Ernesto Rodriguez

UXUI Portfolio




| am a fervent user advocate. | make every attempt through research, ideation, and
prototyping to ensure a great user experience, great adoption rates and the best
user accessibility possible. | ruthlessly cut through requirements to find creative
ways to achieve goals with minimal technical or user complexity. Furthermore |

transform user stories and requirements into living breathing assets that can in-
crease user adoption and satisfaction.

In addition to my UX/UI skill sets | run marathons, endurance long distance hikes

| and enjoy traveling and photographing the world.
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Portfolio: LinkedIn:
Wwww.ernestoarodriguez.me
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Email:

www.linkedin.com/in/ernestor0325 ernestoarodriguez@me.com
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Case Study

Manufacturing App




Cognite

Project Brief:
Developed a data visualization app for Celanese manufacturing.

Development consisted of

partial requirement building and partial requirement refinement already partially developed
Both the Cognite product manager and Celanese product manager assisted In the destina-

tion of Information. Consulting with programmers was important to the execution of multi-
ple applications that would constitute a template for future plant applications. Project was

executed and Ul was completed by contract end.
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O1
Empathy

Most of our initial research was
confined to executing ideologies
formulated by the Celanese proj-
ect manager. Requirements were
presented by the Cognite project
manager and others were extract-
ed through multiple meetings be-
tween myself and Celanese while
adhering to the Evolving Style
Guide.

Design Process

03
Prototype

After creating requirements it was
time to get our hands dirty. At this
point | would delop flow charts
that evolved into wire frames and
then high fidelity prototypes. It is
paramount that quick prototyping
iterations occur. We would nimbly
design and redesign in both Figma
and XD iterating as new informa-
tion was made available.
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02
|ldeation

Brainstorming sessions were con-
ducted mainly between Celanese
project manager and myself with
the occasional meeting with pro-
grammers to create a high level of
communications and inter depart-
ment exchange of data.
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04
Test

Testing entailed daily meeting with
programmers to discuss function-
ality while A/B testing with users
throughout Celanese. after testing
sessions users were asked screen-
INg questions during interviews.




Wireframes
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The above show a presentation for Wireframes developed using initial requirements and eventually refined

INto prototypes.




Prototypes
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The above show a presentation for prototypes refined from initial wireframes.




Final Results

Wire frames and rough designs were eventually converted to working high fidelity proto-
types for Celenese and projecrt reached it's logical conclusion before design and program-
ming was moved to Olso, Norway. Project UX/UI was designed ahead of schedule and exced-
ded all expectation set by Celenese.




02 Case Study
Sales App




Tractor Supply Co.

Project Brief:

Developement and forcasting of future application features, extract project requirements,
developed low and high fidelity mockups, and assist the programming team in executing
and publishing tasks while overseeing app accessibility. Development of CMA (TSC Applica-
tion Team) and work hand in hand with the UX/UI research team in testing all aspects of the

application. Other Application design included the internal TSC & Me application for employ-
ee Interface and functionality.
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O1
Empathy

Research Methodology

Focus Groups - End users,

industry experts and programmers.

- User Testing

.- A/B Testing

- Open-ended questions

- Arrange questions naturally
- Hire a skilled moderator

Design Process

03
|ldeation

Taking more abstarct idea and
developing requirements was es-
pecially important during the ide-
ation phase. | accomplished this
through rigorous brainstorming
sessions in person on whiteboards
and Teams video comferencing. |
believe in the “10 why questions”
approach where we drill down to
the why of the product in a series
of why questions.

05

Test

| worked with the product manag-
ers to develop product question-
aires for A/B testers. Further testing
was done on users through inter-

views and app mockups.

- Screening questions
- Pre-test questions

- INn-test questions

- Post-test questions
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02
Define

With User Testing in hand the
team would discuss how best to
takle the task. | would develop re-
quirements along with the project
Mmanager.
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04
Prototype

After creating requirements it was
time to get our hands dirty. At this
point | would delop flow charts
that evolved into wire frames and
then high fidelity prototypes. It is
paramount that quick prototyping
iterations occur. We would nimbly
design and redesign in XD.
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Testing
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Change Location: pg 1

It is not clear if users understand the difference between “see stores” and "my

store” as they appear to use them interchangeably, though this not present any
clear issues.

See clips here

Change Location: pg 2

Testing for Change of Location of Application

The above show a presentation for user testing performed to evaluate usability of a change of location user

pathway.




Prototypes
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Final Results

Development of the TSC mobile app e-commerce was executed successfully. TSC & Me was
developed for internal uses successfully and a revamp of many of the original designs led to
a wider user engagement and usabillity.




Case Study

Legal App

05




Apple

Project Brief:

Development of multiple projects including Rover/Envoy, Archer Request, and Archer Case
Management. The bulk of my work included, ideation meeting with project stakeholders, In-
dustry experts and programmers.

