LIFESTYLE GISCOVERY /LIFESTYLE BEAUTY /LIFESTHLE sTiE

BEAUTY/ LIFESTVLE

Android App Design

P AR B

Everything
“metalia e H
mer fazil
4

- TR

My Posts
7

rr M.II\

TO.GET MORERELIAELE ADVICE, ADD TAGS FOR
CONTERT Off CREATE YOUE 0Us
T i iR 1o 3 S racta S




DIGITAL APPLIANCES




Envisioning New Type of Cooking Appliance

Conducted design research to provide insights on innovative Product Design and UX Concepts for Cooking
Appliances in the U.S.

User Research / Insights Product Concepts / Roadmap

Home Visit Bios Opportunity: Shifting Appliance Identities Opportunity Mapping

Mel Identity = Role and Character Lineup Positioning and Design Guidelines
Technology must empower and enrich, increasing the sense of immersion into the cooking Design’ style overtaking ‘Pro’. Built-in, minimalist aesthetic 1. Minimalist Styling
process. It should have a kitchen-specific expression, different from consumer electronics, popular in kitchens. Flexible, multi-use control surfaces finimal, refined, (“Le:
and support user’s creative choice and trust in their own senses. (induction). Data-driven cooking for geeks.

High-Design m

Meta-Control
. . P - Transparency of the oven is not that _ youid fike to have bigger counter top for prepping food. High Interaction
He cooks various food. Like to explore. important. Sometimes | remember that it 00 7 Convenience Cooking
has a ight.

Design-Style
Design-Style
Precision Control
Automated Features
Passive Cooking

08 L

W) mp )

High-Premium
Increased Feedback Background Appliance FaucPro
Dedicated Control Intuitive Ul
Incroased Safoty Improved Alerts
@ Professional
i Professional
- No spaces can be wasted. His microwave is a storage - 4 burners are enough. Sometimes he struggles with the - No automation needed but it would be great if
Space fora water ket Shape of the pan with the location of the burner thers s separate temperature with tmer featur
' 0 2 Chef Po n ™ THE MEME 3: w h 12,2012  Chet P n ing Appli THE MEME 42 Confdental | March 12, 2012 TopC Stategic nsigh THE MEME
Desk Research Summary Cooktop (Gas/Electric) Current Identity Cooktop Opportunities
Understanding Food, Cooking Industry and Culture @ Visual Feedbacks
What we learned Application to Today’s Cooking Appliances Glowing coils less creative @ B Child-locks, and Indicator lights Ultra-Low Simmer @
Speeding up less creative tasks @ W Sensors, Thermometers, or Smart Pans
@ Knobs are more immediate
Users value visual feedback @ M Full touchscreen controls.
analogue electronic analogue [N | electronic

(I @

fast | [N slow fost (NN @000 sow

precise settings . general settings precise settings [ I general settings
[ I

Influence Cycles: Food Trends and Appliances

fir in the 19th century. s access to data about the cooking

* looa e - active | passive active | NI | passie
most active and creative @ | @ Using all the senses | Il Simmer burners Expanded control for low-to-medium | @ Tactile Feedback
Professional Cooking Culture + Popular Media Molecular Gastronomy, Scientific Cooking, Modernist Cuisine @ Timer Control
influence appliance and kitchen trends. Aesthetics, and Knowledge of Origin of food source
- Bt t th century + Sleek, minimal, data-driven cooking @ Lo, Med, Hi settings Numerical Temperature Data @
- in ansparency and precision control i the cooking process pretty fast @
forms of heat
° (]
pplia [ ] [ ]
21 ol | Mareh 12,201 o St s o Cookng Aplnce THE MEME 3 o ach 12,20 o et o n THE MEME 3 — 2. . THE MEME
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Interaction Design for Washing Machine Control Panel

Analyzed consumer behaviors, habits and preferences in their natural context (home) while operating washing machines.
Provided insights on users’ mental models for washing and developed innovative concepts for Control Panel Design.

User Research

Research Insights

CARLOS CARDENAS | Portfolio

Laundry Process
Annette: Basic Sorting + Basic Set-Up

upstairs @

Lej

e
e

User Experience Design Strategy

Framework

Based on
Interviev
base

neral findings from Observation, Home Visits, In-depth
d Desk Research we developed detailed User Insights
n emotional aspects of the laundry experience and
functional aspects of the relationship with Washing Machines.

Partnership is...

