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MY PROCESS

I have an interdisciplinary skill set and background that integrate my creative, technical, and business knowledge that 
I’ve honed over the last few years as a Product Designer, Medical Illustrator/Animator, and Psychology Researcher. 

I’m curious and self-motivated to explore and solve any challenge while iterating rapidly and collaborating with en-
gineers, product managers, and key stakeholders. As part of  my process, I drive user experience from concept to 
release, creating features, mapping user flows, building wireframes, and measuring benchmarks. My goal is to deliver 
a product that is useful, intuitive, and desirable to our end users.
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1 Analytics Platform for Surgeons 
Data Visualization

Overview
Problem
The analytics platform design was in response to our 
current dashboard becoming outdated, multiple requests 
from residents to provide more performance data follow-
ing a run through in VR, and a pattern of  low retention 
among our users. In this case study, I focus on the design 
of  the resident’s performance data on the dashboard.

Process
I conceptualized our current versus ideal future dash-
board experience for performance, conducted user re-
search, created wireframes, created clickable proto-
types, iterated on the designs, and coordinated a release 
internally and externally.

Outcome
The analytics design was released to multiple residency 
programs. Approximately, 70% of  the total residents giv-
en the dashboard responded with feedback.
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1 Analytics Platform for Surgeons 
Data Visualization

User Interviews
Insights gleaned from the user interviews conducted at the American Acade-
my of  Orthopedic Surgeons Conference 2018:
• How quickly they made it through the technique
• How they compared to an expert surgeon
• Where they could improve to be more efficient and accurate
• How they compared to the rest of  their cohort

Current versus Future Platform Flow
An overview of  how our customers use the dashboard currently, and how 
their experience would be once the new dashboard was in place was explored. 
This helped us understand the bigger work items needed.

Problem
Due to low Osso VR usage among surgical residents and requests to provide 
more performance data following the completion of  a run through in VR, 
an analytics platform and more specifically a visualization of  the residents’ 
performance  data was developed.

Research + Analysis
I conducted a series of  user interviews and compared our current analytics 
platform to our ideal future platform to understand the needs of  the surgical 
residents. These interviews also informed us on how the overall architecture 
of  the platform needed to change to accommodate the performance data. 

Solutions
As part of  the analytics design for the performance data, I focused on both 
the design of  the performance tab and the scoring algorithm behind the 
performance data. 

Performance Tab Design
A series of  mock-ups were created in Sketch to determine the content and 
placement of  the content in the performance tab. After many iterations and 
explorations, the team came to a final design for the placement of  the con-
tent. We decided to further explore the layout as either a modal or 

Iterations of  Content and Placement for Performance Data on the 
Analytics Platform
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For more indepth information on the project’s design process visit https://www.adrianaorland.com/analytics-redesign

Analytics Platform for Surgeons 
Data Visualization

Releasing the Dashboard + Feedback
The final analytics design was released to two residency programs. Approxi-
mately, 70% of  the total number of  residents responded with feedback. The 
feedback was as follows:
• The ability to see a summary of  stats right away is great
• Residents enjoyed the ability to see more than just a score, they liked seeing 

progress over the course of  the technique
• The scoring felt alright - they would love to see specific places where they 

hesitated or would love to see their economy of  motion in future iterations 
of  the dashboard.

User Interviews
We scheduled 2-3 user interviews with both younger and older surgical resi-
dents in residency programs to better understand how residents are currently 
scored by their attending. Some of  the questions appear below:
• How are you evaluated in your residency program?
• How do attending know that you’re ready for the OR?
• What is the breakdown of  the 1-5scale used by attendings?
Through these finding we could create an algorithm that felt fair.

Lesson Learned
Product requirements weren’t solidified early in the process due to uncertainty. 
To avoid this situation, I need to determine or request concrete requirements 
from the client and product owner before starting my work.

