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Part I

About Me
I drive user experiences through outstanding 
research planning and execution. My top skills 
include qualitative methods, end-to-end project 
design, and compelling communication of research 
outputs.



UX Researcher 

Career Overview

-Northumbria University,
-Microsoft

United Kingdom 2019 - 2022

Designer & Researcher 
-International Federation of Red 
Cross & Red Crescent

Switzerland 2016 - 2019

Passions
-Visual storytelling

-Filmmaking 

-Technology design

About Me

Ph.D.Candidate in Human-Computer Interaction (HCI)
BS Visual Communications



Problem-Driven   Resourceful   Diligent   
I focus on developing a deep 
understanding of the problem to 
deliver outstanding results that 
consider users and business needs.

I adjust to different contexts 
and utilize a wide variety of 
approaches to design the best 
experiences with the resources 
at hand.

I’m oriented towards delivering 
actionable research outcomes 
with great attention to detail and 
implications for the whole 
product experience. 

My core UX values

About Me

Visual Communicator
I have a passion for visual design and 
storytelling. I harness this passion to 
conceptualize my ideas, research outputs, 
and bring complex concepts to life.  



My UX Research Approach

About Me

Adapted from the double diamond diagram

https://www.designcouncil.org.uk/our-work/news-opinion/double-diamond-universally-accepted-depiction-design-process/


About Me

Visual by @lizandmollie

About Me

Ultimately, I remain flexible to iterate, take risks, and champion new ideas.



Part II

Work Examples
As a well-rounded UX researcher and designer, I have worked in a 
wide range of research and design projects throughout my career. I 
feel comfortable leading efforts at all stages of the product 
development cycle. 



Design Opportunities for Professional 

Development on Freelancing Platforms

Case Study 1 – Future of Work – Northumbria University

My Role: Lead UX Researcher

Go to case study  

https://carlosalvarez.org/2022/11/09/freelance-grow/


Uncover foundational research 
opportunities for professional 

development on freelancing platforms

UX Research Objective



● Freelancers require different professional development 
support depending on their career stage. 

● Freelancers use platforms to explore career opportunities, 
however, platforms rarely support these forms of professional 
development. 

● Freelancers piece together self-development, resulting in 
time-consuming efforts and added work. John Schnobrich on Unsplash

Phase 1: Discover

Initial Assumptions



Freelancers need tools that adjust to 
their different professional 

development expectations that are 
easy to access and manage.

Problem Statement

Phase 1: Discover



Phase 2: Define

Defining Personas

Photos by Christina@wocintechchat.com 

Sam – Novice Freelancer
Goals: 

● Make her freelance business a sustainable source of work.
● Develop her entrepreneurial skills.

Motivations:
● Become a business owner.
● Greater work-life balance.

Frustrations:
● Getting started on platforms is challenging.
● Feelings of isolation and lack of support.

Aisha – Experienced Freelancer
Goals: 

● Diversify her work sources.
● Branch out to other professional areas.

Motivations:
● Increase her client base.
● Spend more time learning new skills.

Frustrations:
● Relying on a few recurrent clients.
● Lack of guidance of what skills to focus on. 

https://unsplash.com/@wocintechchat?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText


Refining the problems to solve.

Phase 2: Define

Defining the right approach

Conceptualizing research-based solutions.



Developing insight-driven wireframes
Phase 3: Develop



Developing insight-driven wireframes
Phase 3: Develop



Surface on Unsplash

Phase 3: Develop

Validating concepts through user research focus groups. 



Brands & People on Unsplash

Phase 3: Develop

Generating insights from the user research sessions.



Phase 4: Deliver

Communicating research insights to project stakeholders 
through a scenario interaction.



Phase 4: Deliver

1. Novice freelancers might need help getting started and securing work, while 

experienced freelancers might require support expanding their work sources. 

2. Platforms are in a solid position to foster professional development and peer 

support, but these goals might conflict with their business model.

3. Beginners and experienced freelancers could benefit from creating supportive 

connections. However, high levels of competition on platforms might hinder the 

creation of peer support. 

Insights & Takeaways



Discover

Define

Develop

Project Recap

I conducted exploratory research to 

frame project assumptions and a 

problem statement. 

I crafted personas, articulating their goals, 

motivations, and frustrations based on the 

discovery phase research.   

I designed insight-driven wireframes and 

conducted user research focus groups to 

foundational uncover research opportunities.

Deliver

Project objective: uncover foundational research opportunities 

for professional development on freelancing platforms.

I communicated research insights through 

an interaction scenario. In addition, the 

project generated three foundational 

research takeaways for further exploration. 