N 7 Yy Continuous Thoughtfulness:
o Y * Facilitate easy laundry process (seamless flow).
1. main user (Annette) 2. sort clothes baby  whites  darks 3. open water dsettosuper 5. add detergent * Multi-functional WM design elements that adapt
move clothes to basement clot Pull o start machine irecily to different user’s needs.
EMOTIONAL
INSIGHTS Choice on Demand:
* Give users selective control over the washin
wsars R wars N INNOVATION oroses 9
(\ - h 4 * Simple UL: hide or show options to reduce
O 20 FUNCTIONAL H intimidation.
INSIGHTS
6. add clothes basement waiting time basement 7. move cothes iti i
o drver orline 2012 WM design: transition from traditional UX/UI to
MASTER PARTNERSHIP SLAVE future innovations.
upstairs * Balance familiar PUIs (ie. knobs) and interactive
P N controls (touch LCD screens).
' Context Enhancing:
- * Integration with user’s context to improve space and
8. main user (Annette] support laundry process.
waiting time move clothes upstairs to fold
25 THE MEME 7 THE MEME
Control Panel Design Control Panel Design Concept & Ideation
Use Cases
Top Loaders Front Loaders E:ﬁ::slME Big 4 Neo Simple Conversational Machine
Control Added Value User Mental Model-Inspired Menu Structure Simple Feature Lists and Easy Verification Flexible & Educational Task Flow
‘9 “ o . nob to simplify the panel move from user language to machine one
1 main Knob Main Knob (+ buttons) Main Knob & Buttons Main Knob Main Knob
3 small knobs LED display LED display 77 LCD display 43" LCD display
Buttons, Time display Time display Time display Buttons Buttons
THE MEME
Design
Use St Example Cycle0
Cases Seting 4 4 \
o
Options
& v & O Eqere

My Cycle 0 (1stTmeuss)  Default Cycle > Start
> Option Selection
> Save > Start

Cycle Selection >
Option Adjustment >
Start

Cycle Selection >
Option Adjustment >

Save > Start

Cycle Selection >
Option Adjustment >
Cancel > Cycle > Start

Front Loader Design 1 can ba designed without buttons and anly with a knob and LEDS by appling the functionalty of the knab used i the Top Loader Design 26,

THE MEME

Denim Rugged
Bedding

Color Soil Load  Wash Rinse Spin  Wash Rinse Drain  Options
Level Size  Temp Temp

Save

u THE MEME




Trend Research - Digital Appliances

Gained foresight of social, cultural, and technology trends for digital appliances for the next 5 years by researching

macro trends (Environment, Consumer,

Trendspotting

Mega Trends / Insights

MEGATRENDS. 21 Con

TaSkS nacklng o:gara.f appliance refevance

E LT

In-Betweening Creative Unitization Post-Manual instruction
The traraition freem Brocuct 1o service randsets COnAmens 1 lorer hav (7 1M 1 it
BEPRAL kAL ke & Weil-Oulined, Iepeatable reddeg & Gt et ADphance MarusCTsen

“ore " journey incremingly

“packat” of usage may be ubed 1o

Bhres efen Thiough SmUlanecus Mullltasking  Expenencs crss multighs users. Fo

Faatures b0 1his conteat, chaees that can rhwd /Bt [urhs & bar of 5005t o

i shart but wedl-defined 15904 of progress bubtiing a redefrac amount of suds for Ehit P ey et the moi ot of Ehe sppince

i mosacl chfi A o ki . IRErAd o iy bos N St These slratoges have 8 slrceg imgact o6 a user's
e usens, and slstisralip with o appharce

4 'S —T

RENDS_2 Environmen

Reharvestlng Value
T

20Mm-2015

Waste Recapture

wrate the 20th 4
anciEn b LA SBAT OF wasth for mons ¥icent
oy e 10aek

of mimiting sreray tto
Dwer & secondary. cRien nelabed process. That means fybid cars

with mganecatave brsking wd buskdnga wih haet sxchargern that

2 air Incrmasinghy
1) M wanhe downigreeT mp eerming Ehrough ncrmssed
BUNAING Snd BRSO LpSTam,

Economy, Technology) and micro trends of each topic.

