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Case Studies
Two Case studies

These are focused on software, specifically a mobile app called myQ. Although this is an app that is available to the public, 
some details must remain private, such as PII. The remaining slides will focus on the high-level overview of what happened, 
along with the impact of the resulting research.

CarPlay Onboarding Experience History Page AI-integrated Overhaul



CarPlay Onboarding Experience
Project Details Overview

The Challenge

The Impact

With the addition of CarPlay, myQ was positioned to provide advanced features and controls to users on their 
infotainment units. One of these advanced features was to allow people to setup geofencing capabilities that 
enabled location services in order to pinpoint where their vehicles would trigger the automatic open/closing of their 
garage doors. However, research was requested to ensure that this could be done intuitively with the flows that 
were provided, as well as gather feedback on the optimal placement of a free-trial activation. 

After the research was completed, the team was able to better understand what worked well, pain points, and clear 
direction for improvement opportunities. It was able to optimize the flow so that users could comprehend 
terminology, follow-through with the steps intuitively, and successfully complete the process. This in the effort of 
securing more revenue in the residential and auto spaces of the company via subscriptions.



Project Goals

Test the usability of 
the onboarding 

setup flow.

1

Determine the best 
placement of the 

free-trial activation.

2

Gather standardized 
experience metrics.
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Project Timeline & Research Approach

Duration: 

6 weeks

Participant info Methodology

Tools used Team

n = 14


USA only


Single-family home 
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myQ Users

Unmoderated survey


Moderated interviews
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1 UX Designer


1 Product Manager


1 Head of Product


1 Sr. UX Researcher
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IDEA

PLAN

DRAFT

INVESTIGATE

TARGET

SUCCESS

Initial meeting to 

discuss research 

objectives, 

questions, and 

impact.

Create surveys, 

discussion 

guides, prepare 

stimuli, and 

review with 

stakeholders.

Bridge research 

findings and 

insights with 

strategic 

opportunities for 

the business.

Share insights and 

recommendations to 

drive impact.

Kickoff and share 

research brief.

Administer survey and 

conduct interviews.

6 WEEK TIMELINE



Project 
Findings



Detailed 
Findings

Example
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Detailed 
Findings

Example
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Next 

Steps



myQ History Page AI-Integration
Project Details Overview

The Challenge

The Impact

As AI continues to advance and become more pervasive in every facet of technology, the myQ team is preparing to 
incorporate AI-generated summaries of video history to give users annotations in the efforts of increasing security, 
peace of mind, and awareness for their users regarding their property. However, the experience of doing so 
remained a mystery, and research was requested in order to evaluate initial design concepts. Mockups and 
variations were created in order to test which one performed the best, according to users.

The research allowed the design team to better understand the user needs of AI-integration with regards to the 
history page of the myQ app. It highlighted key decision-making factors that allowed for the business to better 
understand the expectations of our users. Since the AI features were only available by purchasing a subscription, 
this ensured that it was a value add and can effectively drive subscriptions revenue forward in a positive direction. 



Project Goals

Compare the 
timeline view of 
Ring vs. myQ.

1

Evaluate the filter 
experience for 
simplicity and 
intuitiveness.

2

Determine which 
timeline view 

resonated with 
users the most.

3



Project Timeline & Research Approach

Duration: 

4 weeks

Participant info Methodology

Tools used Team

n = 26


USA only


Single-family home 
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Unmoderated survey
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discuss research 

objectives, 

questions, and 

impact.

Create surveys, 

discussion 

guides, prepare 

stimuli, and 

review with 

stakeholders.

Bridge research 

findings and 

insights with 

strategic 

opportunities for 

the business.

Share insights and 

recommendations to 

drive impact.

Kickoff and share 

research brief.

Administer survey.

4 WEEK TIMELINE



Project 
Findings



Detailed 
Findings

Example

1 of 2



Detailed 
Findings

Example
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Next 

Steps



THANK YOU
Let’s connect!

I hope this has given you a glimpse of the kind of work I can 
bring to the table for your organization.



My methods are constantly evolving, and I am improving 
my skills every day.



Whether it is a simple app that is meant for everyday users 
or a complex system for a more niche crowd, I look forward 
to bringing my expertise and impacting your business for 
the better.
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