The primary challenge was to streamline legacy applications into more intuitive accessible
user interfaces.
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O1
Empathy

Research Methodology:

Focus Groups

After a task was set meetings con-
sisted of myself and the attorneys
that would utilize this application.

Design Process

03
|ldeation

| accomplished this through rigor-
ous brainstorming sessions in per-
son on whiteboards and Teams vid-
eo conferencing. | believe in the “10
why questions” approach where
we drill down to the why of the
product in a series of why ques-
tions.

05
Test

| worked with the product man-
agers to develop product ques-
tionnaires for A/B testers. Further
testing was done on users through
interviews and app mockups.

O

()
—/

02
Define

Discussions would revolve around
the current application pain points
and extraction of application re-
quirements.

()
—/
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04
Prototype

After developing requirementsl
wouldcreate the wire frames and
then eventually high fidelity pro-
totypes. Prototypes were vetted
during daily meeting with other
UX/UI designers and then finalized
with the project manager.
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Prototypes
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Hi-Fidelity Prototypes

The above depicts the Archer Case Management Screens
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Case Study

Digital Garment App




ClothingTech

Project Brief:

Direction of UX/UI for CT 3D digital twin application, website, mobile app and virtual fitting
room. Oversaw the total user-centric design process as well as the development of design
anguage, style guide, day-to-day graphics development and design accesibility.

A clothing industry disruptive product revolutionizing the design, development, creation

and manuftacturing of fully digital garments.

VRO




O1
Empathy

Research Methodology

Focus Groups - End users, industry
experts and stakeholders.

- Decide on the range of topics
you would cover

- Pretest questions

- Open-ended questions

- Arrange questions
naturally

- Hire a skilled moderator

Design Process

03
|ldeation

Taking more abstarct idea and
developing requirements was es-
pecially important during the ide-
ation phase. | accomplished this
through rigorous brainstorming
sessions in person on whiteboards
and Teams video comferencing. |
believe in the “10 why questions”
approach where we drill down to
the why of the product in a series
of why questions.

05
Test

| worked with the product man-
agers to develop product ques-
tionaires for A/B testers. We
documented bugs and product
iImprovements to discuss in the
sprint reviews and hand off to the
programmers.

O

()
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02
Define

Utilizing research, we ultimately
identified the problems associat-
ed with industry pain points. | lead
sprint reviews that included sales,
programmers product managers,
and stakeholders. Most important
was a safe non-judgemental envi-
ronment of collaboration.
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04
Prototype

After creating requirements it was
time to get our hands dirty. At this
point | would delop flow charts
that evolved into wire frames and
then high fidelity prototypes. It is
paramount that quick prototyping
iterations occur. We would nimbly
design and redesign in Sketch.

O




Flow Charts
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Application Flow Chart

Flow Charts

Account Setting Flow Chart

Requirements are extracted from sprints and develop flow charts along with the product managers.




Wirefames

[ ]

Current Industry Workflow

Wireframes

After back and forth brainstorming sessions and multiple quick iterations, | would develop the wireframes that
would take the product to the next level of detalil.




Prototypes

Tokens Tokens Totals

E-Commerce - Licenses

E-Commerce - Adding Tokens

Hi-Fidelity Prototypes (User Account Creation)

Using various tools such as Figma, Axure RP XD and Sketch | would create the hi-fidelity prototypes.




Prototypes

Change User Name/Password User Profile Picture

E-Commerce - Shopping Cart

anC

Add User Profile Photo

Hi-Fidelity Prototypes (User Account Creation)

The above depicts the User Account Creation pages.




Prototypes

Create New GDT
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Trimn Editor

Hi-Fidelity Prototypes (GDT Application)
Hi-fidelity prototypes were created for the Clothing Tech Application, the Virtual Fitting Room (VFR) interface and
the VFR mobile application.




Prototypes

BA0HER

E-Commerce - Share

Hi-Fidelity Prototypes (GDT Application)

The above depicts the trim and color picker for the GDT Application.




Prototypes

Site Login

Choose Dress

Hi-Fidelity Prototypes (Shopping Application)

The above depicts the ClothingTech e-commerce site.




Prototypes

- e e\
Fitting Room

Share Outfit

Virtual Fitting Room Stage

Hi-Fidelity Prototypes (Virtual Fitting Room Desktop Version)

The above depicts the Virtual Fitting Room web site.
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The ClothingTech
Products

Advanced technology for fashion design

Leading the way in fashion design software, Clothing Tech is innovating and creating truly seamless 30 software solutions far
technical design. Our suite of products allows apparel designers to move from concept sketch to production without slowing down
the process by awaiting input from technical designers and manufaciurers.