Micro Trends / Insights

I RENDS_51 Culinary
Multl modal Objects
Multi-use OBects are given naw wiue with spe surgent Chties o

In the recessary set of specialzed
and 5p maals. These to

natral

ey Senshve

. of The cooking ¢

5_35.3 Alr & Ligh

Info rmative lnterfaces

Theough Ecometrics, air iars affer mare
Disappearing Interface, hidden display sc

process and empowers better dec
& in the evalution of the

eough aual

o change e cleanng

measured information: Light as Platform plays a

MEGATRE 2.2 Consumer

20M-2015

Multitasking Mindset

with digtal devices, 2 ey
attention, multi-platfonm muBitasking is becoming increatigly
mewslant Mo than ey other demograiie, this trend s driven.
oy i, Wisle simadler Ehan Somer oeler Segrments, bech-ny.

rriserigy am

Their resed 0 kneny
o with i incrmasing rumber of acthes socil fesds Both contrisute
0.3 perpetussl maiimking mancher

mamants of use that taciktate feaiagt of bairy

RENDS_3.2 Claaning

Tonls of Engagement

"a gender gap in clearkng is wary stubbor

e women particepating much
Maw appkances

5 ar8 5
abor arcl engagery
distribution, Tools appeal
Flextamily.

Mechanical Assthetic A Family Atfair Universal Appeal
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INTERACTIVE DISPLAYS




New Product and Service Concepts for the US Market
Provided insight into emerging UX and Lifestyle trends in the U.S. market. Identified business and strategic UX design
opportunities across different categories to develop seed UX concepts for existing and new products and services.

Research / Insights

e
United States | Generational Personal Device Ecosystems
No generation is escaping the use of technology, media, and social devices, although the purpose, context, and way
in which each generation interacts with each of them is what makes the difference. Each generation uses a particular
‘ecosystem of devices that characterizes and determines the particular relationships with technology.
Generation Y/ Generation X Baby Boomers
(teens - mid 30s) (mid 30s - late 40s) (late 40s - 60s)
s o - - o - o
s o Pone E B
Penta // UX Trend Research & Concept Development THE MEME
o

[OPPORTUNITY AREAS] Public Domain

Public space becomes more connected, interactive, and personalized, which allows users to access individually
optimized information and services while enabling service providers to get the right information about their
customers.

Interactive public digital signage

Editable LED lighting Digital social scanner

f controllable public

g public lighting provides relevant information bz

ar 3
ing billboards for

exposure

Penta /1 UX Trond Research & Concept Development THE MEME
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Product / Service Ecosystems

Product and Service Ecosystem

and custom interfaces to sense and
on specific topics.

The platform uses devices,
track user behavior, providing valuable insights, { and

Device Usage /
and Location

areablo Data for
Compelit

Data Tracking and Visuaization O

9| O s

Foedback

Sense, Pul,and Track 1 % WORK  MEDIA CONNECT TRAVEL per e
e . Incentives, and Tips

Learning from User Beh,

--- 80% 7
15% )
Essential Service / Key Features
T e e e
Ponta /1 UX Trend Ressarch & Gonoapt Development THE MEME

Product and Service Ecosystem

Consumer devices interact with public displays and lighting systems using proximity-sensing technologies,
providing customized inform: n and control over data play and environmental ligthing.

Gustomized Experience
Display of Personal and Public Information
Modiar System

Interactive Touch Dispays.
Pullup informaton from the cloud

Location-based
Information syr

oximity sensing of devices;  Moduar ghting and to
apturing with user's personal devi

Essential Service / Key Features

. LED ighting and . 1o personal « LED lighingcan eist s tand-slone

interactve displays for outdoor use @ publc systems, o be ncorporated oo berches,

(o, Ight, niormatony Wallways, oxisting nage, torafont,

+ Lighting and people's = Help o vale, wcimare, o

personal devices (mobie, wearabies ecae personaled recommendations + Bometricorcther emotional data might

laverof

« Capture and dsplay s - avily o 2 c

relevant o p

Penta 1/ UX T Rsarch & GoncaptDevelopment THE MEME

splays can nteract Personaized information
and environmental control

UX / Design Concepts

Natalie - Informative & Whimsical Surfaces in the Home @

After work on Friday, Natale arrves hom and begins to prepare dinner for her
family and her mother-in-law, who is foining thern for

Natalio uses interactive ktchen

Penta // UX Trend Ressarch & Concept Development

WoRK

Robert is really nto quantiying his behavior. Beyond his heaith metrics, he started
/s Quaniified-X platform to make sense of trends i other aspects of
s ife. He opted into four topics on the platiorm (Work, Connect, Meda, & Explore).

using Samstng

Lo

e |

Penta // UX Trend Research & Concept Development.

xperience, while the restof the family
uses various other surfaces throughout
the home to play, share with each other,
and connect i fun and whimsical ways.
The digital surfaces provide a foundation
ieaningful, enhanced face-to-
face interaction with those near and far

UX / Key Features

1. Natalie uses the Kitchen isiand surface to

ingredients she has available in the house.