Scoring Algorithm
After developing the information needed for the performance tab on the dash-
board, it was important to spend time figuring out and developing a scoring 
algorithm that residents would find to be fair.

Performance Tab Design (continued)
an inlaid page, so that the user wouldn’t have to leave the dashboard home 
page. After design critiques of  my prototype, we settled on the inlaid design.

Performance Tab as a Modal

Performance Tab as an Inlaid Design
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2 Medical Adherence Application for Ecuadorians
Mobile UX/UI

Overview
Problem
Epileptic Connection is a mobile application created for phy-
sicians and medical staff  in rural Ecuador to routinely check 
in with epileptic patients and keep patients accountable when 
it comes to taking medication. The initial concept was de-
veloped by a team of  biomedical engineers at Washington 
University in St. Louis in collaboration with Dr. Paciowski in 
Ecuador. I was given the concept to design and prototype.

Process
I created a user persona, created a site map, established 
features and interactions, created wireframes, prototyped 
the design on an Android LG 8” tablet, and conducted user 
research, before sending the design to be integrated with an 
SMS messaging system.

Outcome
The Epileptic Connection app was enthusiastically received 
by the physicians in rural Ecuador and increased medical ad-
herence among patients within the first month of  usage.
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User Persona
Insights gleaned from the user persona (physician) include:
• Short on time
• Would like to increase communication with patients
• Has a phone/technology on him always
• Important that patients take their medication on time

Site Map
Insights gleaned from the site map include:
• The architecture and relationship between each screen in the application
• Possible user flows through the application

Problem
Due to a lack of  communication between physicians and patients, medical 
non-adherence among epileptic patients in Ecuador is high. To address the 
problem, a medical adherence application, Epileptic Connection, was de-
signed and developed.

Research + Analysis
Due to sporadic, unreliable contact with Dr. Paciowski in Ecuador, I inter-
viewed Dr. Pandey, Clinical Director in the Department of  Neurology and 
Rehabilitation at the University of  Illinois, to develop both the user persona 
and site map for a physician who treats epileptic patients.  

Solutions
It was determined that the solution to medication non-adherence would be 
an application for an Android Tablet. It was normal for physicians and nurses 
to carry tablets with them from patient to patient. My task was to establish 
the app content and content placement along with logo and color scheme.

Content + Content Placement
Designs for the content and content placement began on paper. After mul-
tiple iterations and agreement among all contributors. I translated the paper 
wireframes to Illustrator to start developing the logo and color scheme.

Medical Adherence Application for Ecuadorians
Mobile UX/UI

Preliminary Sketches to determine Content and Placement
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For more indepth information on the project’s design process visit http://adrianaorland.com/epileptic-connection.

Usability Study + Feedback
The final design and application were prototyped using Unity to test out the 
designs on 2 users- Dr. Pandey, and his assistant. Both individuals were asked 
to talk out loud as they completed two tasks on the application. Some feedback 
from the sessions include:
• Instead of  needing to tap the specific button can just tap the box and fill 

out the information.
• Icons were straightforward and intuitive
• Instead of  using an explicit Edit button on the Medication page allow user 

to just click box or area to edit.
• Provide a default message on the Message Center Page to minimize amount 

of  typing for physician
• More message exchange between patient and physician besides what med-

ication they’re taking

Outcome
The application was integrated with an SMS system and available to physicians 
in Ecuador for usage. Over the course of  the first month, medical adherence 
increased. 

Logo + Color Scheme
Through research and iterations of  the application’s potential logo, we chose 
a color scheme and logo that emulated the colors of  the Ecuador flag (blue, 
red, yellow) while also focusing on a deep cultural connection (circular form).

Lesson Learned
Prioritizing communication when the production team and client are in differ-
ent cities and countries is essential for the success of  the product.