Engaging Children in Programming 

Education through Playful Experiences 

Case Study 2 – Education and Technology – Northumbria University

My Role: UX Researcher and Visual Designer 

Watch project video

https://youtu.be/WLsxOdO67YA


Develop foundational research to use sensor-based 
devices to engage children in computer 

programming education. 

Project Objective

Sensor-based devices



How might playful experiences with 
sensor-based devices engage children 
in learning computer programming? 

Research Question

Phase 1: Discover



Introducing the sensor-based devices

Defining the Experience Journey

Crafting/Programming Sessions Play Sessions

Phase 2: Define



Developing intuitive materials for children 
to engage with the experience.

Phase 3: Develop



Running the co-creation sessions and interviewing children throughout the 
experience.

Phase 3: Develop



Phase 3: Develop

Develop robust observations and field annotations of the experience.



Phase 4: Deliver

Generate insights from interviews and field observations.



Phase 4: Deliver

Conceptualizing foundational design opportunities, such as generating 
more comprehensive onboarding materials. 



Phase 4: Deliver

Communicating research insights by highlighting children pain points 
during the experience. 



Envisioning collective play as holding great promises for future research 
and design. 

Phase 4: Deliver



Sensor-based devices introduce exciting opportunities for 
the future of computer programming education. However, 

robust onboarding support  and collective play are required 
for children to maximize their learning experiences. 

Takeaway Message

Phase 4: Deliver



Project Recap
Project objective: uncover foundational research opportunities 

for professional development on freelancing platforms.

Discover

Define

Develop

Engage stakeholders in exploring 

research directions and focus. At this 

stage, we generated a research question. 

We defined an experience journey to 

address our research question. 

We developed research materials for the experience. 

We tested our experience with co-creation sessions, 

interviews, and field observations.

Deliver

We delivered insights, conceptualizing potential 

opportunities to improve the initial experience 

and envisioned opportunities for future 

research.



Exploring the Future of Humanitarian 

Operations through an Interactive 

Exhibition 

Case Study 3 – Humanitarian Innovation – IFRC

My Role: Visual Designer / Curator

Go to case study  

https://carlosalvarez.org/2020/11/15/humanitarian-futures-exhibition/


Engage senior leadership of a large 
humanitarian organization with 

potential humanitarian challenges and 
innovation.   

Project Objective



Senior leaders seldomly have time to 
engage with reports, hence creative 
approaches are necessary to present 

research findings.

Initial Problem



Synthesizing our research findings to explore experience opportunities. 



We partnered with design agencies to create artifacts that can bring our 
research to life. 

https://changeist.com/
https://www.superflux.com/
https://situationlab.org/
https://openlab.ncl.ac.uk/
https://edgedna.co/


I worked with designer, Tom Nappey,to craft an experience around the artifacts. 

One of the exhibition’s 
installations to contextualize 
artifacts 01-04  

https://openlab.ncl.ac.uk/people/tom-nappey/


Each installation encouraged interaction with the artifacts 
and exhibition narrative

A delegate engaging with an ‘air pollution’ 
artifact designed by Superflux. 

An augmented reality experience created by 
EdgeDNA. 

https://www.superflux.com/
https://edgedna.co/


We designed an experienced that allowed people to participate 
and immerse themselves into different activities.

An activity that encouraged people to craft a 
‘suitcase for the future’, designed by Sarah 
Armoush.

A virtual reality experience about climate 
emergencies created by the Red Cross Climate 
Centre.

https://openlab.ncl.ac.uk/people/sara-armoush/
https://openlab.ncl.ac.uk/people/sara-armoush/
https://www.climatecentre.org/
https://www.climatecentre.org/


Project Challenges & Learnings



This project helped me understand better how to design inclusive 
experiences, considering multi-stakeholder needs.



I learned how to combine my design craft with thoughtful research 
approaches to curate a memorable experience.



This project taught me how to deliver results under pressure and develop 
meaningful collaboration with several stakeholders.



My Role Experience Design Challenges & Learnings

Project Recap

Curate a design exhibition 
that engaged senior 
leadership with our team’s 
research. Coordinate with 
design agencies to produce a 
compelling exhibition 
experience 

Designing different experiences 
within the exhibition that sparked 
interest between the audience. 
Design for interactivity with 
artifacts and exhibition activities.

I learned to design inclusive 
experiences, considering 
multi-stakeholder needs, and 
delivering under pressure. 

Project objective: Engage senior leadership of a large humanitarian 

organization with potential humanitarian challenges and innovation.



I believe the best UX research is 
collaborative and iterative. 

We never stop learning.

Final Thoughts:



Find out more at:

carlosalvarez.org 