2. The refrgerator surface displays calendar
Rofifcations as well as a video chat with
Natali's friend Gretchen, as they eact
cookin thei respective kitchens.

3. Many surfaces n the home exhibit an
ambient, e-ink display when ide/slesping.

4.The cabinet surface syncs with Natalie's
and her husband's moblle devices,
dispiaying their shared grocery st

5. Natalie puts  bowl with cooked pasta
onto the table; the surface surrounding the
bow alters to Indicate how hot t .

6. Before she sets the table for dinner,
Natalie's son and mother-in-law use the
dining room table to play a digital game
while her husband reads the naws.

PLAYFUL

THE MEME

He loves the interactve visualizations
on the dashboard, which help him
understand how productive and
engaged he is at work, and how his
metics compare with others (fiendly
‘compeitin); how, when, and wher he.
best connects with potentialclients and

tallored recommendations, and nuds
him to adjust aspects of his behavior, all
based on the data,

UX / Key Features

1. Robert compares his work metrics with a
friend's tats on productiviy,reported ob
satitaction/stress, progress in achieving
milestones, colaboraton, and more

2. Stats about his networking aforts appear
on the platform (e.g. frequency/type of
interaction with person, ob leads that
resul) Facia recogition brings this data
o him atnetworking events i rea-tme

3. Robert eviews metrics on the types of

umes, broken down by ime
Spent. He shares this data with fiends.

4. Using location-awareness, S-Explore
reveals data on Robert's prmary mock
ranspor,favorite types of venues/actiiy,
igh-rafic areas, and infeesting visual
mappings of his global “footprint."

CONTEXTUAL

THE MEME



New Service Experience for TVs in the U.S. Market

Conducted research to provide insights on new TV Service Concepts and their acceptance in the U.S. market. Analyzed user
habits, preferences and behaviors for TV UX and provided opportunities for new usage patterns using mobile devices.

User Research / Insights Design Strategy

TV UX Concepts | Remote Control Strategies

TV UX Concepts | Direct Control RC Overview

East Coast

MINIMAL / DIRECT BEHAVIOR RC FULL TOUCH REMOTE

(@ ot sehavir convotsutons  (2) Miimals o Dvio o

y y v Shows @ .
| Wovies @ g
f cirs @ \
Johanna s s o

West Coast o

Strean
" Push Direct

Opportunities
() smartphone Mabiet Controller Gontrol Button

Power v

Hold 2 sec
o

Integrate
* RC should simplify complexity, focusing on simple navigation of relevant
content.

Minimized function structure and interaction patterns that prioritizes users
mental model and behavior

Dedicated Filter buttons for quick peeping.

Full QWERTY Keyboard for ful text search, customization and social features.

| More fun

| Fiters |- Profile.
B Guidelines
Direct Control RC Benefits Deep Contextual Input TV Deejay onetouch | |
 Ultra-miniml form factor creates strong scenes ight i Fiters Instant On
brand ID for Samsung. without leaving the method at the right of video with no gaps | cramel o Present the relevant content as soon as user turns on the TV,
show time or breaks Zapping
» Offer Direct Control Buttons based upon Less Control
el user motivation: SOFT MODES: = Direct Control Buttons: Home, Fiter, More Fun, Profle
Jeremy Sarah Joey Regina Brenda Dorminique Elana B (Fc“g So}cwa\ Siider, Content Type, Content ““m @ Volume. Copterta * OneTouch fiters: Select content by media type.
ferin | o
2 Ata Glance
* Direct Full QWERTY text input: ®  Direct user to the overview pages (e.9. home/+fun) with one button.
THE MEME
Full Browser & Search capability on TV. Full Mair iing Enic
- Consumers used to QWERTY for SMS. ‘Search laintaining Enjoyment
- Poor UX using limited keypads, pointer

or 4 Directional control over GUL

Stream and +un buttons bring Users complementary contents.

