
Casey  M  Addy,  UX  designer  



What  you’ll  see  today  



Personal and professional background of Casey M Addy 

Overview of what I did at GameZombie.tv 

Overview of client work 

Overview of the design of the Tales of Badges app 

What  you’ll  see  today  



About  me  



Educa<onal  and  personal  background  









Professional  background  





My  role  at  GameZombie.tv  





My  role  at  Lexmark  





My  role  at  Blackwell  Global  Consul<ng  



Why  MathWorks?  



I  grew  up  with  math  



I worked in the math department at RPI 

My friends use MATLAB 

The balance of the role is appealing 

Addi<onal  reasons  



Work  samples  



Learn  and  adapt  



GameZombie.tv  transforma<on  



Ini<al  website  experience  



Collabora<on  between  Indiana  and  Wisconsin  teams  



Determining  video  strategy  



Determining  blog  strategy  



W
o
r
k

s
a
m
p
l
e

1

Presen<ng  wireframes  to  CEO  and  development  



Presen<ng  wireframes  to  CEO  and  development  



Collabora<ng  with  visual  design  



Gathering  feedback  about  the  design  



AMer  first  release  



Cardsor<ng  all  videos  and  blog  stories  



Cardsor<ng  all  videos  and  blog  stories  



What  went  well  



Reflec<on  and  improvement  areas  



Lexmark  sample  



Star<ng  from  a  locked  device  



Interac<ng  with  my  print  jobs  



Choosing  to  keep  the  jobs  for  future  prin<ng  



Showing  print  progress  to  users  



Current  work  



Sample  customer-‐facing  design  



Sample  internal-‐facing  design  



KIPP:Indy  



Ini<al  design  



AMer  design  and  prototyping  were  complete  



What  went  well  



Reflec<on  and  improvement  areas  



Tales  of  Badges  
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Cosplay  at  conven<ons  



Conduc<ng  a  focus  group  



Interviewing  cosplayers  

“You  should  put  yourself  into  the  
cosplay  –  it’s  be7er  –  not  only  for  
the  pragma:cs  of  the  costume  
design  -‐  but  the  personal  touch  is  
so  much  more  touching…”  -‐  
Wesker  



I  learned  how  to  sew  and  create  my  own  cosplay  



I  went  to  a  con  to  experience  it  firsthand  



Interac<ng  and  learning  from  other  cosplayers  



Paper  prototyping  the  experience  



Itera<ng  on  the  design  



4  par:cipants  

Think-‐aloud  protocol  

Interac:ve  clickthrough  

Examine  the  usable  and  social  aspects  of  the  
design  

You  can  interact  with  the  prototype,  too  

Crea<ng  an  interac<ve  prototype  for  tes<ng  



Quick to learn and use 

Overlooked usability issues and immediately gave ideas for improvement 

Helped the photographer to see the personal side of the person underneath the 
costume 

“[it] made me more confident and adds more emphasis and [it’s] more exciting for the 
person who is cosplaying – that’s the big thing” 

Results  from  par<cipant  tes<ng  



What  went  well  



Reflec<on  and  improvement  areas  



In  summary  



Empathy  and  research  are  core  in  UX  



I  adapt  to  the  challenges  of  design  



I  also  like  math,  too  



Thank  you  



Post-‐presenta<on  informa<on  



Improving  by  doing  



Learning  outside  the  UX  realm  



Gina  Canfield  

Shaun  Cook  

Adam  Travis  

Professional  references  

(309)  339-‐3034  

(251)  367-‐5056  

(606)  643-‐5002  


