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Goals

My team leveraged various research methodologies to gain a clear understanding of the industry and problems users’ 
faced allowing us to collect data that would translate into actionable insights to be implemented in the applicative ui.




Research performed:

The Process

The design thinking ideology asserts that a hands-on, 
user-centric approach to problem solving can lead to 
innovation, and innovation can lead to differentiation 
and a competitive advantage. This hands-on, user-
centric approach is defined by the design thinking 
process and comprises 6 distinct phases, as defined 
and illustrated below.

My Role

As design leadership in a lean startup my role often consists 
of leading and contributing to the overall design of the project. 



Defining, planning and reviewing the design sprint from UXR 
to handoff include Research, IA, Creating wireframes, 
Designing prototypes, playing decision maker around content, 
design concepts, and strategy informed by measurable data.



 Design Manager - Lead brainstorming workshops with 
stakeholders and designers to create a shared understanding 
of business and user needs, coordinated a design strategy 
leveraging a PRD provided by our PM team, and prioritized the 
design sprint backlog based on business goals



 UXR - lead planning, conduct research, organizing 
workshops with stakeholders to discuss findings, synthesize 
solutions and validate concepts.



 UI - Lead brainstorming workshops with stakeholders and 
designers to align aesthetic goals. Contribute to creating 
wireframes and clickable prototypes leveraging a multi brand 
design system and data synthesized by the UXR team.

Tools

Background Information

The Emirates Dubai 7s is a major event 
on the HSBC World Rugby Sevens Series 
circuit. The long-running Sevens 
tournament completed its 52nd edition in 
Dubai, and Emirates requested a pos and 
administrative application for the event.

Problem

The requirements were for a 
softpos allowing Merchants to 
perform quick transactions, 
update inventory, as well as the 
ability for admins to track sales 
analytics before and during the 
event. A post launch analytics 
report was also provided to 
Emirates outlining critical event 
data. 


The Goal

� Spend 6-weeks designing and testing prototypes that gave users (merchants) the 
ability to easily login and transact at a mobile softpos�

� JIRA Story Description: As an attendant, I want to be able to create an F&B or 
Merchandise order, so that a customer can purchase F&B or merchandise at an 
event�

� *Note: In a parallel sprint an alternate design team spent 8-weeks designing and 
testing a dashboard prototype that allowed festival administrators to configure 
products, manage inventory and monitor sales analytics during the event. My role 
in that parallel sprint mirrored this sprint.

UI/UX Design Sprint for a POS + Inventory Mgmt
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 Emirates chose this lofi design
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The initial design process inlcuded�

� Flow Diagra�
� Defining Navigatio�
� Sketching
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We audited several competitors

in the festival and food delivery 
industry. This allowed us to gain 

insights into things they were 
doing right and things that left 

users wanting more. These 
competitors included Coachella, 
ACL, Uber Eats, Favor and more.


 

Before the event, we distributed 
surveys to potential users, 
including event staff and 

vendors, to gather initial insights 
into their needs, preferences, 

and previous experiences with 
similar systems. This helped 

identify key functionalities and 
pain points.

We performed a comprehensive 
user journey mapping process. 
This involved synthesizing data 
gathered from previous uxr with 

potential users such as event 
staff, vendors, and organizers of 

the Emirates Dubai 7s event.

We created prototypes of the 
app and conduct usability 

testing sessions. This helped 
identify usability issues, 

understand user interactions, 
and refine the design based on 

direct feedback. Scheduled 
participants were compensated 

for their time. 

Our design team initiated a cross-functional team sync to review the UI of the D7 application by organizing a structured meeting with 
representatives from the development, product management, marketing, and customer support teams. During the session, the we presented the 
latest UI prototypes, highlighting key features, user journey flows, and the rationale behind specific design decisions. Feedback was actively 
solicited from each department to understand how the design aligned with technical feasibility, product strategy, marketing goals, and support 
considerations. This collaborative approach facilitated an open exchange of ideas, revealing insights into how the UI could be optimized for better 
user engagement, technical simplicity, and alignment with business objectives. The meeting concluded with an action plan that incorporated the 
collective feedback, ensuring that subsequent iterations of the UI design would benefit from a holistic perspective grounded in cross-functional 
expertise.

Cross functional team sync