*  Simplify the physical remote so that users don’t have to look down.
Dt
« Matched with GUI structure, emphasizing . g
Scenarios | Behavior-based User Groups T S R O ?J'?'L?'w",imwm'ﬂ%mﬁfimmMmm"wwme _
During the field research 5 behavior-based user groups were identified and defined by a adentil | Novernte N SR eelopent o 20 THE MEME fidential | Novermber 15, sis | TV Ux Phiosop 1 Dovelopm 3 THE MEME
predominant way of viewing the TV.
V UX Concepts | GUI Design: Home Page VV UX Concepts | Touchscreen GUI: HOME
- & [ ]
+ Casual viewers « Famiy device +Twoormore screens  » Social experience « Passion n content
TV as rlacton “iton togetrer *Canboveryorgaged - Seevake nharng v management 150 of Touchpad nfriace, on-TV menus \ |
+ Detaching flom daiy fe  » Concerned about content  + 2nd screen supplement  Viewing « Personal meda foraries i . N indivi i [ f Toushscreen Interface, TV viewn is undi
Trmetohomos | imsorkes W Sasigosoogrg and Gl & o Unique: Personalized TV UX for individuals or family =
s of TV . v oV warmth + Mofication and Continuous Enjoyment | At a Glance Selection | Easy Access Anytime
+FocusedonTvdevice  exverience presence - Satisfacton s n the experimentation are key
itsef  Dedicated rooms set up  « Focused on deviopand  Context not he devica ——
around
- Relate 10 emerging
asprations
THE MEME Continuous Enjoyment Y apps e et | Content Solection Master
« Curent video being
watched

Direct Access to ful
soca re pages per section:
« My Apps
My Queue
« Watch now (Lve TV)
« Social Feed
« TV Options
(Gustom TV Sattings)

* Selection box: waTGH NOW
Easy navigation with

| Profile Login
a-drectonal buttons

| Stream
- Sound : Modes (Thester),
EQ, Caplon, Language.
Ao Vome
MY QUEUE ~Time / Tmer

Browsing Navigation
sacuty o Navig

My Queue thumbnal

stream fading

1. Foaus on the limited
favorite content

2. Get the sense that the
listis ina loop

— Easy access any-
time

Home Bution

g
5

t Development for 20 THE MEME €

ment for 2012 THE MEME
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Non-Conventional TV Experience
Conducted ethnographic research on families in the US to develop and design a new large format interactive screen

device to differentiate from the conventional TV experience in the home environment.

User Research / Insights

UX Scenarios / Design Strategy

Multi-Nodal UX.

Mudti-Modal UX.

Aural UX (Volce), Gestural, and D2D Interactions

AGTIVE ZONE k %
2 for
guiekly re-aranging
e space of fo
creation of quick
annatations and
messages

Irtorastion Paradigm
Auras | Sharing: Circles of Trust

s e e 20 10 put
e cotiecton

7 #

st
MARRIED / 2 WORK OUT-OF-HOME

st
MARRIED / 1 STAY-AT-HOME PARENT

]

Roberl and Family

Jarral ard Family Maura and Family

P

Joan and Family

Jessica and Famiy

Janice and Family

DIVORCED / JOINT CUSTODY

-r:_

THE MEME

Sandra finally arrves home fram hee run;
all is quiet at home. As she approaches.
Pinboard. her Gear Fit automatically syncs
with it. She views her impeovemeant over
this st wiaks 28wl i progress in
maching cortain mestons, Sinco sha's

B reached & mid-way goal, she is prompied
to select a reward from a list of options.
that sha ard her familly croatod,

DFVICE-TO-BIVACH TYNCHAONIZATION
* mehmeabon wan wasrbie:

®  Lises prommity and User recogrtien bo ofer
prionalsed Urpres of iferton

®  Itcan show resus, smotional shms, DispEson
farsan, are motvater rosh nreart

Maltin Tor Uner | Disirortistor

* Rscogeeen o B e chmaceswenrabien
DAOmes relevant, Lt date FTALON 10 pop
o ikt cxl

Interacison with motrvational content

| et e
| (@ Proumay sensors rcogpice nors anc thee
Y cambit 52 ulter parsarabsned v

By 0 lange deplary 10 ofler amtent
E 28 Ve et il by

THE MEME

. g
Tooes P . Aenqeior
extends 10 uch
@ hunctionalibes.
ﬂ. @ Possbie LS Flow for Cocie of Trust (e Sharng and gancnabie planrend)
i g syneng of @ The Circie of Trust cornkans mambers
secogriton, 3 g o your close soc groupts)
— Inchoding facial  Mulbmedia o ¢ Len o O
A Voice recooniion 100 | gsiire veceani secngrden contwit. it T e ¥ friscdpisnpaastatisetin oot
W contral of ambient £ 10 48 the s L5 i = e by = corversstrn r Evvshen
4 display aedwioges  ERMURICECR, Dt eding - pla i g1 PRt e et
Yy o i Ve ® i .
i and sound cagturing. gy iy Paronal divicen, B n
® ) @ &
- @ s E 4
THE MEME -
THE MEME E THE MEME
User Insights UK Scenario 2: Amblent Mothation UK Seamario
Households 2. Amblent Motivation | Quantified-Me Experience 3. Enhanced Memorles | Rescuing Oid Media