These tools enable real-time garment design by automatically reading existing patterns and tech packs and converting them into

3D design that yvou can guickly and easily edit, share, and export as new patterns and tech packs,

We're working smarter to bring your fashion designs to life.

Clothing Tech GDT(™)
Validate apparel designs
in mMinutes, Nnot days.
Edit, pattern, and fit
from the same virtual
sample.

The ClothingTech Products

Hi-Fidelity Prototypes (WebSite

The above depicts the web site design.
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Final Results

This was the first time | led a project of this magnitude encompassing mobile, desktop, and
cloud based applications. Although end user research was at limeted we inerviewed industry
expert, industry partners and stakeholder to identify user mental models. While | was some-
times overwhelmed initially, | learned to trust my teammates, my years of expertise and that
daily stand up meetings and research mined data were key to the project’s success. Clothing

tech is currently operting without a UX/UIl developer and is attempting to finalize the appli-
cation for sales.
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Case Study

Sales Training App




Dell

Project Brief:

Development of A3 B2B application in tandem with the team lead, liaison and senior UX/UI
developer. Interviewed associates, developed high-fidelity prototypes, and preformed prod-
uct testing.

A sales and training B2B product for Dell computers that provided the sales and support
team an easily referenced application to document, research and perform sales in a more ef-
ficient manner.

The A3 system provided unique challenges as it would have to become a one stop repository

of all the tools a sales and support member might need.

DAL i




O1
Empathy

Research Methodology

User Interviews with sales and
support agents to create a men-
tal model of user interactions with
current sales systems.

Design Process

03
|ldeation

Brainstorm sessions were held
multiple times a day. We extracted
each members experience to cre-
ate the most important features
and user pathways.

05
Test

| worked with the product man-
agers to develop product ques-
tionaires for A/B testers. We
documented bugs and product
iImprovements to discuss in the
sprint reviews and hand off to the
programmers.

O

()
—/

02
Define

With End user research in hand,
we ascertained that the sales team
was using multiple inefficient plat-
forms to accomplish sales and
training tasks. We deduced that

all the current tasks could be pre-
formed by using a single applica-
tion while saving time and effort.

()
—/

()
—/

04
Prototype

| developed low-fi wireframes to
ensuring user could navigate the
site as intended. Prototype devel-
opment was assigned to A3 team
members. After long ideation ses-
sions with the team lead, we devel-
oped A3 samples of each design
then presented them to the team
lead. Finally using Figma the UX
team developed hi-fi wireframes.

O




Design Sketch/Prototypes
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The above depicts the A3 1.0 (sales application) design sketch, prototype, and notes.




Prototypes
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Home Screen

Hi-Fidelity Prototypes

The above depicts the A3 2.0 Home and Finhance screen.

Finance Screen




Prototypes
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E-Commerce - Existing Buyer

Hi-Fidelity Prototypes

E-Commerce - AMD Transition

The above depicts the A3 2.0 Existing Buyer and AMD Transition screen.




Final Results

It was great experience working with the talented people of
senior UX/UI lead and the rest of the team. | fulfilled my cont
product ahead of schedule.

Dell. | lear

ract with

ned so much from my

Dell to develop the A3
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Case Study
Pharmaceutical App




Popup RXx

Project Brief

Creation of an affordable and multi-tiered product aiming to aid users who are under in-
sured. Many new technologies were developed including an Al, unigue application website,
and cutting edge delivery, and payment system. The application and website would need
to Incorporate existing mental models and development of state of the art user interfac-
es. When Wireframing and Prototyping this product, | worked with the C.E.O., and product
Mmanagers.

Popup@ @




Ol
Empathy

Research Methodology

Focus Groups - End users, industry
experts and stakeholders.

- Decide on the range of topics
you would cover

- Pretest questions

- Open-ended questions.

- Arrange questions
naturally.

- Hire a skilled moderator

Design Process

03
|ldeation

Daily brainstorming session, led
to the development of red routes,
flow chart development for user
pathways, and wireframes.

O

()
—/

02
Define

Utilizing user research, we
ascertained that there were
ten’s of millions of “un-

der insured” working class
American. Further more
other companies such as
Web MD, Good Rx, and Rex
Pharmacy provided proof of
concept.

O

O

04
Prototype

Daily stand up meeting
were held to design and it-
erate prototypes using both
Adobe XD and the rest of
the adobe suite.
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. . 2 children she is responsibe for her Family and her

SERtus Married parents and their medical needs. She s a budget
Location: Suburban concience mom and has time constraints in the
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Persona: Home Maker

Personas

The above depicts User Personas developed for Popup Rx.

Persona: Student




1 Search

PopupCare

FAQs

Advice and answers from
the PopupCare Team

Search Our Site For
Answers

Bearch

How To Use PopupCare

26 artiches in this
collection
Written by Sara Lea

FAQs

Hi-Fidelity Prototypes (Setting up account)

Prototypes

Take Charge of
your Pharmacy

Experience

Join Our Phamily

P R

Compare and Price
Transparency

Join our Family

The above depicts the account set up and FAQs..

a1 wll =

L Search

= PopupCare [

Hello, John!