Medical Adherence Application for Ecuadorians
Mobile UX/UI
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3 Tutorial for New VR Users
UX in VR

Overview
Problem
Trying virtual reality for the first time can be frus-
trating for users who aren’t acclimated to the Oculus 
Touch Controllers hardware. The Osso VR: Foun-
dations of  Practice Tutorial is a virtual reality train-
ing simulation that onboards a new Osso VR user, 
minimizing their initial frustration by taking them 
through training scenarios.

Process
I conducted user interviews, created a user jour-
ney map, story-boarded the tutorial experience, 
gathered feedback, and iterated on the design to 
improve it for the following year’s conference.

Outcome
The tutorial was used at the 2018 American Academy 
of  Orthopaedic Surgeons (AAOS) Conference and 
then updated and used at the 2019 AAOS Confer-
ence. The tutorial is currently shipped to customers 
to help onboard first time Osso VR users. The tutori-
al has increased the number of  users using Osso VR 
from 200 to now over 1000 in the last 1.5 years.
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3 Tutorial for New VR Users
UX in VR

User Interviews
Insights gleaned from user interviews conducted at demos:
• It was tough to figure out how to use the controllers to successfully com-

plete an Osso demo without a ton of  help from a proctor.
• I’m embarrassed to try the Osso VR simulation due to not knowing how 

to use the hardware and as a result struggling through the technique.
• Before jumping directly into a simulation, I wish I could practice picking 

up, drilling, and twisting objects.

User Journey Map
Insights gleaned from the user journey map include:
• There are two separate components that make Osso difficult: the hardware 

and software experience
• Users are introduced to everything at once. It’s too much content at once.

Problem
During demos at conferences, first time Osso VR users struggled with the 
virtual reality software and hardware, resulting in a less than optimal first expe-
rience. Thus, a tutorial was created.

Research + Analysis
To capture a first-time user’s demo experience and to align the internal product 
team, I conducted user interviews and created a user journey map to highlight 
all the different touchpoints a user has with the demo.

Solution
For the 2018 AAOS conference, I storyboarded the experience keeping in 
mind psychological concepts I had recently read on attention, thinking about 
ways to incorporate educational moments, and including any observations of  
users walking through the demos.

Storyboarding
The storyboard was split into 3 parts:
1.) How to use the Oculus touch controllers (hardware)
2.) How to interact with objects in the operating room (OR) to successfully 
complete an Osso VR technique
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3 Tutorial for New VR Users
UX in VR

For more indepth information on the project’s design process visit https://www.adrianaorland.com/tutorial 

Feedback
The tutorial was attached to our Osso demo and presented at the 2018 Amer-
ican Academy of  Orthopaedic Surgeons (AAOS) conference. Some of  the 
feedback included:
• Adding the ability to pass between two hands in VR
• Users continue to have problems differentiating between the different trig-

gers
• Users seem to be confused by the copy/terminology when referring to the 

triggers as buttons.

Outcome
The tutorial was well received at the 2019 AAOS Conference. Several work 
items came out of  the event, but far fewer crucial changes compared to work 
following the 2018 AAOS Conference.  The tutorial is currently used in Osso 
VR’s demo experience shown to potential customers as well as helping current 
customers successfully on board with Osso’s VR content. The tutorial has 
contributed to the increase in users from 200 to 1000.

Storyboarding (continued)
3.) Applying what was learned by working through a segment of  an actual 
Osso VR technique

Lesson Learned
The tutorial wasn’t evaluated by design until the very end of  production, which 
led to quick semi-risky changes by technical artists prior to delivery. To avoid 
this situation in the future, it’s important the tutorial be evaluated by design as 
soon as possible before the entire thing is fully functioning in VR.

Tutorial for AAOS 2019
As part of  our follow up, we created an updated Osso VR tutorial to be used at 
the 2019 AAOS Conference. I followed a similar process of  storyboarding the 
experience to encompass the suggestions and usability issues from the 2018 
conference, and having it built for the 2019 AAOS Conference.

2018 Tutorial Storyboard

2019 Tutorial Storyboard