Malt anc Jossica also docide to finish a
project that thear mom has heen wanting
Hheem 1o do: digitally scanaing and
anchiving their old amwork and ewards imo
PIRbOAT, 50 B0 CAN Tk 100 Kr now
e on the waslts and also sliow the very
ol pieces coliecting dust on the shedes
1o bocome mers preminent, The anwork
thail th kids digifize wil now ba viewablo
on Pinboand's Dagital Mane.

SCANNING 2D MEDA
*  Furtace scanvng of R 2.0 e, inciading e
o ragn B muter sty
Coempuer veen Nortures e capaten of Mt and
ige

Waikse for User | Eufierantartor

= 5 5 e s sodrvions procees,
Pockicini DA 13 giieng ffe Daper pacy

* - Scanning onio e Digtal Martle snswres ine

nascien 1 an
arbes, et DM & MeCUCEON 1) PIDOrWOR
et o, scanrad e sre acsly warzhatis

‘i Bk s Gthes rebevant g Consant
[T

Rt ever o wilh physcsl 0Tl ciyeits
P —

Dot orirot g soring, anc.
Qureral et of meca conient
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Seamless Experience Strategy for TV & Mobile
Provided insights and developed a vision for future convergence service offerings for the TV market in the U.S. Identified
key user needs and relevance for convergence of Mobile and TV platforms into integrated services.

Market / Industry Research

SAMSUNG CLOUDSHARE SERVICE

PRECEDENT SUMMARY

—oQ

Operates on:

FamilyHub | Trends

+ A small-scale social network of trusted individuals is typically between 5-20 people, including close friends and family.

+ Anumber of U.S. mobile carriers have targeted this scale of interpersonal network with special calling plans.

IR

CARLOS CARDENAS |

Portfolio

Research Insights

Design Strategy

Family Hub | Setup Process

o

CloudShare
usemanme

Aninvitation is pushed to Jim's TV. Once he
FamilyHub is connected to his

THE MEME

Family Hub | Viewing and opening an MMS

3 When Jamie and Emily turn on
| the TV, the first thing they seeis |
| the Family Hub Home Screen

THE MEME

UX Concepts / Design

Family Hub | Expanding the Family Hub screen

Post-it Notes can be applied
throughout the hub, but are
cataloged here. Selecting
one takes you to content it is
referencing.

New multimedia messages and
additions to the Family Gallery.

Connected Hubs represent Family Hubs that have established
connections to this Family Hub. Select these icons to filter
the shared content from a single Family Hub. The numerical
icons indicate which Hubs have “New” shared content
(scrolling over content on left side erases the New numbers).

HOME SCREEN

MoTV | Convergenc THE MEME

Family Hub | Flinging an MMS to the TV

THE MEME




Interactive Large Displays for Public Spaces

Provided strategic design direction, product and feature concepts for new public Large Interactive Displays. Research
focused on identifying opportunities for innovative experiences leveraging users social behaviors in public spaces.

Expert / Industry Research

Expert Relevance — Areas of Expertise

SREM

Matthis Jérg Daniel

niv Brett Scott im
Misa Tugeman  Renfer  Burnham Stock  tenBerge  Miller  Mittleman

e -

POLICY

TECHNOLOGY

COLLABORATION -

Hybrid Spaces

Public spaces are being reimagined and redefined as Hybrid Spaces by fundamental qualities of contemporary life. The
need to adapt to changi i i , shifting and control over space, as well as the effects of
mobile technology and infrastructure are changing the nature of how we use and experience public and social spaces.

Rethinking Space Control

Multi-purpose Spaces

Portable Functionality
Flexibility and adaptabilty are becoming fundamental ~ The definition of what s public space and who Mobile devices, network technologies and geo-
qualties in the approach to spatial design, especially controls it is shifting as we inhabit Privately Owned,  feneces are blurring the boundaries of public
of public spaces, as the need to accommodate Publicly Operated (POPO) spaces that allow space by allowing people to carry functionality and
muitiple and changing forms of use grows. complete access and unbound social actiy. communication capabilties across space and time.
Curation and control of the experience (content,
functionalty etc) constantly shifts between owner
and u

CARLOS CARDENAS | Portfolio

Research Insights

Experience Broadcasting

Photos have become social media currency. Smartphone cameras have made it
easier than ever to capture and share images and a rising tide of image-based social
networks provides a hungry audience to consume and 'iike' these images. Social
status is expressed through ‘experience bragging, from envy-inducing vacation pics
to luscious food and drink shots.