You are now ready to take charge
of your pharmacy experience!

AccountInfo ~#

Mame
John Doe

YourPlan /

Account
FhamilyCare Plan

Phone Number
PH183829087C
Activated

Your Plan




Final Results

| learned how to collaborate with a cross-functional team, how to communicate actionable
and testable user insights to the team as well as achelve expert knowledge of Adobe XD. We
approached it as a mobile first product with secondary web designs.




Case Study

Banking App
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Univision

Project Brief:
Development of Univision disruptive banking application for users in the US and Latin Amer-
Ica that lacked bank resources and were [ooking to send and receive money.

Development of style guides low fidelity and high-fidelity Prototypes. Developing user path-
ways and maintaining a cohesion with Univision design language.

N @




Design Process

03
O1 Prototype

E M pathy Wireframing was developed be-
Research Methodology tween myself and the A\(AI product
manager. | developed wireframes
Focus Groups - End users, industry experts, HUsINg Sketc:h.dH|gh| deflnltpn Pro-
stakeholders and Univision product managers ORY[PES WES evslopEe HsIng
' Sketch and Adobe InDesign. Itera-
: : tions were developed and then re-
- Decide on the range of topics you would cover : : .
: viewed daily to present to the Uni-
- Pretest questions iy
vision team.

- Open-ended questions.

- Arrange questions
naturally.

- Hire a skilled moderator

O O O

02
Define

Utilizing user research and meet-
INgs with the Univision team, we
ascertained there was a great
need for users to transfer money
between the U.S. and Latin Amer-
ica. It was further deduced that a
huge market was currently being
iIgnored through current banking
models.
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Wireframing
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Wireframes

Balsamic was utilized to quickly wireframe large numbers of processes.
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Hi-Fidelity Prototypes (Mobile App)

Both Indesign and Figma were used in the rapid prototyping of wireframes.
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Final Results

| am very proud of my work on the Univision Mobile Money App. This was my first applica-
tion with a company of that size. | learned how to develop and designs the user pathway for
banking application. It is currently available for download.

Univision Mobile Money application is currently available for download.
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Case Study

Data/Account App




eyeQ

Project Brief:
Development of the User Interface and User Experience for Ford and Coca-Cola data gath-

ering and account creation Kiosks.

At Coca-Cola the users would interact with the kiosks to create account and earn rewards.
These rewards would equal a complimentary offering of the product.

At Ford, a user would create an account utilizing developed algorithms and social media ac-
counts. This would provided data and the kiosks would help the user choose the right vehi-

cle).

ceQ




Ol
Empathy

Research Methodology

Focus Groups - End users, industry
experts, stakeholders and Coca-Cola
and Ford product managers.

- Decide on the range of topics you
would cover

- Pretest questions

- Open-ended questions.

- Arrange questions naturally

- Hire a skilled moderator

Design Process

04
Prototype

Initial development of wireframes
lasted a day, then presented to

the team. All prototypes (low and
high fidelity) were developed us-
iIng the Adobe XD and Adobe CC
programs. The process focused on
continuous iteration and open lines
of communications between C.E.O,,
programmers and myself. At this
point we would typically present
the prototypes to the Ford and Co-
ca-Cola team leads.

O

()
—/

02
|ldeation

Initially brainstorming sessions oc-
curred daily with our C.E.O,, then
he would meet with the team leads
of each company to develop initial
project requirements. This was a
quickly paced process that lead to
the success of the overall design.

O




Prototypes

Taste the Feeling : Taste the Feeling : Taste the Feeling

- a .

Cherry Coke

BR[N] e, Sl O

e il TS el ol LDSEH i

dolons magna sligua UL enam ad sminim.

MU T noirud) oaerciaienn
bl mubal il e k.

Product Enter Phone for

lome Screen Information Offering

Hi-Fidelity Prototypes (Kiosk App)

The above depicts the Coca-Cola kiosk app UI.

Taste the Feeling

Terms and Conditions

sactetur adipiscing efit, sed do
giusmed lempor incididunt ul labore o
dolorne magna algua, Ul emm ad mmim
= . (5 1 T (i

Terms and
Conditions

Taste the Feeling

Thank You

You will receive a text
momentarily
Possible CTA to check out
Coke Booth

sSuccess
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Hi-Fidelity Prototypes (Kiosk App)

The above depicts iteration of the Ford kiosk app Ul.
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Final Results

The eyeQ kiosk product was a great learning experience for both eyeQ and myself. | held the
role of design lead and worked to perfect my craft. The user interface was developed and
had minimal succsess.




