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About Me



Phillip Everson

| am a business, design, and UX professional specializing in
research, strategy, and innovation with leadership and mentorship
experience.

| apply the design process to business and innovation to produce
value.

| have a background in technology, entrepreneurship, and
management.

Education
§CAI? | Master of Art in Design Management
Bachelor of Science in Business Administration and Management
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My Value

| strive every day to align the front stage
(what the customer sees) and backstage
(the support processes) to deliver the
optimal customer experience—constantly
balancing customer needs and business
objectives.

50m people look at things and say wh ,
! dream of things that never zzere .
and say w/iy’zzq;* " |

Using human-centered approaches, |
provide actionable insights to plan, build,
or improve your idea, product, or business.

o
el

| ensure your product, service, or
experience is something that is desirable,
viable, and feasible.



Leader and Mentor

e Capacity Planning e UX/Design Evangelism
e Team Building e Talks and Presentations
e Project Roadmapping e Project Management

Roadmap
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Research and UX Evangelist
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| Believe

...that no two businesses are created equal or have the exact same needs.
...that you should always be learning.

...that design should be simple, effective, and beautiful.

...that you can’t business model your way out of a bad service.
...in.communication, communication, and communication.

...that technology should bend to good design.

...that you should never sacrifice at the expense of your customer.
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Design Thinking

Lean Innovation

Jobs to Be Done

a human-centered approach to solve complex problems

a strategic approach to innovation

a rigorous method to identify user needs

a holistic, systemic approach to creating experiences




Process
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1.Discover

2.Define

3.Design

4.Implementation



Discover

The Discover phase uses a mixed-method research approach—utilizing
both qualitative and quantitative data to inform and generate insights.

| use qualitative methods like Contextual Inquiry, Co-creation, and JTBD to
gain a deep understanding of the needs of your customers and
stakeholders. This enables me to derive meaningful insights based on
real-life situations.




Market Research
Contextual Research
Trend and Futures
Competitor Research

CUSTOMER PROFILE:

_- al I ; -“n\ —1 l- ._'“u

NUGGETS:

234 23w 20 1 Mogezne 1. We can begin to et &
DESKTOP 503% male & 49.7% female | 3544 =232% [ 17.7% 50.3% male & 49.7% femole | ’gz #i:vg!‘
58.85% male & 41.2% female  45-54 = 18.3%  17.9% 5885% male & 41.2% femole | o, Tube = 46.5% / LTl
5564=12.1% 1 15.6%
65+= 77% 1 11.5% . 31X #5 Health
Facebook = 31.4% /
1824 = 144% [ 17.5% 383%
25-34=254%/21.9% Twitter = 5.2% / 14.8% #1 Blog
MOBILE 45.3% Male & 54.7% Female | 35-44 = 28.2% | 224% 45.3% Mole & 54.7% Female | 'nStogram =3.1% / 3.4% :5 ff::;;’.
58.7% Male & 41.3% Female ~ 45-54 = 16.8% / 17.8% 58.7% Male & 41.3% Female # Educe
55-64=10.0% [ 13.4% ation
#5 Software

65+ = 53%/69%

CUSTOMER BEHAVIOR:

I 7 e
0119 - 12119) USAGE METRICS KEY than Team Snap, but the

number of active monthly

8491538 5:44 mins | 4:54 mins 604% 1 15.6% kA i e

@ Team Snap @ Max Preps comparable. This might

MOBILE « 3921359 2:10 mins | 3:06 mins 39.6% / 84.4% suggest that Max prepg

users  are
shopping vs‘
transactional usage.

GENERAL USAGE METRICS:

63M1123M 05M 1 1.96M 3.6% of the Sports SignUp visiors, 3.6%
Team Snap #19 | Max  i5ted Team Snap and 1.4% visted Max
1155, 1,653 | reps resf . There is no overfof
145,567 1 155,243 644,653 740,359 Prepe 431 P pectively. Th riop
MOBILE 1.4M [ 22.IM 0.5M /8.1M metrics between Team Snap and Max

Preps.

E METRICS: MOBILE DATA BASED ON ANDROID DEVICES

qualtrics."”'




RESEARCH APPROACH

PLANA

KEY ACTIVITIES:

QuUTPUT

Kick-Off Meeting / Discussion
Assess current knowledge and
objective needs

Validate research plan, assign
internal resource roles and
responsibility

Resource logistics

INPUT

INPUT

Accelerator

Conduct 2 — 3 SME
interviews

= Map screens for each
flow.

Develop job stories and
storyboard

Setup research platform
(pOP)

P@P

prototyping on paper

2 to 3 tests per job flow:

Students
= Parents
= Advisers
Review paper prototype with
leadership and sales partners

Hand over paper prototype to
Studio Science.

INPUT

Design and Validation:

Studio Science to build
high-fidelity prototype
and walk-thru in

InVision.

Final testing of high-
fidelity prototype by
Customer Insights.
Validate design and
functionality with
leadership and all
stakeholders.