Implications for ILD:

+ Localized Capture Feed
+ Aggregate Media ‘Pulse’

+ Local Celebrity
Selfies / Food Photography / Instagram / #inofilter

Beneficial Interactions

Brands are adopting useful physical advertisements to benefit consumers. Instead
of mundane billboards or bus stop ads, these experiential campaigns take things

to atangible level, giving consumers a reason to engage with a brand's message
physically and mentally, creating a higher likeihood of unaided awareness. Whether it
be protection from the rain or added ease of travel, functional out-of-home ads are a
memorable and powerful form of advertising.

Implications for ILD:

+ILD - Smartphone bridging
+D2D secure file transfer
+Instant ordering

Pre-flight Media Giveaways / Discount Code Distribution

UX Concepts / Design

1. Venue Branding B | Amplified Themes

1. Trivia Night
Corol e e tends ik a
resauran tht o

3. Reward

rol's team wins 2nd place
to remember this

achievement. Thay enter the ILD
nall o far

eckly
“Trivia Night, where they expect to
form a team, play, and sociaize.
LD supports the venue theme

hich provides a
great way to commemorate their
by augmenting host duties and
providing a seamiess UX.

1 publicly and leave a leg
the venue,

Flexibility to customize venue

programming to address diverse

constituents Venue branding, decreased need
for staff

Builds customer loyalty

ne Tasting

Afer i, ey ar pon o g

e o i s nosing i
it Ao o o

ey expect to

mersed in wine culture. The

tabletop syncing,

Venue branding, upselling venue
products

5. Explore & Share
e S
g th it v with
Tant . Taltop 1

such pairings, allowing Caro

Decreased need for service staff

£ MEME

1.Discover 2. Payment 3. Settling In

Artiving exhausted In Frankfurt Dan and Jen are generally wiling  Comfortable ameni

aifport, Dan and Jen need tofind 1o splurge on impulse purchases  frctionless personalization are

a convenient and comfortable during travel limbo, but are highly  paramount to Jen and Dan's sense

t0 spend their 2 hour ayover
e continuing on to Tolyo.

ional friction.  of premiurm value in ransit, As they

of and expenditure of effot. Dragging  settle nto the lounge chars ant

Under the soaring roof ofthe busy  their rollr bags into the pod, they plug in their mobile devices,
terof  botht

transit hal they ind a c P their boarding passes to  screen groets the ank

private pods it with Jses of  login, and Dan puts his thumbprint  their updated finerary as well as
soft greeting ight and head overto  to the screen fo pay fora 1 hour  sensed biomerics. While they
an empty one. session. relax, it is important for them

Red o keep track of thelr departure
customer service agents and information and any delays.
associated friction of payment

convenience of transit hub.

Improves user comfort and
reates memorable experience

LD 1/ Cultual Study on Publc Spacs for nter

4. Choose
Experience

Having just left for their summer
vacation together, Dan and Jen
o their

are an experience

together. They excitedly gesture to
pan through possible experience
s, pe

flythrough to meditation. They
select landscape fiythrough

Pay-per-view media

5. Relax & Immerse

Dan and Jen want

forget their
layover and impending journey

the camera viewpoint

Unique experience, privacy and
relaxation advertising

£ MEME
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Connected Car UX: Product and Service Concepts

Uncovered latent user needs and unexploited market opportunities on a research phase that included user ride-alongs,
expert interviews and market analysis. Developed connected car products (in-car hub and key fob) and services.

Expert Research

CARLOS CARDENAS |

Portfolio

UX Concepts / Design

27 USE CASE SCIMATIOS | SCERARO

PROFESSIONAL DRIVER

2
oeoooo

Adrienne’s Uber app sends her to pick
up a passenger. She pulls up and
doesn't need to double check her
client’s identity; the Uber app
automatically confirms the

e iedmentitnr arnd sl dha

Edentity and unlocks the

car door when he approaches.

- Aaducss ambigaty
the start of the transaction.

oo O 10

Benefits to Vehicle

THE MEME

3
o0-eooo

27 USE CASE SCIMATIOS | SCERARO

PROFESSIONAL DRIVER DRIENNE

The passenger spots a screen in front
of him with several routes to his
destination mapped out. Because he
trusts Waze, he selects it an the
T B e oty touchsereen, and the directions are
B 2 mirrored on Adrienne’s phene, which
is mounted on her dashboard.

+ Provides passengers with an incressed
-u.dmh\d:'dulrndl

& swonTa s | i i THE MEME

2.4 USECASE STONATIDS | SEERAR T

FAMILY DRIVERS | EDDIE, RITI, JARED, & |

5

As everyone gets into the car, their
Ir_\lnnnn.a are ¥

the Hub.

+ Enables sssy aCoEE 1o sveryone’s confent
. sm-ﬂnmgdm
+ Facittates ather Hub-reiated fentures

s AQONANA

THE MEME

Lanearyios

SUGGESTED KEY FOB FORM

Balancing New Abilities with Simplicity

"

everpday.

Ty 0 Papeese hemaches

By stisbing 4 a parnaiie form and chting a6 argan e shaps kg eced guiss
entrarsaly soesbartaiie wnd Farsler i hard o pockat.
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Connected Car UX - Vehicle Interface Systems Design Concepts

Implemented multi-disciplinary co-creation workshops to generate ideas for new interative control and interface systems
for connected cars. Developed most promising ideas into detailed UX design and product concepts.

Market / Industry Research

BEMAHLECOSTSTEM G @)

INTERACTIVE SURFACE
Componema end Frinsiplea

Tesbrizsl Qo
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Tnshal Gompomes

Co-creation / Design Concepts

CONCEPT OVERVIEW

STEERING WHEEL: Structure

™ .
- 2 trackpads 3
Trackpad - 6 buttons Trackpad

Voice confrol

I‘m—fﬁ ‘ - - y \—mmnu

[ S S—— HE M

INTERACTIVE SURFACE

Contextual GUI

Only core features can be accessed when car is moving.
Full feature capabilities are available when it is stopped.




In-Vehicle Infotainment Market Trends / Roadmap

Conducted market research on leading In-vehicle Infotainment technologies. Developed different product roadmaps for
device-to-device services (Mobile + IVI) and embedded infrastructure for interactive car dashboard systems.

Expert Research

structure technclogy to

Research Insight

Tehmaﬁ: g the

and w\rices 1hnr.mwiﬂe new value nmnum and buainess madels. There are op-
[ n ging our client's technology in p hip with vehicle

to d tive deshboard/steeri Mmmmmuw
MoMthMMmﬂMmdhﬂmm
ence,

To keep up with the demands of consumer devices, car infotainment has shifted from
in-vehicle features to off-board services, creating new business opportunities through
personal device synchronization, software and operating sysiem level customizations.

P Todsy's App Offoiog Pt Seuren of Now Busknss
ot o g o 3.5 ko 0 079 priesupes w wd et

MARKET INDICATORS

FEE O
g devlog In= I e o st btdbe 2 pplcation el
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Z11m
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MARKET / I

Automobile Infotainment has become a strategic part of the Mobile Device Industry's fu-
ture growth. By working with car manufaciurers to integrate product, service and 0S5 plat-
forms, CE companies are positioning themselves 1o create new business opporiunities
and buginess models.

Mokia is developing ‘Terminal Mode', a technol ogy that con-
bt sl chavarsencl Loy
At e ; T

* Pow-im commecnon hans oun aseee oar e b pevie -
v e 10 M deiver)

+  Propesd B 80 Industry standand 10 connect 41| snsrtphonas
(ot ey Nokis) 1o supporn WL

= hoosstible Apps fom OV Sioe

Rild cwng QX Software Systems, developing (5 platforms
inchuding ONX CAR as well 55 therr PlayBook tablet 03,
Promizing integration.

o fborreeg-

Uesa
o By o lising ¥olos meacqeition.

= BRAY CONNECTID DANT
Lksen o wenial frown Blustoodn-conneoted phones, (3M5) con
by Ny, calanda renories, Dl and onBot |, sn mamae.

WHEELED INFOTAINMENT

FERSAL U8 T B YE
BT AP FOR AR

Con L s enjoyment of mobile experience ingide the

car wilh integrated dwmes synchronized media and
INTERACTIVE DASHBOARD d't‘d-lﬂiw apps.
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Carlos Cardenas
ccardenas.design@gmail.com
+1 617 308 7017