INPUT

Research Plans
Recruiting
Screening

Tool Selection



Market and Competitor Research

Communication

Engagement Platform
e Software + Hardware +

Experience

HCIC L

Figure 30. Dog Friendly 5 Figure 31. Dog Friendly Spaces and Population Density.
Image (Database in Appendix 1) Author Image (Database in Appendix I)




£ [ Hrtisetaty

AGT 18 YOUR PROCESS FOR MAKING AND SELLING A YEARBOOK

@\&’@ Thinking about the most important friends and family that you
¢ B ‘or would send announcements to, what would the 3~ 6

ANNOUNCEMENT’S SPARK

Ex. They are an
inspiration — and my
student is pursuing
their dream/passion.

Ex. They helped them
build their identiy as a
Jefforson High Sc*ool
Patriot.

personal messages to thank them for their support of your
school? Write

Ex. They have been
prepared for
independence.

Message | want to
communicate to
friends and family...

Ex. The ‘REAL
ERIENDShips” they
made in high school

will last forever.
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During the Define phase, | synthesize the research from the Discover phase
to uncover meaningful insights about your business.

Insights are used to develop frameworks and generate ideas that are rooted
in real customer behaviors and business goals—meaning, the insights are
actionable and can be really implemented!
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Service Blueprints

ustomer Service: Current Experience Blueprint




Wherethe obs o al
Sakeholders et

Job Idea Sheet

Frequency
Visual

Organizational
Customer o

Expectations

Instructions

Athletic
Fans Students Parents Coaches Director Principals  Superintendent _ School Board

1. Placo your Job stc box above,
2 ork it your pariner 0 creste 3
2. Wits exch dea on s difer

4. Place sach postit Noto on a numberd box.

uniaue dess.

In‘School

ety e o o s h ol s s
v et il i e ok ot ot b o g

Informal elationships

Both are central o nforming
and vaidating
F it decisions.
Note here ¢
playsight

outof hudl
School

Oteamsup TAKEAWAY:

Engagement Platforms today are focused on to specific
customer segments outside the schoolhouse, but there is
an opportunity to bridge the gap between customer
expectations (outside the school) and organizational needs

m to be siloed by customer. {within the school

Companies see
visualized above.

Activity
Assumptions
| Herfisones |

il : NAD Process

\ o
Bomsatge kg | partner2 | Qs
[ oo GTe .
m Create Brand and Messaging Secure Partners Connect with Celebrities Develop a Website
. May 31st May 18th
=

Tease Event with Collect video Promote Event to

Event Kickoff Allow people to vote

User Dynamics

Video commencements, e Video Recognition
montage, highlights e variormances' Presentations

Afterparty




Using the insights gleaned from the Define phase, ideas are generated
during the Design phase to bring those insights to life and to ensure that

concepts stay rooted in learnings.

You may be asking yourself, “What exactly is it that you’re designing?”
Design outputs are highly dependent upon the insights | uncover.




e Small and Large Groups
e In-person and Remote
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Wireframes

e Low, medium, and high fidelity prototyping

PoP Boson Priom

Home Page

Remove (M1)

| Add New Hero image
and copy. (M2)

Require School and Year
entry up front... (M3)

Selecting Class Rings
goes to Class Rings Page
(M4)

Remove (M1) | /

Footer Changes (M6) |~

00S Phase 2:
Consider adding
jewelry or
necklace to class
rings navigation.
Link to “input

school” page

Video Updates (M5)
" »

CLASS RINGS | GRADUATION PRODUCTS.

l‘.iﬂilylﬂlis

s |

Celebrating youand your achievements.

OFFICIAL CLASS RINGS AND GRAD PRODUCTS THAT TELL YOUR STORY.

}Jy 3 l202| B NEXTs

About  Privacy CAPrivacy Retum  Customer Service Sitemap

Poiey  Notea  Policy faa 00000
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AND SCouTS.
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Mockups







Task-based

In-person and Remote
Moderate and Unmoderated
From Planning and Recruitment
to Execution and Reporting

(2 Testing

© userzoom

/&



Implementation

Once we've collaboratively chosen a design and direction, | help you bring
your new offering to market through the Implementation phase.

Through planning and design management, | maintain control over the
entire process to ensure the quality of your offering.




New Products, Services,
Experiences, and Businesses
Service Blueprints

Product Roadmap

Journey Map

Personas and Archetypes
Experience, Systems,
Ecosystem, Relationship, and
Process Maps

Wireframes, Mockups, and
Prototypes

Research Reports

UX and Usability Audits

Jobs To Be Done Analysis
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Business First,
Pilot-Focused
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Fashion week!
$2,539 39 28
pledged of $4,500 backers days to go

Experience historic Savannah,
Georgia in new perspectives!



Happier, more loyal customers
Better decisions

Increased revenue

More efficient operations
Fewer mistakes and rework




Visit my website for more
information, case studies,
synthesis examples,

T h a n k downloadable frameworks,
and more.




